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Hero System Grimoire = Introduction

INTROD

ne of the most difficult and time-

consuming chores facing potential HERO

System GMs, particularly those running

Fantasy Hero games, is the need to create
spells for the campaign. Unless the GM is willing
to let the players create their Rcharacters’ spells, he
has to go to considerable effort to design the spells
characters can choose.

To help the GM with this task, The HERO
System Grimoire presents thousands of pre-
generated spells in a wide variety of categories
— alchemy, necromancy, divine magic, and more.
If you can’t find the spell you want in this book,
you can easily use its contents as guidelines for
designing your own spells.

Spell Categories

For ease of reference, The HERO System
Grimoire divides spells into 28 categories, or
“arcana,” based on special effect, common use
among gamers and in fiction, and so forth:

Alchemy, the Art of creating potions, elixirs,
and the like by mixing and activating various
substances and, in the process, unlocking the
magical essences within them.

Arcanomancy, spells pertaining to magic,
fundamental magical forces, and spellcasting.

Areomancy, also known as Battle Magic, spells
for use in warfare.

Black Magic, spells that invoke evil energies or
which spellcasters use for particularly evil ends.

Chaos Magic, the wizardry of the powerful but
unpredictable force called Chaos.

Conjuration, the Art of summoning beings
from this and other planes of existence, and of
controlling and banishing them.

Cybermancy, magic dealing with machines,
technology, and related phenomena.

Divination, the Art of finding and foretelling.

Divine Magic, the sacred and holy spells cast by
priests, paladins, and other characters associated
with the gods.

Druidry, spells relating to, using, or affecting
animals, plants, and nature in general.

Elemental Magic, spells related to the four clas-
sical Elements — Air, Earth, Fire, and Water — as
well as “lesser” substances or phenomena some-
times regarded as “Elements” in gaming settings
(such as Ice and Light).
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Enchantment, the Art of casting spells through
enchanted items.

Monster Magic, spells learned and cast by
various types of monsters.

Naming Magic, spells that derive their power
from the caster’s knowledge of the target’s True
Name.

Necromancy, magic pertaining to life, death,
undeath, and related subjects, usually considered a
black and evil Art.

Oriental Sorcery, magics derived from Asian
occultism, folklore, myth, and philosophy.

Professional Magic, spells that adventurers and
everyday folk in High Fantasy campaigns use to
make their jobs easier and safer.

Rune Magic, the magic of carved and painted
runes of power.

Shamanism, magic involving spirits and the
Spirit World.

Song Magic, spells cast by or involving singing,
poetry, jests, and the like.

Sorcery, magics of the mind, thought, illusion,
and deception, regarded by many with suspicion
and fear.

Superheroic Thaumaturgy, the body of common
spells known to mystics in the Champions
Universe setting.

Thaumaturgy, the Art of transforming, altering,
and redirecting energies and matter, including
shapeshifting and related spells.

Theurgy, magics pertaining to Divine and
Infernal powers, and to the celestial bodies of the
night sky.

Voodoo, fictional magics based on the mystic/
religious practices of Voodoo.

Warrior-Magery, spells that enhance characters’
ability to fight in melee combat.

Witchcraft, an Art combining various lesser
aspects of other arts, such as Alchemy, Conjura-
tion, Druidry, Elemental Magic, and Necromancy,
as well as hedge magics and other “low spells,” but
no less powerful than the other arcana for all that.

Wizardry, a catch-all term for magic and
spellcasting in general, but also used to refer to
any spells or bodies of mystic lore not a part of any
other arcana, such as spells of general utility (e.g.,
spells that detect or dispel magic), naming-magic,
spells of sheer mystic power, and the like.

ABBREVIATIONS

This book uses the
following abbreviations
to refer to other HERO
System books:

6E1: The HERO System
6th Edition, Volume I:
Character Creation

6E2: The HERO System
6th Edition, Volume II:
Combat And Adventuring

APG: The HERO System
Advanced Player’s Guide

HSB: The HERO System
Bestiary

HSEG: The HERO System
Equipment Guide

HSMA: HERO System
Martial Arts

HSS: HERO System Skills



6 = Introduction

Spell Design

Spells are most commonly (though not
exclusively) used in Fantasy Hero campaigns, and
in the vast majority of those campaigns tend to
have certain aspects or elements in common. In
keeping with this approach, most spells in The
HERO System Grimoire are designed with the
following Limitations:

m  OAF (often an Expendable Focus of some
kind)
Gestures
Incantations
Requires A Magic Roll (all spells use “Magic
Roll” for convenience, but depending on the
magic system in the campaign a character
may have to buy more than one type of Power:
Magic Skill)

The options (described below) typically provide
information about removing or changing these
Limitations to make it easy for you to “customize”
the spells to suit your campaign’s magic system.

THE SPELL TEMPLATE

This book describes each spell with a stan-
dard template. The information provided applies
only to the standard spell; the options may have
different areas of effect, ranges, END costs, and so
forth.

Name indicates the name of the spell. You
can, of course, rename it to suit your character or
campaign if you prefer.

Effect lists the basic game effect of the spell in
simple terms: Blast 8d6, Armor Piercing; Deso-
lidification; Telekinesis (30 STR). This tells you
quickly what a spell can do so you don’t have to
delve into the full game write-up when making
your selections.

Target describes who or what the spell affects.
An attack spell usually indicates “one character” or
the area covered due to the Area Of Effect Advan-
tage. “Self” indicates the spell only works on the
character using it (though it may still “affect”
other characters; for example, other characters can
perceive the effects of Shape Shift, even though it’s
a “Self” spell.)

Casting Time indicates how long it takes to cast
a spell. Most are Half Phase and/or Attack Actions.

Casting Procedures lists the procedures a
character has to go through to cast a spell. Focus,
Gestures, and Incantations are the most common.

Duration lists the spell’s duration, typically
Instant, Constant, or Persistent (see 6E1 127-28).
Some spells use the Time Limit rules (see 6E1
346-48) or even do Damage Over Time (see 6E1
328-31)

Range lists the range for the spell. Ranged
spells usually have a range in meters (Base Points
x 10m in most cases), but may have “LOS” (Line
Of Sight) or “RBS” (Range Based On STR) range.
“No Range” indicates the spell has No Range;
“Self” that the spell only affects the character
using it; “Touch” that the spell involves having to
touch another character (which usually requires
an Attack Roll).
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Magic Roll Penalty indicates the penalty to the
character’s Magic roll. Typically this equals the
spell’s Active Points divided by 10.

END Cost lists the spell’s Endurance cost (in
the case of potions and enchanted items, this may
be Charges instead).

Description provides a (usually brief) textual
description of the spell. This section notes any
special rules or rules applications relevant to the
spell.

Game Information is a full write-up of the spell
in game terms, including Active Point and Real
Point costs. (If only one point total is listed, that
means the Active and Real Point costs are the
same.) Depending on the nature of the campaign’s
magic system, the Real Point cost may be what a
character has to pay to learn the spell, or the cost
may be different (for example, in some systems all
spells have a flat cost of 1-3 points).

OPTIONS

Most spells have Options listed below the game
information. These describe various standard ways
to alter the spell to create a slightly different ability.
The standard options for most spells include:

Strong: A version built with more Active Points
than the standard version.

Weak: A version built with fewer Active Points
than the standard version.

Free: A version with the Focus Limitation (typi-
cally either -1 or -1%) removed. (If the spell
doesn’t ordinarily have a Focus, this may change
to Focused, an option applying that Limitation to
the spell.)

Remove A +'2 Advantage: A version with +% less
value of Advantages than the standard version (if
it has any Advantages). Most commonly this is
used to:

m remove Reduced Endurance (%2 END; +%), or
reduce Reduced Endurance (0 END; +%) to
Reduced Endurance (% END; +%), so that the
spell costs full/partial END

Remove A +'2 Advantage: A version with +% less

value of Advantages than the standard version (if

it has any Advantages). Most commonly this is

used to:

m remove Reduced Endurance (0 END; +%4) so
that the spell costs END

Remove A -'a Limitation: A version with -% less

value of Limitations than the standard version.

Most commonly this is used to:

m remove Gestures (-%) (a “Stilled” spell)

m remove Incantations (-%) (a “Silenced” spell)

m reduce the Requires A Magic Roll penalty to
-1 per 20 Active Points (rather than the usual
-1 per 10 Active Points) (an “Easy” spell)

m convert an Expendable OAF (if valued at -1%)
to an ordinary OAF (-1)



Hero System Grimoire = Introduction

Remove A -'- Limitation: A version with - less

value of Limitations than the standard version.

Most commonly this is used to:

m remove Gestures (-%) and Incantations (-%4) (a
“Stilled Silent” spell)

m remove Requires A Magic Roll (-}2) (a
“Master’s” spell)

m convert an Expendable OAF (if valued at -1%5)

to an ordinary OAF (-1)

Add A +'a Advantage: A version with an addi-

tional +% Advantage, or which has an existing

Advantage increased by +% value. Most

commonly this is used to:

= make a spell cost Reduced Endurance (%2 END;
+%), or make one that already has Reduced
Endurance (%2 END; +%4) cost Reduced Endur-
ance (0 END; +%5)

m add Armor Piercing (+%)

m add Delayed Effect (+%)
add Usable By Other (+%) so a character can
cast the spell on another person instead of just
on himself

Add A +%2 Advantage: A version with an addi-
tional +% Advantage, or which has an existing
Advantage increased by +%: value. Most
commonly this is used to:
m  make a spell cost Reduced Endurance
(0 END; +%2)
m  add Area Of Effect (1m Radius Accurate; +%)
m add Constant (+%)
m add Delayed Effect (x2 spells usable at
once; +%)
m add Line Of Sight (+%2) or No Range
Modifier (+%)
m add Penetrating (+%2)

Add A -¥a Limitation: A version with an additional

-Y4 Limitation, or which has an existing Limita-

tion increased by -% value. Most commonly this

is used to:

= make a spell take Concentration (%2 DCV; -1%4)
to cast (an “Attentive” spell)

m add Side Effects (-%4) (an “Apprentices” or
“Dangerous” spell)

Add A -2 Limitation: A version with an additional

-V Limitation, or which has an existing Limita-

tion increased by -¥ value. Most commonly this

is used to:

= make a spell take Extra Time (Full Phase; -%%)
to cast (a “Lengthy” spell)

m make a spell have Increased Endurance Cost
(x2 END; -%) to cast (a “Tiring” spell)

m require the caster to touch the target (i.e., add
No Range (-%2)) to affect him

m increase the Requires A Magic Roll penalty to
-1 per 5 Active Points (rather than the usual -1
per 10 Active Points) (a “Difficult” spell)

m add Side Effects (-12) (an “Apprentices” or
“Dangerous” spell)

VARYING EFFECTS

Some of the spells in this book have aspects or
effects that improve if the spellcaster makes his
Magic roll by a significant amount. Typically this
applies to the Duration of Time Limit spells. For
example, a spell might have a Time Limit duration
of “5 Minutes, +1 Minute per point by which the
caster succeeds with his Magic roll” In this situa-
tion, the GM may wish to impose some restriction
on the absolute effect, such as double the base
parameter, to keep wizards with high Magic rolls
from unbalancing the game.

How To Use This Book

The HERO System Grimoire is a game aid for
both players and GMs. It allows GMs to start
campaigns without having to create dozens or
hundreds of spells, and it lets players select spells
for their characters without having to spend
time calculating costs. It’s particularly helpful for
campaigns where spellcasters can buy spells in
Multipowers or Variable Power Pools.

WHAT THIS BOOK IS NOT

Having noted what this book is, it’s also impor-
tant to note what it is not.

First, it’s not a book of magical items, except
insofar as the “spells” of the Alchemy and
Enchantment categories require the book to
include such items. The topic of enchanted items is
vast enough to merit a book of its own. However,
you can easily convert most of the spells in this
book to enchanted items by applying the appro-
priate Power Modifiers, such as Focus and Charges.

Second, it’s not comprehensive. No one
book could describe every possible spell any
one gamer — or even entire teams of gamers —
could create using the HERO System. Instead,

The HERO System Grimoire provides reasonable
coverage of the major types of magic found in
most campaigns. It should not only help you when
designing characters, but hopefully inspire you to
create other spells using your imagination and the
rules.

Third, it's not a blank permission slip to use any
of these spells in your game. Some of these spells
are powerful, with high Active Point costs, and
may not be appropriate for every campaign. The
GM should approve the use of any spells from the
Grimiore.

Fourth, and most importantly, this book is
not a straitjacket. You can often build a particular
spell two or more ways using the HERO System
rules, so don’t let the fact that this book chooses a
particular method deter you from doing some-
thing else if you prefer. Rarely, if ever, is there an
“official” way to build any given spell using the
HERO System. The options provided for each spell
often describe alternate ways of creating it to help
spur your imagination.

CHANGING THE
SPECIAL EFFECTS

With spells (as with

any other HERO System
power construct), special
effects are paramount.
If you don’t find a
particular type of spell
in one of the category,
but do find it in another
arcana, you can easily
create a version for your
preferred arcana simply
by changing the name
and the special effect.
For example, the Mystic
Dart spell (page 349)
could become a Fire
Dart, Shadow Dart,

Light Dart, Ice Dart,
Stone Dart, or the like.
Remember, this is magic
— anything is possible!

OTHER RESOURCES

Hero Games publishes
many other books
gamers may find useful
when selecting or
designing spells. These
include:

The HERO System
Bestiary, a collection of
hundreds of monsters
and animals that will
provide any GM with
plenty of adversaries for
the PCs.

HERO System Martial
Arts, which contain
dozens of martial arts
abilities you could
convert into spells.

Champions Powers,
which lists thousands

of superpowers you

can easily convert into
spells by applying appro-
priate Limitations (OAF,
Gestures, Incantations,
Requires A Skill Roll, and
the like).

Fantasy Hero, which
has an entire chapter
devoted to creating
magic systems, spells,
and enchanted items in
HERO System terms.
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Ichemy is the art of creating potions,

elixirs, salves, unguents, and the like by

mixing and activating various substances

and, in the process, unlocking the
magical essences within them. Alchemists can also
create some magical constructs, such as golems.
They spend long hours in their laboratories and
workrooms, brewing potions based on time-
tested formulae and trying to devise newer, more
powerful potions of their own. Since most alche-
mists sell potions to adventurers, one who creates
a useful new potion can become quite wealthy.

The potions and other items below are created
using the rules on pages 322-24 of Fantasy Hero.
Because they’re built with Delayed Effect, you
need to establish a way to calculate how many
potions an alchemist can normally have at once.
These writeups assume that an alchemist can have,
for the base +% value of Delayed Effect, no more
than INT/2 of his own potions available for use at
any time (“available for use” includes giving them
to another person friendly to him, but not selling
them to a stranger). Any character may have ready
for use as many found or purchased potions as
he likes (subject of course to the GM’s approval).
“Potions” in this sense means anything created by
Alchemy other than a construct, including salves,
dusts, and the like.

In the potion write-ups, Concentration, Extra
Time, and Requires A Magic Roll are Storing
Limitations; they apply only to the creation of the
potion, not its use.

Hero System 6th Edition
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POTIONS
@ POTION OF CLOUD FORM

Effect: Desolidification

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -6 to brew

Charges: 4 Continuing Charges

lasting 5 Minutes each

Description: A character who drinks this potion
transforms into a cloud of mist for up to five
minutes. While in mist form, he cannot pass
through solid objects, but can fit through the
smallest cracks (under doors, between the bars of
a jail cell, through the rocks of a cave-in). In mist
form he cannot be harmed, save by wind, heat,
and chill.

Game Information: Desolidification (affected by
heat, cold, or wind), Delayed Effect (may have
available a number of potions equal to character’s
INT; +%) (60 Active Points); OAF Fragile (-1%4),
Cannot Pass Through Solid Objects (-%2), Concen-
tration (0 DCV throughout brewing; -1), Extra
Time (6 Hours to brew; -3%2), Requires A Magic
Roll (to brew; -%2), 4 Continuing Charges lasting

5 Minutes each (-0). Total cost: 8 points.

Options:

1) Remove A +%: Advantage: 40 Active Points;
total cost 5 points.

2) Remove A -Y% Limitation: Total cost 8 points.

3) Remove A -% Limitation: Total cost 8 points.

4) Add A +Y%4 Advantage: 70 Active Points; total
cost 9 points.

5) Add A +% Advantage: 80 Active Points; total
cost 10 points.

6) Add A -% Limitation: Total cost 7 points.

7) Add A - Limitation: Total cost 7 points.
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& POTION OF ELEMENTAL
RESILIENCE

Effect: Resistant Protection (6 PD/
6 ED), Only Works Against Fire/
Heat And Ice/Cold Damage
Target: One character (usually self)
Quaffing Time: Half Phase
Casting Procedures: N/A
Duration: Constant
Range: Self
Magic Roll Penalty: -2 to brew
Charges: 4 Continuing Charges

lasting 1 Hour each

Description: This potion heightens the character’s
resistance to damage caused by fire, ice, or related
phenomena. It doesn’t make him more comfort-
able in hot or cold conditions, but it protects him
from burns and frostbite.

Game Information: Resistant Protection (6 PD/6
ED), Delayed Effect (may have available a number
of potions equal to character’s INT; +%) (27
Active Points); OAF Fragile (-1%), Concentration
(0 DCV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Requires A Magic Roll (to
brew; -12), Only Works Against Fire/Heat And Ice/
Cold Damage (-%4), 4 Continuing Charges lasting
1 Hour each (-0). Total cost: 4 points.

Options:

1) Strong Potion: Increase to Resistant Protec-
tion (8 PD/8 ED). 36 Active Points; total cost
5 points.

2) Weak Potion: Decrease to Resistant Protec-
tion (4 PD/4 ED). 18 Active Points; total cost
2 points.

3) Remove A +% Advantage: 22 Active Points;
total cost 3 points.

4) Remove A +% Advantage: 18 Active Points;
total cost 2 points.

5) Remove A -% Limitation: Total cost 4 points.

6) Remove A -¥ Limitation: Total cost 4 points.

7) Add A +% Advantage: 31 Active Points; total
cost 4 points.

8) Add A +% Advantage: 36 Active Points; total
cost 5 points.

9) Add A -% Limitation: Total cost 3 points.

10) Add A -% Limitation: Total cost 3 points.

& POTION OF ELOQUENCE

Effect: +4 with Interaction Skills
Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -3 to brew

Charges: 4 Continuing Charges

lasting 1 Hour each

Description: For one hour after he drinks this
potion, the imbiber can speak with extreme
eloquence. He always seems to choose the right
words, and he expresses himself in a manner that’s
almost guaranteed to attract the attention of his
desired audience.

In game terms, this potion provides a +4 to any
Interaction Skill Roll. The GM may decrease or
forbid the use of the bonus for any use of an Inter-
action Skill that doesn’t involve extended speaking
(such as most uses of Animal Handling).

Game Information: +4 with Interaction Skills,
Delayed Effect (may have available a number of
potions equal to character’s INT; +%2) (24 Active
Points); OAF Fragile (-1%), Concentration (0
DCV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Requires A Magic Roll (to
brew; -12), 4 Continuing Charges lasting 1 Hour
each (-0). Total cost: 3 points.

Options:

1) Strong Potion: Increase to +6 with Interaction
Skills. 36 Active Points; total cost 5 points.

2) Weak Potion: Decrease to +2 with Interaction
Skills. 12 Active Points; total cost 2 points.

3) Remove A +% Advantage: 20 Active Points;
total cost 3 points.

4) Remove A +% Advantage: 16 Active Points;
total cost 2 points.

5) Remove A -% Limitation: Total cost 3 points.

6) Remove A -¥ Limitation: Total cost 3 points.

7) Add A +% Advantage: 28 Active Points; total
cost 4 points.

8) Add A +% Advantage: 32 Active Points; total
cost 4 points.

9) Add A -% Limitation: Total cost 3 points.

10) Add A -% Limitation: Total cost 3 points.
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& POTION OF FIRE BREATH

Effect: RKA 2d6
Target: 1m radius
Quaffing Time: Full Phase
Casting Procedures: N/A
Duration: Instant
Range: 16m
Magic Roll Penalty: -5 to brew
Charges: 4

Description: This strong, bitter-tasting, dark
amber-colored potion doesn’t work like most
potions do, by altering the imbiber’s body in some
way. Instead, immediately after drinking a dose,
the character can breathe forth a gout of flame!

Game Information: RKA 2d6, Area Of Effect (1m
Radius; +7%4), Delayed Effect (may have available a
number of potions equal to character’s INT; +2)
(52 Active Points); OAF Fragile (-1%4), Concentra-
tion (0 DCV throughout brewing; -1), Extra Time
(6 Hours to brew; -31%), Extra Time (Full Phase to
quaft potion and breathe fire; -%4), Limited Range
(16m; -%4), Requires A Magic Roll (to brew; -14), 4
Charges (-1). Total cost: 6 points.

Options:

1) Strong Potion: Increase to RKA 3d6. 79 Active
Points; total cost 9 points.

2) Weak Potion: Decrease to RKA 1d6. 26 Active
Points; total cost 3 points.

3) Remove A +% Advantage: 45 Active Points;
total cost 5 points.

4) Remove A +% Advantage: 37 Active Points;
total cost 4 points.

5) Remove A -% Limitation: Total cost 6 points.

6) Remove A -% Limitation: Total cost 6 points.

7) Add A +% Advantage: 60 Active Points; total
cost 7 points.

8) Add A +% Advantage: 67 Active Points; total
cost 7 points.

9) Add A -4 Limitation: Total cost 6 points.

10) Add A -% Limitation: Total cost 5 points.

@ POTION OF GIANT FORM

Effect: Growth

Target: One character (usually self)
Quaffing Time: Full Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -7 to brew

Charges: 4 Continuing Charges

lasting 5 Minutes each

Description: After quaffing this potion, the
imbiber grows to storm giant size — 8 meters tall
— in the blink of an eye. Now much stronger and
tougher than normal, he can wreak havoc among
his enemies... but can also be hit more easily by
them.
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Game Information: Growth (+30 STR, +10 CON,
+10 PRE, +6 PD, +6 ED, +6 BODY, +12 STUN,
+3m Reach, +24m Running, -12m KB, +4 to
others’ OCV to hit character, +4 to others’ PER
Rolls to perceive character, 8m tall, 4m wide,
6,400 kg), Delayed Effect (may have available a
number of potions equal to character’s INT; +12)
(75 Active Points); OAF Fragile (-1%4), Concentra-
tion (0 DCV throughout brewing; -1), Extra Time
(6 Hours to brew; -3%), Extra Time (Full Phase

to quaff potion and grow; -%2), Requires A Magic
Roll (to brew; -%2), 4 Continuing Charges lasting 5
Minutes each (-0). Total cost: 10 points.

Options:

1) Strong Potion: This version of the potion
makes the imbiber twice as tall as a storm
giant! Increase to Growth (+45 STR, +15
CON, +15 PRE, +9 PD, +9 ED, +9 BODY,
+18 STUN, +7m Reach, +36m Running,-18m
KB, +6 to others’ OCV to hit character, +6 to
others’ PER Rolls to perceive character, 16m
tall, 8m wide, 50,000 kg). 135 Active Points;
total cost 17 points.

Weak Potion: This version of the potion only
makes the imbiber about as tall as a hill giant.
Decrease to Growth (+15 STR, +5 CON, +5
PRE, +3 PD, +3 ED, +3 BODY, +6 STUN,
+1m Reach, +12m Running, -6m KB, +2 to
others’ OCV to hit character, +2 to others’
PER Rolls to perceive character, 4m tall, 2m
wide, 800 kg). 37 Active Points; total cost 5
points.
3) Remove A +% Advantage: 62 Active Points;
total cost 8 points.
4) Remove A +%: Advantage: 50 Active Points;
total cost 6 points.
5) Remove A -% Limitation: Total cost 10 points.
6) Remove A -¥ Limitation: Total cost 10 points.
7) Add A +% Advantage: 87 Active Points; total
cost 11 points.
8) Add A +% Advantage: 100 Active Points; total
cost 13 points.
9) Add A -% Limitation: Total cost 9 points.
10) Add A -% Limitation: Total cost 9 points.

@ POTION OF GIANT’S
STRENGTH

2

~

Effect: +40 STR

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -6 to brew

Charges: 4 Continuing Charges

lasting 5 Minutes each

Description: Upon drinking this potion, a char-
acter becomes as strong as a stone giant! The effect
only lasts for five minutes, but that’s enough time
to slay many enemies, smash down castle walls, or
carry a heavy load over a swollen stream.



Hero System Grimoire = Alchemy

Game Information: +40 STR, Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (60 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-31), Requires A Magic Roll (to brew; -%2), 4
Continuing Charges lasting 5 Minutes each (-0).
Total cost: 8 points.

Options:

1) Strong Potion: This form of the potion makes
the imbiber as strong as a storm giant.
Increase to +50 STR. 75 Active Points; total
cost 10 points.

2) Weak Potion: This form of the potion makes
the imbiber as strong as a hill giant. Decrease
to +30 STR. 45 Active Points; total cost 6
points.

3) Remove A +% Advantage: 50 Active Points;
total cost 7 points.

4) Remove A +¥: Advantage: 40 Active Points;
total cost 5 points.

5) Remove A -Y% Limitation: Total cost 8 points.

6) Remove A -¥ Limitation: Total cost 9 points.

7) Add A +% Advantage: 70 Active Points; total
cost 10 points.

8) Add A +% Advantage: 80 Active Points; total
cost 11 points.

9) Add A -%4 Limitation: Total cost 8 points.

10) Add A -% Limitation: Total cost 8 points.

& POTION OF HEALING

Effect: Simplified Healing 4d6
Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Instant

Range: Self

Magic Roll Penalty: -6 to brew

Charges: 4

Description: A favorite of adventurers everywhere,
this delightful-tasting elixir heals wounds so the
imbiber may live to fight another day.

In game terms, all Potions Of Healing count
as one single type of Healing for purposes of the
rules about how often Healing can be applied to a
single character (or a single wound). The GM may
choose to make exceptions for radically different
curing-potions (such as the potions brewed by
two different schools of alchemy, or two different
cultures), and may similarly choose to differentiate
Potions Of Healing from the Salve Of Wound-
Knitting (see below).

Game Information: Simplified Healing 4d6,
Delayed Effect (may have available a number of
potions equal to character’s INT; +%) (60 Active
Points); OAF Fragile (-1%), Concentration (0
DCYV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Requires A Magic Roll (to
brew; -12), 4 Charges (-1). Total cost: 7 points.

Options:

1) Strong Potion: Increase to Simplified Healing
6d6. 90 Active Points; total cost 11 points.

2) Weak Potion: Decrease to Simplified Healing
2d6. 30 Active Points; total cost 4 points.

3) Remove A +% Advantage: 50 Active Points;
total cost 6 points.

4) Remove A +% Advantage: 40 Active Points;
total cost 5 points.

5) Remove A -Y% Limitation: Total cost 7 points.

6) Remove A - Limitation: Total cost 8 points.

7) Add A +% Advantage: 70 Active Points; total
cost 8 points.

8) Add A +% Advantage: 80 Active Points; total
cost 10 points.

9) Add A -% Limitation: Total cost 7 points.

10) Add A -% Limitation: Total cost 7 points.

@ INCENDIARY OIL

Effect: RKA 2d6

Target: 8m Radius

Quaffing Time: Half Phase (Attack Action)
Casting Procedures: N/A

Duration: Instant

Range: RBS

Magic Roll Penalty: -6 to brew

Charges: 4

Description: Unlike most potions, this oily,
orange-yellow-colored liquid isn’t meant to be
drunk. Instead, it’s stored in small glass flasks for
use as a throwing weapon. When the flask impacts
a target and breaks, the oil creates a tremendous
fireball-like explosion in an 8m radius.

Game Information: RKA 2d6, Area Of Effect (8m
Radius; +%), Delayed Effect (may have available a
number of potions equal to character’s INT; +%2)
(60 Active Points); OAF Fragile (-1%), Concentra-
tion (0 DCV throughout brewing; -1), Extra Time
(6 Hours to brew; -3%2), Requires A Magic Roll (to
brew; -12), Range Based On STR (-%4), 4 Charges
(-1). Total cost: 7 points.

Options:

1) Strong Potion: Increase to RKA 3d6. 90 Active
Points; total cost 10 points.

2) Weak Potion: Decrease to RKA 1d6. 30 Active
Points; total cost 3 points.

3) Remove A +% Advantage: 52 Active Points;
total cost 6 points.

4) Remove A +%: Advantage: 45 Active Points;
total cost 5 points.

5) Remove A -% Limitation: Total cost 7 points.

6) Remove A - Limitation: Total cost 7 points.

7) Add A +% Advantage: 67 Active Points; total
cost 8 points.

8) Add A +% Advantage: 75 Active Points; total
cost 9 points.

9) Add A -% Limitation: Total cost 7 points.

10) Add A -% Limitation: Total cost 7 points.
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& POTION OF INVISIBILITY & POTION OF LONGEVITY

Effect: Invisibility to Sight Effect: Life Support (Longevity
Group, No Fringe — +100 years lifespan)

Target: One character (usually self) Target: One character (usually self)

Quaffing Time: Half Phase Quaffing Time: Half Phase

Casting Procedures: N/A Casting Procedures: N/A

Duration: Constant Duration: Persistent

Range: Self Range: Self

Magic Roll Penalty: -4 to brew Magic Roll Penalty: -1 to brew

Charges: 4 Continuing Charges Charges: 1

lasting 5 Minutes each

Description: One dose of this potion, and the
character fades from sight completely for five
minutes. Even someone standing right next to him
cannot see him.

Game Information: Invisibility to Sight Group,

No Fringe, Delayed Effect (may have available a
number of potions equal to character’s INT; +%)
(45 Active Points); OAF Fragile (-1%), Concen-
tration (0 DCV throughout brewing; -1), Extra
Time (6 Hours to brew; -3%), Requires A Magic
Roll (to brew; -14), 4 Continuing Charges lasting 5
Minutes each (-0). Total cost: 6 points.

Options:

1) Remove A +% Advantage: 37 Active Points;
total cost 5 points.

2) Remove A +¥% Advantage: 30 Active Points;
total cost 4 points.

3) Remove A -% Limitation: Total cost 6 points.

4) Remove A -% Limitation: Total cost 7 points.

5) Add A +% Advantage: 52 Active Points; total
cost 7 points.

6) Add A +% Advantage: 60 Active Points; total
cost 8 points.

7) Add A -% Limitation: Total cost 6 points.

8) Add A -¥ Limitation: Total cost 6 points.

Description: This potion extends the imbiber’s
lifespan by 100 years, with corresponding
increases in the length of time before the effects of
old age set in.

In game terms, every Potion Of Longevity
a character drinks increases his lifespan by 100
years. This is a slight alteration of the normal
rules, but it works better for potions than the stan-
dard version of Life Support (Longevity).

Game Information: Life Support (Longevity: +100
years lifespan), Delayed Effect (may have available
a number of potions equal to character’s INT; +%4)
(1 Active Point); OAF Fragile (-1%), Concentra-
tion (0 DCV throughout brewing; -1), Extra Time
(6 Hours to brew; -3%:), Requires A Magic Roll (to
brew; -%2), 1 Charge (-2). Total cost: 1 point.

Options:

1) Remove A +% Advantage: 1 Active Point; total
cost 1 point.

2) Remove A +% Advantage: 1 Active Point; total
cost 1 point.

3) Remove A -Y% Limitation: Total cost 1 point.

4) Remove A -¥ Limitation: Total cost 1 point.

5) Add A +% Advantage: 2 Active Points; total
cost 1 point.

6) Add A +% Advantage: 2 Active Points; total
cost 1 point.

7) Add A -% Limitation: Total cost 1 point.

8) Add A -¥% Limitation: Total cost 1 point.
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@ POTION OF LOVE

Effect: Major Transform 7d6
(person to person in love)

Target: One character

Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Instant

Range: Self

Magic Roll Penalty: -10 to brew

Charges: 1

Description: When a character drinks this potent
potion, he immediately falls deeply in love with
the next person of the appropriate gender he sees
(usually the person who gave him the potion).

Game Information: Major Transform 7d6 (person
into person with the Psychological Complication
Deeply In Love With [First Appropriate Person Seen
After Drinking Potion]; heals back by drinking
another love-potion) (standard effect: 21 BODY),
Delayed Effect (may have available a number of
potions equal to character’s INT; +%2) (105 Active
Points); OAF Fragile (-1%4), Concentration (0
DCV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Must Be Imbibed (-%), No
Range (-%2), Requires A Magic Roll (to brew; -13),
1 Charge (-2). Total cost: 10 points.

Options:

1) Strong Potion: Increase to Major Transform
10d6. 150 Active Points; total cost 15 points.

2) Weak Potion: Decrease to Major Transform
5d6. 75 Active Points; total cost 7 points.

3) Remove A +% Advantage: 87 Active Points;
total cost 8 points.

4) Remove A +¥: Advantage: 70 Active Points;
total cost 7 points.

5) Remove A -% Limitation: Total cost 10 points.

6) Remove A -¥ Limitation: Total cost 11 points.

7) Add A +% Advantage: 122 Active Points; total
cost 12 points.

8) Add A +% Advantage: 140 Active Points; total
cost 14 points.

9) Add A -% Limitation: Total cost 10 points.

10) Add A -¥ Limitation: Total cost 10 points.

& POTION OF THE
OWLS EYES

Effect: Nightvision

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -1 to brew

Charges: 4 Continuing Charges

lasting 1d6 Hours each

Description: This potion grants a character the
ability to see in the dark as easily as an owl. Even
the tiniest light is enough to let the character see.

Game Information: Nightvision, Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (7 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-314), Requires A Magic Roll (to brew; -%2), 4
Continuing Charges lasting 1d6 Hours each (-0).
Total cost: 1 point.

Options:

1) Remove A +% Advantage: 6 Active Points;
total cost 1 point.

2) Remove A +% Advantage: 5 Active Points;
total cost 1 point.

3) Remove A -% Limitation: Total cost 1 point.

4) Remove A -¥ Limitation: Total cost 1 point.

5) Add A +% Advantage: 9 Active Points; total
cost 1 point.

6) Add A +% Advantage: 10 Active Points; total
cost 1 point.

7) Add A -% Limitation: Total cost 1 point.

8) Add A -% Limitation: Total cost 1 point.

& POTION OF STAMINA

Effect: +40 END

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: See text

Range: Self

Magic Roll Penalty: -1 to brew

Charges: 1

Description: This potion overcomes fatigue and
gives a character an added boost of energy. It
provides +40 END. The END lasts until used or
until the character goes to sleep (this does not
include being Knocked Out).

Game Information: +40 END, Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (12 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-3%), Requires A Magic Roll (to brew; -13), 1
Continuing Charge lasting 1 Day (ends when
imbiber uses up all the END or goes to sleep; -0).
Total cost: 2 points.

Options:

1) Strong Potion: Increase to +60 END. 18 Active
Points; total cost 3 points.

2) Weak Potion: Decrease to +30 END. 9 Active
Points; total cost 1 point.

3) Remove A +% Advantage: 10 Active Points;
total cost 1 point.

4) Remove A +%: Advantage: 8 Active Points;
total cost 1 point.

5) Remove A -% Limitation: Total cost 2 points.

6) Remove A - Limitation: Total cost 2 points.

7) Add A +% Advantage: 14 Active Points; total
cost 2 points.

8) Add A +% Advantage: 16 Active Points; total
cost 2 points.

9) Add A -% Limitation: Total cost 2 points.

10) Add A -¥ Limitation: Total cost 1 point.
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@ POTION OF SWIFTNESS

Effect: +3 SPD

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -4 to brew

Charges: 4 Continuing Charges

lasting 1 Minute each

Description: A character who imbibes this potion
finds his reactions and reflexes heightened to

incredible degrees. For the next minute, he can act
much quickly (and thus more often) than normal.

Game Information: +3 SPD, Delayed Effect

(may have available a number of potions equal

to character’s INT; +%) (45 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-3%), Requires A Magic Roll (to brew; -14), 4
Continuing Charges lasting 1 Minute each (-%4).
Total cost: 6 points.

Options:

1) Strong Potion: Increase to +4 SPD. 60 Active
Points; total cost 8 points.

2) Weak Potion: Decrease to +2 SPD. 30 Active
Points; total cost 4 points.

3) Remove A +% Advantage: 37 Active Points;
total cost 5 points.

4) Remove A +%: Advantage: 30 Active Points;
total cost 4 points.

5) Remove A -% Limitation: Total cost 6 points.
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6) Remove A -% Limitation: Total cost 6 points.
7) Add A +% Advantage: 52 Active Points; total
cost 7 points.
8) Add A +% Advantage: 60 Active Points; total
cost 8 points.
9) Add A -% Limitation: Total cost 6 points.
10) Add A -¥ Limitation: Total cost 6 points.

@ POTION OF SYLPHEN
AGILITY

Effect: +10 DEX

Target: One character (usually self)
Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -3 to brew

Charges: 4 Continuing Charges

lasting 1 Minute each

Description: A character who imbibes this potion
suddenly has the grace and agility of a sylph. For
the next minute, he can move more deftly, strike
more accurately, and dodge more easily.

Game Information: +10 DEX, Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (30 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-3%), Requires A Magic Roll (to brew; -14), 4
Continuing Charges lasting 1 Minute each (-14).
Total cost: 4 points.
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Options:

1) Strong Potion: Increase to +15 DEX. 45 Active
Points; total cost 6 points.

2) Weak Potion: Decrease to +5 DEX. 15 Active
Points; total cost 2 points.

3) Remove A +% Advantage: 25 Active Points;
total cost 3 points.

4) Remove A +% Advantage: 20 Active Points;
total cost 3points.

5) Remove A -% Limitation: Total cost 4 points.

6) Remove A - Limitation: Total cost 4 points.

7) Add A +% Advantage: 35 Active Points; total
cost 5 points.

8) Add A +% Advantage: 40 Active Points; total
cost 5 points.

9) Add A -% Limitation: Total cost 4 points.

10) Add A -% Limitation: Total cost 4 points.

& POTION OF TINY FORM

Effect: Shrinking

Target: One character (usually self)
Quaffing Time: Full Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -4 to brew

Charges: 4 Continuing Charges

lasting 5 Minutes each

Description: After quaffing this potion, the
imbiber shrinks to become a mere five inches tall.
Not only does this make it easy for him to slip into
or through places he ordinarily could not fit, it
also makes him harder to hit and to see.

Game Information: Shrinking (.125 m tall [about 5
inches], .025 kg mass, -8 to PER Rolls to perceive
character, +8 DCV, takes +24m KB), Delayed
Effect (may have available a number of potions
equal to character’s INT; +%) (36 Active Points);
OAF Fragile (-1%), Concentration (0 DCV
throughout brewing; -1), Extra Time (6 Hours to
brew; -3%2), Extra Time (Full Phase to quaff potion
and shrink; -%2), Requires A Magic Roll (to brew;
-%2), 4 Continuing Charges lasting 5 Minutes each
(-0). Total cost: 5 points.

Options:

1) Strong Potion: Increase to Shrinking (.032
m tall [about 1 inch], .0004 kg mass, -12 to
PER Rolls to perceive character, +12 DCV,
takes +36m KB). 54 Active Points; total cost 7
points.

2) Weak Potion: Decrease to Shrinking (.25 m
tall [about 10 inches], .2 kg mass, -6 to PER
Rolls to perceive character, +6 DCV, takes
+18m KB). 27 Active Points; total cost 3
points.

3) Remove A +% Advantage: 30 Active Points;
total cost 4 points.

4) Remove A +% Advantage: 24 Active Points;
total cost 3 points.

5) Remove A -% Limitation: Total cost 5 points.

6) Remove A -¥ Limitation: Total cost 5 points.

7) Add A +% Advantage: 42 Active Points; total
cost 5 points.
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8) Add A +% Advantage: 48 Active Points; total
cost 6 points.
9) Add A -% Limitation: Total cost 4 points.
10) Add A -¥ Limitation: Total cost 4 points.

@ POTION OF
TRANSMUTATION

Effect: Multiform (defined type
of animal built on up
to 250 Total Points)
Target: One character (usually self)
Quaffing Time: Full Phase
Casting Procedures: N/A
Duration: Constant
Range: Self
Magic Roll Penalty: -7 to brew
Charges: 4 Continuing Charges

lasting 1 Hour each

Description: This potion allows the imbiber to
change his form to that of one specific type of
animal. The alchemist must specify the type of
animal when he creates the potion, and it cannot
be built on more than 250 Total Points (the GM
may, if he wishes, recalculate the cost of this
potion for animals built on more or fewer points).
While in animal form he has all the abilities of
that animal — if it has wings, he can fly; if it can
breathe water, so can he; if it has fearsome claws,
so does he. However, he retains his own intelli-
gence, memories, and ability to think. The change
wears off after one hour.

Game Information: Multiform (defined type of
animal built on up to 250 Total Points), Delayed
Effect (may have available a number of potions
equal to character’s INT; +%) (75 Active Points);
OATF Fragile (-1%), Concentration (0 DCV
throughout brewing; -1), Extra Time (6 Hours to
brew; -3%2), Extra Time (Full Phase to quaff potion
and change; -%2), Requires A Magic Roll (to brew;
-%2), 4 Continuing Charges lasting 1 Hour each
(-0). Total cost: 10 points.

Options:

1) Strong Potion: Increase to Multiform (defined
type of animal built on up to 350 Total
Points). 105 Active Points; total cost 13
points.

2) Weak Potion: Decrease to Multiform (defined
type of animal built on up to 150 Total
Points). 45 Active Points; total cost 6 points.

3) Remove A +% Advantage: 62 Active Points;
total cost 8 points.

4) Remove A +% Advantage: 50 Active Points;
total cost 6 points.

5) Remove A -% Limitation: Total cost 10 points.

6) Remove A -¥ Limitation: Total cost 10 points.

7) Add A +% Advantage: 87 Active Points; total
cost 11 points.

8) Add A +% Advantage: 100 Active Points; total
cost 13 points.

9) Add A -% Limitation: Total cost 9 points.

10) Add A -% Limitation: Total cost 9 points.
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& POTION OF UNDERWATER
COMFORT

Effect: Life Support (Expanded
Breathing: Breathe
Underwater)

Target: One character (usually self)

Quaffing Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -1 to brew

Charges: 4 Continuing Charges

lasting 6 Hours each

Description: Quaffing this potion grants a char-

acter the ability to breathe underwater for a period

of six hours.

Game Information: Life Support (Expanded
Breathing: Breathe Underwater), Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (7 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew;

-3%), Requires A Magic Roll (to brew; -14), 4
Continuing Charges lasting 6 Hours each (-0).
Total cost: 1 point.

Options:

1) Remove A +% Advantage: 6 Active Points;
total cost 1 point.

2) Remove A +% Advantage: 5 Active Points;
total cost 1 point.

3) Remove A -% Limitation: Total cost 1 point.

4) Remove A - Limitation: Total cost 1 point.

5) Add A +% Advantage: 9 Active Points; total
cost 1 point.

6) Add A +% Advantage: 10 Active Points; total
cost 1 point.

7) Add A -% Limitation: Total cost 1 point.

8) Add A -¥ Limitation: Total cost 1 point.

@ POTION OF
WIZARD’S SIGHT

Effect: Fully Penetrative for
Sight Group
Target: One character (usually self)
Quaffing Time: Half Phase
Casting Procedures: N/A
Duration: Constant
Range: Self
Magic Roll Penalty: -2 to brew
Charges: 4 Continuing Charges

lasting 1 Hour each

Description: Under the influence of this potion
(which lasts for one hour), a character’s eyes
become magically charged, able to see through
walls and other obstacles. Only magical barriers
can block the character’s sight.
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Game Information: Fully Penetrative for Sight
Group (stopped by magical barriers and fields),
Delayed Effect (may have available a number of
potions equal to character’s INT; +%) (22 Active
Points); OAF Fragile (-1%), Concentration (0
DCYV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Requires A Magic Roll (to
brew; -%2), 4 Continuing Charges lasting 1 Hour
each (-0). Total cost: 3 points.

Options:

1) Remove A +% Advantage: 19 Active Points;
total cost 3 points.

2) Remove A +¥% Advantage: 15 Active Points;
total cost 2 points.

3) Remove A -% Limitation: Total cost 3 points.

4) Remove A -% Limitation: Total cost 3 points.

5) Add A +% Advantage: 26 Active Points; total
cost 3 points.

6) Add A +% Advantage: 30 Active Points; total
cost 4 points.

7) Add A -% Limitation: Total cost 3 points.

8) Add A -¥ Limitation: Total cost 3 points.

OINTMENTS, SALVES,
AND UNGUENTS

Salves, ointments, and the like function simi-
larly to potions, but usually must be rubbed on the
user instead of imbibed, which takes time.

& OINTMENT OF ARMOR
ENHANCEMENT

Effect: Resistant Protection (+3 PD/+3
ED), Only Adds To Worn Armors

Target: One suit of armor

Quaffing Time: 1 Minute

Casting Procedures: N/A

Duration: Constant

Range: Self

Magic Roll Penalty: -1 to brew

Charges: 4 Continuing Charges

lasting 1 Hour each

Description: When applied to a suit of any type of
armor, this ointment makes that armor tougher
and sturdier, thus increasing its ability to protect
the wearer. If applied directly to a character’s skin,
or to an object other than armor, it has no effect.

Game Information: Resistant Protection (+3
PD/+3 ED), Delayed Effect (may have available
a number of potions equal to character’s INT;
+%) (13 Active Points); OAF Fragile (-1%), Only
Applies To Worn Armors (-%), Concentration
(0 DCV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Extra Time (1 Minute to
apply to armor; -1%), Requires A Magic Roll (to
brew; -12), 4 Continuing Charges lasting 1 Hour
each (-0). Total cost: 1 point.
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Options:

1) Strong Ointment: Increase to Resistant Protec-
tion (+5 PD/+5 ED). 22 Active Points; total
cost 2 points.

2) Weak Ointment: Decrease to Resistant Protec-
tion (+1 PD/+1 ED). 4 Active Points; total
cost 1 point.

3) Remove A +¥% Advantage: 11 Active Points;
total cost 1 point.

4) Remove A +¥: Advantage: 9 Active Points;
total cost 1 point.

5) Remove A -% Limitation: Total cost 1 point.

6) Remove A -% Limitation: Total cost 1 point.

7) Add A +% Advantage: 16 Active Points; total
cost 2 points.

8) Add A +% Advantage: 18 Active Points; total
cost 2 points.

9) Add A -% Limitation: Total cost 1 point.

10) Add A -% Limitation: Total cost 1 point.

& STONYSKIN SALVE

Effect: Resistant Protection
(5 PD/3 ED)
Target: One character (usually self)
Quaffing Time: 1 Minute
Casting Procedures: N/A
Duration: Constant
Range: Self
Magic Roll Penalty: -2 to brew
Charges: 4 Continuing Charges

lasting 1 Hour each

Description: When rubbed into a character’s skin
(it has no effect on nonliving beings or objects),
this salve makes the skin stony hard for an hour,
allowing him to resist damage easily. It provides
slightly more protection against physical attacks
than fire or other forms of energy.

It takes one minute to apply the Salve to a
human-sized person. The GM may, in his discre-
tion, decrease or increase this time for smaller or
taller beings.

Game Information: Resistant Protection (5 PD/3
ED), Delayed Effect (may have available a number
of potions equal to character’s INT; +%) (18
Active Points); OAF Fragile (-1%), Only Works
On Living Skin (-0), Concentration (0 DCV
throughout brewing; -1), Extra Time (6 Hours

to brew; -3%), Extra Time (1 Minute to apply to
character; -1%), Requires A Magic Roll (to brew;
-14), 4 Continuing Charges lasting 1 Hour each
(-0). Total cost: 2 points.

Options:

1) Strong Salve: Increase to Resistant Protection
(7 PD/5 ED). 27 Active Points; total cost 3
points.

2) Weak Salve: Decrease to Resistant Protection
(3 PD/1 ED). 9 Active Points; total cost 1
point.

3) Remove A +% Advantage: 15 Active Points;
total cost 2 points.

4) Remove A +¥: Advantage: 12 Active Points;
total cost 1 point.

5) Remove A -Y% Limitation: Total cost 2 points.

6) Remove A - Limitation: Total cost 2 points.

7) Add A +% Advantage: 21 Active Points; total
cost 2 points.

8) Add A +% Advantage: 24 Active Points; total
cost 3 points.

9) Add A -% Limitation: Total cost 2 points.

10) Add A -% Limitation: Total cost 2 points.

& SALVE OF
WOUND-KNITTING

Effect: Simplified Healing 6d6
Target: One character
Quaffing Time: 1 Minute

Casting Procedures: N/A

Duration: Instant

Range: Self

Magic Roll Penalty: -9 to brew

Charges: 4

Description: Similar to a Potion Of Healing,
but more efficacious, this sweet-smelling salve
instantly knits together wounds and restores
injured persons to good health.

Game Information: Simplified Healing 6d6,
Delayed Effect (may have available a number of
potions equal to character’s INT; +%2) (90 Active
Points); OAF Fragile (-1%4), Concentration (0
DCV throughout brewing; -1), Extra Time (6
Hours to brew; -3%), Extra Time (1 Minute to
apply to character; -1%2), Requires A Magic Roll
(to brew; -%), 4 Charges (-1). Total cost: 9 points.

Options:

1) Strong Salve: Increase to Simplified Healing
8d6. 120 Active Points; total cost 12 points.

2) Weak Salve: Decrease to Simplified Healing
4d6. 60 Active Points; total cost 6 points.

3) Remove A +% Advantage: 75 Active Points;
total cost 8 points.

4) Remove A +¥: Advantage: 60 Active Points;
total cost 6 points.

5) Remove A -% Limitation: Total cost 9 points.

6) Remove A -¥ Limitation: Total cost 10 points.

7) Add A +% Advantage: 105 Active Points; total
cost 11 points.

8) Add A +% Advantage: 120 Active Points; total
cost 12 points.

9) Add A -% Limitation: Total cost 9 points.

10) Add A -% Limitation: Total cost 9 points.
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DUSTS

Dusts are small packets, flasks, or jars of
enchanted powders. The character typically throws
them at the target. If the powder is in a container
that shatters upon impact, it has a normal Range
based on the character’s STR; if the powder is
loose and the character has to throw handfuls of it,
it has a maximum range of 6m.

@ DUST OF ILLUSION

Effect: Sight Group Images,
-3 PER Rolls

Target: 8m Radius

Casting Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: RBS

Magic Roll Penalty: -4 to brew

Charges: 4 Continuing Charges

lasting 1 Turn each

Description: When thrown or sprinkled over an
area, this dust creates a visual illusion of the user’s
choice. Since the illusion is only visual, scenes or
events that require sound or odor will quickly be
revealed as false.

Game Information: Sight Group Images, -3 to PER
Rolls, Area Of Effect (8m Radius; +%), Delayed
Effect (may have available a number of potions
equal to character’s INT; +%) (38 Active Points);
OAF Fragile (-1%4), Concentration (0 DCV
throughout brewing; -1), Extra Time (6 Hours to
brew; -3%), Range Based On STR (-14), Requires
A Magic Roll (to brew; -%2), 4 Continuing Charges
lasting 1 Turn each (-%2). Total cost: 5 points.

Options:

1) Strong Dust: Add Hearing Group and increase
to -4 PER Rolls. 54 Active Points; total cost 7
points.

2) Weak Dust: Decrease to no PER Roll penalty.
20 Active Points; total cost 2 points.

3) Remove A +% Advantage: 33 Active Points;
total cost 4 points.

4) Remove A +% Advantage: 28 Active Points;
total cost 3 points.

5) Remove A -Y% Limitation: Total cost 5 points.

6) Remove A -% Limitation: Total cost 4 points.

7) Add A +% Advantage: 43 Active Points; total
cost 5 points.

8) Add A +% Advantage: 47 Active Points; total
cost 6 points.

9) Add A -% Limitation: Total cost 5 points.

10) Add A -% Limitation: Total cost 5 points.
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@ DUST OF IMPRISONMENT

Effect: Entangle 4d6, 4 PD/4 ED, Takes
No Damage From Attacks

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: N/A

Duration: Instant

Range: RBS

Magic Roll Penalty: -10 to brew

Charges: 4

Description: When thrown at a person or creature,
this dust surrounds and paralyzes him. Only the
strongest victims break free before being slain by
their attackers.

Game Information: Entangle 4d6, 4 PD/4 ED, Takes
No Damage From Attacks (+1), Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (100 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew; -312),
Range Based On STR (-%), Requires A Magic Roll
(to brew; -14), 4 Charges (-1). Total cost: 12 points.

Options:

1) Strong Dust: Increase to Entangle 5d6, 5 PD/
5 ED. 125 Active Points; total cost 15 points.

2) Weak Dust: Decrease to Entangle 3d6, 3 PD/
3 ED. 75 Active Points; total cost 9 points.

3) Remove A +% Advantage: 90 Active Points;
total cost 10 points.

4) Remove A +% Advantage: 80 Active Points;
total cost 9 points.

5) Remove A -% Limitation: Total cost 12 points.

6) Remove A -¥ Limitation: Total cost 12 points.

7) Add A +% Advantage: 110 Active Points; total
cost 13 points.

8) Add A +%5 Advantage: 120 Active Points; total
cost 14 points.

9) Add A -% Limitation: Total cost 11 points.

10) Add A -% Limitation: Total cost 11 points.

@ DUST OF OBSCUREMENT

Effect: Change Environment, -4 to
Sight Group PER Rolls

Target: 8m Radius

Casting Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: RBS

Magic Roll Penalty: -2 to brew

Charges: 4 Continuing Charges

lasting 1 Turn each

Description: When thrown, this dust turns into a
thick, cloying cloud that’s almost impossible to see
into or through. The cloud lasts for 12 seconds.

Game Information: Change Environment (create
obscuring cloud), -4 to Sight Group PER Rolls,
Area Of Effect (8m Radius; +%2), Delayed Effect
(may have available a number of potions equal

to character’s INT; +%) (24 Active Points); OAF
Fragile (-1%), Concentration (0 DCV throughout
brewing; -1), Extra Time (6 Hours to brew; -312),
Range Based On STR (-%4), Requires A Magic

Roll (to brew; -12), 4 Continuing Charges lasting 1
Turn each (-%2). Total cost: 3 points.

Options:

1) Weak Potion: Decrease to -2 to Sight Group
PER Rolls. 12 Active Points; total cost 1 point.

2) Remove A +% Advantage: 21 Active Points;
total cost 3 points.

3) Remove A +¥% Advantage: 18 Active Points;
total cost 2 points.

4) Remove A -% Limitation: Total cost 3 points.

5) Remove A -% Limitation: Total cost 3 points.

6) Add A +Y% Advantage: 27 Active Points; total
cost 3 points.

7) Add A +% Advantage: 30 Active Points; total
cost 4 points.

8) Add A -Y% Limitation: Total cost 3 points.

9) Add A -¥ Limitation: Total cost 3 points.

& DUST OF REVELATION

Effect: Detect Invisibility And lllusions
(INT Roll +6), Usable By Nearby

Target: Special

Casting Time: Half Phase

Casting Procedures: N/A

Duration: Constant

Range: RBS

Magic Roll Penalty: -4 to brew

Charges: 4 Continuing Charges

lasting 1 Turn each

Description: When thrown, this dust fills an 8m
radius area. Anything invisible in that area, and
any illusion, is immediately revealed for what it
is. Hidden items and objects concealed by non-
magical means, such as most secret doors, are not
revealed. The effect lasts for 1 Turn as the dust
slowly drifts to the floor, then ends.

Game Information: Detect Invisibility And Illu-
sions (Sight Group) (INT Roll +6), Usable By
Nearby (anyone who can see the affected area;
+1), Delayed Effect (may have available a number
of potions equal to character’s INT; +%2) (40
Active Points); OAF Fragile (-1%), Concentra-
tion (0 DCV throughout brewing; -1), Extra
Time (6 Hours to brew; -3%), Range Based On
STR (-%), Requires A Magic Roll (to brew; -14),
4 Continuing Charges lasting 1 Turn each (-%2).
Total cost: 5 points.

Options:

1) Remove A +% Advantage: 36 Active Points;
total cost 4 points.

2) Remove A +%: Advantage: 32 Active Points;
total cost 4 points.

3) Remove A -4 Limitation: Total cost 5 points.

4) Remove A -¥ Limitation: Total cost 5 points.

5) Add A +% Advantage: 44 Active Points; total
cost 5 points.

6) Add A +% Advantage: 48 Active Points; total
cost 6 points.

7) Add A -% Limitation: Total cost 5 points.

8) Add A -¥ Limitation: Total cost 5 points.
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& MORPHEAN DUST

Effect: Blast 8d6, NND

Target: One character

Casting Time: Half Phase (Attack Action)
Casting Procedures: N/A

Duration: Instant

Range: RBS

Magic Roll Penalty: -10 to brew

Charges: 4

Description: When someone breathes this potent
dust, the silken grasp of the gods of sleep takes
hold of them and casts them gently down to
slumber. The victim’s enemies often take steps to
ensure he never wakes up.

Game Information: Blast 8d6, NND (defense is
Life Support [Self-Contained Breathing or appro-
priate Immunity]; +1), Delayed Effect (may have
available a number of potions equal to character’s
INT; +%2) (100 Active Points); OAF Fragile (-1%),
Concentration (0 DCV throughout brewing; -1),
Extra Time (6 Hours to brew; -3%), Range Based
On STR (-%), Requires A Magic Roll (to brew;
-}2), 4 Charges (-1). Total cost: 12 points.

Options:

1) Strong Dust: Increase to Blast 10d6. 125
Active Points; total cost 15 points.

2) Weak Dust: Decrease to Blast 6d6. 75 Active
Points; total cost 9 points.

3) Remove A +% Advantage: 90 Active Points;
total cost 10 points.

4) Remove A +% Advantage: 80 Active Points;
total cost 9 points.

5) Remove A -% Limitation: Total cost 12 points.

6) Remove A -¥ Limitation: Total cost 12 points.

7) Add A +% Advantage: 110 Active Points; total
cost 13 points.

8) Add A +% Advantage: 120 Active Points; total
cost 14 points.

9) Add A -% Limitation: Total cost 11 points.

10) Add A -% Limitation: Total cost 11 points.
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CONSTRUCTS

Constructs are man-made objects animated
by magic — golems and the like, though they can
come in many different shapes than humanoid.
The HERO System Bestiary has some example
golems on pages 141-45, but clever alchemists
could build many other types, or give the stan-
dard types additional powers. (Other types of
spellcasters can often create golems as well; for
example, in many settings priests can construct
golems of clay.)

& CREATE METAL GOLEM

Effect: Summon one metal golem
built on 451 Total Points

Target: Special

Casting Time: 1 Month

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: No Range

Magic Roll Penalty: -18

END Cost: 18

Description: With this alchemical process, an
alchemist can take a supply of metal (typically iron
or steel), form and shape it into the semblance of
aman (or the like), and then bring it to life with
the help of certain formulae-inscribed amulets
and invocations. The alchemist can only have one
of these loyal, indefatigable servants in existence
at a time.

Creating a metal golem requires a month of
labor in forge, laboratory, and workroom, with
breaks only to eat and sleep. Any significant inter-
ruption requires the caster to buy new amulets
and begin the work all over again.

Game Information: Summon one metal golem
built on 451 Total Points (see HSB 143), Slav-
ishly Devoted (+1) (180 Active Points); OAF
Expendable (metals necessary to form golem,
including formulae-inscribed amulets, Very
Difficult to obtain; -1%), Concentration (0 DCV
throughout casting; -1), Extra Time (1 Month; -5),
Gestures (throughout casting; -12), Incantations
(throughout casting; -%), Requires A Magic Roll
(-%). Total cost: 18 points.

Options:

1) Remove A +% Advantage: 157 Active Points;
total cost 16 points.

2) Remove A +¥%: Advantage: 135 Active Points;
total cost 13 points.

3) Remove A -% Limitation: Total cost 18 points.

4) Remove A -% Limitation: Total cost 19 points.

5) Add A +% Advantage: 202 Active Points; total
cost 20 points.

6) Add A +% Advantage: 225 Active Points; total
cost 22 points.

7) Add A -% Limitation: Total cost 17 points.

8) Add A - Limitation: Total cost 17 points.
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& CREATE HOMONCULUS

Effect: Summon one homonculus
built on 100 Total Points

Target: Special

Casting Time: 1 Week

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4

Description: Alchemists who don’t wish to expend
the time, expense, and effort to create a metal
construct can instead grow a homonculus — a
tiny, perfectly-formed man — in their labs. The
homonculus makes a useful servant, companion,
and spy.

Game Information: Summon one homonculus
built on 100 Total Points (see HSB 153), Slavishly
Devoted (+1) (40 Active Points); OAF Expend-
able (materials necessary to form homonculus,
including formulae-inscribed parchments, Very
Difficult to obtain; -1%), Concentration (0 DCV
throughout casting; -1), Extra Time (1 Week;
-4%), Gestures (throughout; -%4), Incantations
(throughout; -%2), Requires A Magic Roll (-12).
Total cost: 4 points.

Options:

1) Remove A +% Advantage: 35 Active Points;
total cost 4 points.

2) Remove A +¥: Advantage: 30 Active Points;
total cost 3 points.

3) Remove A -% Limitation: Total cost 4 points.

4) Remove A -¥5 Limitation: Total cost 4 points.

5) Add A +% Advantage: 45 Active Points; total
cost 5 points.

6) Add A +% Advantage: 50 Active Points; total
cost 5 points.

7) Add A -% Limitation: Total cost 4 points.

8) Add A -¥ Limitation: Total cost 4 points.
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ARGANORANGY

he mysterious spells of Arcanomancy deals

with pure magical power itself. It allows

a mage to manipulate, alter, or otherwise

affect fundamental arcane energies, often
to the detriment of other spellcasters. Most spell-
casters consider Arcanomancy simply a branch of
Wizardry, but many who have studied it in detail
insist that it’s an arcana of its own — albeit a small
(but important) one.

Arcanomancy spells are relatively rare; one has
to study this difficult arcana intensely to have any
chance to learn them. (In some campaigns a sepa-
rate form of Power: Magic Skill may be required,
even if characters ordinarily only need one Skill
to cast spells from any category.) Some are more
potent versions of basic spells of Wizardry —
improved because of the profound understanding
arcanomancers have of magical forces.

OFFENSIVE SPELLS
@ ANTI-MAGIC FIELD

Effect: Suppress Magic 10d6,
Variable Effect (any one Magic
spell or power at a time)

Target: 8m Radius

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant

Range: 100m

Magic Roll Penalty: -10

END Cost: 20

Description: This spell applies the effects of
Dampen Magic (see below) over an 8m radius
area.

Game Information: Suppress Magic 10d6, Variable
Effect (any one Magic spell or power at a time
(+%), Area Of Effect (8m Radius; +%) (200 Active
Points); OAF Expendable (tiny gold gate, Difficult
to obtain; -1%), Costs Endurance (to maintain;
-1), Gestures (-%), Incantations (-%), Limited
Range (100m; -%), Requires A Magic Roll (-1 per
20 Active Points; -%4), Spell (-%). Total cost: 47
points.

Options:

1) Strong Spell: Increase to Suppress Magic 12d6.
240 Active Points; total cost 56 points.

2) Weak Spell: Decrease to Suppress Magic 6d6.
120 Active Points; total cost 28 points.

3) Free Spell: Total cost: 67 points.

4) Remove A +% Advantage: 175 Active Points;
total cost 41 points.

5) Remove A +¥%: Advantage: 150 Active Points;
total cost 35 points.

6) Remove A -% Limitation: Total cost 50 points.

7) Remove A -% Limitation: Total cost 53 points.

8) Add A +% Advantage: 225 Active Points; total
cost 53 points.

9) Add A +% Advantage: 250 Active Points; total
cost 59 points.

10) Add A -% Limitation: Total cost 44 points.

11) Add A -% Limitation: Total cost 42 points.

12) Expanded Augmentation I: Increase to any
Expanded Effect + Variable Effect (any four
Magic spells or powers at once; +2). 350
Active Points; total cost 82 points.

13) Expanded Augmentation II: Increase to
Expanded Effect + Variable Effect (all Magic
spells or powers simultaneously; +4). 550
Active Points; total cost 129 points.

& ARCANE THEFT

Effect: Drain Magic 3d6 plus
Aid Magic 3d6, Trigger,
Only Aid Self
Target: One character/Self
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: 300m
Magic Roll Penalty: -9
END Cost: 9

Description: This spell allows a mage to siphon
the mystic energies from a spell or other magical
power and use them to enhance the effectiveness
of his own spells and powers.

Game Information: Drain Magic 3d6, Variable
Effect (any one Magic spell or power at a time;
+%) (45 Active Points); OAF Expendable (small
silver lockpick, Difficult to obtain; -1%), Gestures
(-%4), Incantations (-%), Requires A Magic Roll
(-%), Spell (-14), Unified Power (-%4) (total cost:
11 points) plus Aid Magic 3d6 (standard effect:
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same result as Drain roll), Variable Effect (any
one Magic spell or power at a time; +%2), Trigger
(when character uses Drain, activating Trigger
takes no time, Trigger immediately automatically
resets; +1) (45 Active Points); OAF Expendable
(small silver lockpick, Difficult to obtain; -1%),
Gestures (-%), Incantations (-%), Linked (-%),
Only Aid Self (-1), Requires A Magic Roll (-%),
Unified Power (-%) (total cost: 8 points). Total
cost: 19 points.

Options:

1) Strong Spell: Increase to Drain/Aid 4d6. 60 +
60 = 120 Active Points; total cost 15 + 11 = 26
points.

2) Weak Spell: Decrease to Drain/Aid 2d6. 30
+ 30 = 60 Active Points; total cost 7 + 5 = 12
points.

3) Free Spell: Total cost: 16 + 10 = 26 points.

4) Remove A +¥: Advantage: 30 + 36 = 66 Active
Points; total cost 7 + 7 = 14 points.

5) Remove A -Y% Limitation: Total cost 12 + 8 =
20 points.

6) Remove A -¥% Limitation: Total cost 13 + 9 =
22 points.

7) Add A +% Advantage: 52 + 49 = 101 Active
Points; total cost 13 + 9 = 22 points.

8) Add A +% Advantage: 60 + 54 = 114 Active
Points; total cost 15 + 10 = 25 points.

9) Add A -%4 Limitation: Total cost 10 +8 = 18
points.

10) Add A -% Limitation: Total cost 10 + 7 = 17
points.

11) Expanded Spell I: Change both of the Variable
Effect Advantages to Expanded Effect + Vari-
able Effect (any two Magic spells or powers at
once; +1). 60 + 54 = 114 Active Points; total
cost 15 + 10 = 25 points.

12) Expanded Spell II: Change both of the Vari-
able Effect Advantages to Expanded Effect
+ Variable Effect (any four Magic spells or
powers at once; +2). 90 + 72 = 162 Active
Points; total cost 22 + 13 = 35 points.

13) Expanded Spell I1I: Change both of the Vari-
able Effect Advantages to Expanded Effect +
Variable Effect (all Magic spells or powers
simultaneously; +4). 150 + 108 = 258 Active
Points; total cost 37 + 20 = 57 points.

14) Longer-Lasting Spell: Add Delayed Return
Rate to both parts of the spell:

Points fade at the rate of 5 per Minute
(+1): 75 + 63 = 138 Active Points; total cost
19 + 12 = 31 points.

Points fade at the rate of 5 per 5 Minutes
(+1%): 82 + 67 = 149 Active Points; total cost
20 + 13 = 33 points.

Points fade at the rate of 5 per 20 Minutes
(+1%): 90 + 72 = 162 Active Points; total cost
22 + 13 = 35 points.
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& DAMPEN MAGIC

Effect: Suppress Magic 10d6,
Variable Effect (any one Magic
spell or power at a time)

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 100m

Magic Roll Penalty: -7

END Cost: 15

Description: Similar to Weaken Magic (see below),
this spell temporarily “dampens” or diminishes
the effect of a magical spell or power. The effect
remains as long as the caster focuses on it (i.e.,
pays END to maintain the Suppress).

Game Information: Suppress Magic 10d6, Vari-
able Effect (any one Magic spell or power at a
time; +%2) (150 Active Points); OAF Expendable
(tiny gold weight, Difficult to obtain; -1%), Costs
Endurance (to maintain; -%2), Gestures (-%),
Incantations (-%), Limited Range (100m; -4),
Requires A Magic Roll (-1 per 20 Active Points;
-Y%), Spell (-%2). Total cost: 35 points.

Options:

1) Strong Spell: Increase to Suppress Magic 12d6.
180 Active Points; total cost 42 points.

2) Weak Spell: Decrease to Suppress Magic 8d6.
120 Active Points; total cost 28 points.

3) Weaker Spell: Decrease to Suppress Magic
6d6. 90 Active Points; total cost 21 points.

4) Free Spell: Total cost: 50 points.

5) Remove A +% Advantage: 125 Active Points;
total cost 29 points.

6) Remove A +% Advantage: 100 Active Points;
total cost 23 points.

7) Remove A -% Limitation: Total cost 37 points.

8) Remove A -% Limitation: Total cost 40 points.

9) Add A +% Advantage: 175 Active Points; total
cost 41 points.

10) Add A +% Advantage: 200 Active Points; total
cost 47 points.

11) Add A -% Limitation: Total cost 33 points.

12) Add A -% Limitation: Total cost 31 points.

13) Expanded Augmentation I: Increase to
Expanded Effect + Variable Effect (any two
Magic spells or powers at once; +1). 200
Active Points; total cost 47 points.

14) Expanded Augmentation II: Increase to
Expanded Effect + Variable Effect (any four
Magic spells or powers at once; +2). 300
Active Points; total cost 70 points.

15) Expanded Augmentation III: Increase to
Expanded Effect + Variable Effect (all Magic
spells or powers simultaneously; +4). 500
Active Points; total cost 118 points.



24 = Arcanomancy

@ MAGOMORPHOSIS

Effect: Major Transform 6d6 (one
spell into another spell),
Partial Transform

Target: One spell

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 100m

Magic Roll Penalty: -10

END Cost: 10

Description: This special spell requires the GM’s
permission, since it makes unusual use of the
Transform Power and may be unbalancingly effec-
tive in some campaigns. It allows a spellcaster to
Transform one spell into another spell. He can

do anything from simply changing the color or
appearance of a spell to “reweaving” an entire spell
so that it has a completely different effect from the
spell cast. For example, he could change a Light-
ning Bolt spell into a Healing-Spell!

For purposes of Magomorphosis, a spell’s
“BODY” equals its Active Points (the GM can
change the “BODY” if he feels a spell should
be unusually susceptible or resistant to being
Transformed). The normal rules for Partial Trans-
form apply; the caster can stop after achieving a
Cosmetic or Minor Transform if he wants to.

A Cosmetic Transform result can change
the appearance of a spell — its color, whether it
gives oft sparks of arcane energy, and so forth
— but not its special effect or anything else. A
Minor Transform can alter the special effects of
a spell — making a Fire Spell into an Ice Spell, or
a Necromancy Spell into a Druidry Spell — but
can’t change the basic nature of the spell or alter
the Powers involved. A Major Transform can
completely change a spell — turn a damaging spell
into a healing one, convert a movement spell into
a defense spell — but the result must have Active
Points less than or equal to the original spell.

A Major Transform result can improve a
spell — add Advantages, remove Limitations,
or add dice of effect or the like. To do this, you
must recalculate the Active Points in the spell.
The difference is treated as if the character were
“adding or removing abilities” to/from the spell
using the rules on 6E1 306-07, but the GM may
impose a minimum increase in the “BODY” of the
spell if desired. A Major Transform can make a
spell worse (remove Advantages, add Limitations,
reduce the dice of effect) just by succeeding; no
change to the BODY required to Transform the
spell is required.

At the GM’s option, a Minor or Major Trans-
form effect can simply increase (or decrease) a
spell’s power, using the guidelines on 6E1 304.

Magomorphosis can only be used on a spell
that’s in existence (because it’s a Constant,
Persistent, or Time Limit effect); it cannot alter
the existing effects of an Instant spell (the damage
caused by a Blast, the effect of an Entangle, or the
like). However, at the GM’s option, a spellcaster
can Hold his Action and use Magomorphosis to
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“intercept” and change a spell as it’s being cast
using the rule for Dispelling an incoming spell
(6E1 193).

Game Information: Major Transform 6d6 (one
spell into another spell; heals back through
another application of this spell or the caster’s
willing it so), Increased Results Group (any spell;
+%4), Partial Transform (+%) (105 Active Points);
OAF Expendable (wand of worked lead, Difficult
to obtain; -1%), Extra Time (Full Phase; -1%),
Gestures (-%), Incantations (-%), Limited Range
(100m; -%4), Limited Target (other spells; -12),
Requires A Magic Roll (-%2), Spell (-%). Total cost:
21 points.

Options:
1) Strong Spell: Increase to Major Transform
8d6. 140 Active Points; total cost 28 points.
2) Weak Spell: Decrease to Major Transform
4d6. 70 Active Points; total cost 14 points.
3) Free Spell: Total cost: 28 points.
4) Remove A +% Advantage: 90 Active Points;
total cost 18 points.
5) Remove A +% Advantage: 75 Active Points;
total cost 15 points.
6) Remove A -Y% Limitation: Total cost 22 points.
7) Remove A -% Limitation: Total cost 23 points.
8) Add A +% Advantage: 120 Active Points; total
cost 24 points.
9) Add A +% Advantage: 135 Active Points; total
cost 27 points.
10) Add A -% Limitation: Total cost 20 points.
11) Add A -% Limitation: Total cost 19 points.

& SPELL ABSORPTION

Effect: Absorption 50 BODY
(magical), Variable Effect
(adds to any one Magic
spell or power at a time)
Target: Self
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: Self
Magic Roll Penalty: -7

END Cost: 7 to cast

Description: This spell allows a caster to create
around himself a field of mystic energy that affects
any magic used against him. It takes part of the
power of the attack spell and uses it to enhance
one of the caster’s own spells. This doesn't protect
the caster from the attack spell’s effects, but does
augment his power.

For purposes of this spell, the character
doesn’t define the Absorption as working versus
physical or energy damage. Instead, he defines it
as working against any sort of magical attack, be
it energy or physical, but not against mundane
attacks such as punches, sword-blows, or burning
oil. At the GM’s option, the Absorption even
applies against things like Drains, Dispels, Flashes,
NND attacks, and the like (count the “Normal
Damage BODY” to determine how much energy
is available to Absorb), but not to Mental Powers.



Hero System Grimoire = Arcanomancy

Game Information: Absorption 50 BODY
(magical), Variable Effect (adds to any one Magic
spell or power at a time; +%) (75 Active Points);
OAF Expendable (miniature net woven with cloth
of silver threads, Difficult to obtain; -1%4), Costs
Endurance (to cast; -%), Gestures (-%), Incanta-
tions (-%4), Requires A Magic Roll (-%%). Total cost:
21 points.

Options:
1) Strong Spell: Increase to Absorption 60
BODY. 90 Active Points; total cost 26 points.
2) Weak Spell: Decrease to Absorption 40
BODY. 60 Active Points; total cost 17 points.

3) Free Spell: Total cost: 33 points.

4) Remove A +% Advantage: 50 Active Points;

total cost 14 points.

5) Remove A -% Limitation: Total cost 23 points.

6) Remove A -¥ Limitation: Total cost 25 points.

7) Add A +% Advantage: 87 Active Points; total

cost 25 points.

8) Add A +% Advantage: 100 Active Points; total

cost 28 points.

9) Add A -% Limitation: Total cost 20 points.
10) Add A -% Limitation: Total cost 19 points.
11) Expanded Spell I Increase to Expanded Effect

+ Variable Effect (any two Magic spells or
powers at once; +1). 100 Active Points; total
cost 28 points.

12) Expanded Spell II: Increase to Expanded
Effect + Variable Effect (any four Magic spells
or powers at once; +2). 150 Active Points;
total cost 43 points.

13) Expanded Spell I1I: Increase to Expanded
Effect + Variable Effect (all Magic spells
or powers simultaneously; +4). 250 Active
Points; total cost 71 points.

14) Longer-Lasting Spell: Add Delayed Return
Rate:

Points fade at the rate of 5 per Minute (+1): 125
Active Points; total cost 36 points.

Points fade at the rate of 5 per 5 Minutes
(+1%): 137 Active Points; total cost 39 points.

Points fade at the rate of 5 per 20 Minutes
(+1%): 150 Active Points; total cost 43 points.

15) Uncontrollable Spell: The character casts the
spell when he wants to, but has no control
over what spell or magical power it feeds
arcane energy to; the GM must determine
that randomly. Add No Conscious Control
(character cannot control what Absorption
adds to; -1). Total cost: 17 points.
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& SPELL AUGMENTATION

Effect: Aid Magic 6d6, Variable
Effect (any one Magic spell
or power at a time)

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: No Range

Magic Roll Penalty: -5

END Cost: 5

Description: This spell temporarily enhances or
increases the effectiveness of any spell or magical
power.

Game Information: Aid Magic 6d6, Variable
Effect (any one Magic spell or power at a time;
+14) (54 Active Points); OAF Expendable Fragile
(tiny magnifying lens, Difficult to obtain; -1%2),
Gestures (-%), Incantations (-%), Requires A
Magic Roll (-%2). Total cost: 15 points.

Options:

1) Strong Spell: Increase to Aid Magic 8d6. 100
Active Points; total cost 25 points.

2) Weak Spell: Decrease to Aid Magic 4d6. 36
Active Points; total cost 10 points.

3) Free Spell: Total cost: 27 points.

4) Remove A +¥: Advantage: 36 Active Points;
total cost 10 points.

5) Remove A -% Limitation: Total cost 17 points.

6) Remove A -¥ Limitation: Total cost 18 points.

7) Add A +% Advantage: 63 Active Points; total
cost 18 points.

8) Add A +% Advantage: 72 Active Points; total
cost 20 points.

9) Add A -% Limitation: Total cost 14 points.

10) Add A -¥ Limitation: Total cost 13 points.

11) Personal Augmentation: Some forms of Spell
Augmentation only help the spellcaster
himself. Add Only Aid Self (-1). Total cost: 12
points.

12) Expanded Augmentation I: Increase to
Expanded Effect + Variable Effect (any two
Magic spells or powers at once; +1). 72 Active
Points; total cost 20 points.

13) Expanded Augmentation II: Increase to
Expanded Effect + Variable Effect (any four
Magic spells or powers at once; +2). 108
Active Points; total cost 31 points.

14) Expanded Augmentation III: Increase to
Expanded Effect + Variable Effect (all Magic
spells or powers simultaneously; +4). 180
Active Points; total cost 51 points.

15) Longer-Lasting Spell: Add Delayed Return
Rate:

Points fade at the rate of 5 per Minute
(+1): 90 Active Points; total cost 26 points.

Points fade at the rate of 5 per 5 Minutes
(+1%): 99 Active Points; total cost 28 points.

Points fade at the rate of 5 per 20 Minutes
(+1%): 108 Active Points; total cost 31 points.
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& SPELL DISRUPTION

Effect: Dispel Magic 20d6, Variable
Effect (any one Magic spell
or power at a time)

Target: One character

Casting Time: Half Phase (Attack Action)

Gasting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 100m

Magic Roll Penalty: -9

END Cost: 9

Description: This spell, similar to but stronger
than Dispel Magic (page 347) unravels and scat-
ters arcane energies, making it difficult for other
mages to maintain magical effects and spells.

Game Information: Dispel Magic 20d6, Vari-

able Effect (any one Magic spell or power at a
time; +%2) (90 Active Points); OAF Expendable
(small stone medallion incised with mystic sigils,
Difficult to obtain; -1%), Gestures (-%), Incanta-
tions (-%), Limited Range (100m; -%), Requires A
Magic Roll (-14), Spell (-12). Total cost: 22 points.

Options:

1) Strong Spell: Increase to Dispel Magic 24d6.
108 Active Points; total cost 27 points.

2) Weak Spell: Decrease to Dispel Magic 16d6.
72 Active Points; total cost 18 points.

3) Free Spell: Total cost: 33 points.

4) Remove A +% Advantage: 60 Active Points;
total cost 15 points.

5) Remove A -Y% Limitation: Total cost 24 points.

6) Remove A -% Limitation: Total cost 26 points.

7) Add A +% Advantage: 105 Active Points; total
cost 21 points.

8) Add A +% Advantage: 120 Active Points; total
cost 25 points.

9) Add A -% Limitation: Total cost 21 points.

10) Add A -% Limitation: Total cost 20 points.

11) Expanded Disruption I: Increase to Expanded
Effect + Variable Effect (any two Magic spells
or powers at once; +1). 120 Active Points;
total cost 25 points.
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12) Expanded Disruption II: Increase to
Expanded Effect + Variable Effect (any four
Magic spells or powers at once; +2). 180
Active Points; total cost 45 points.

13) Expanded Disruption III: Increase to
Expanded Effect + Variable Effect (all Magic
spells or powers simultaneously; +4). 300
Active Points; total cost 75 points.

& SPELL NEGATION

Effect: Magic Negation

Variable Power Pool
Target: Varies
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Varies (typically Instant)
Range: Varies
Magic Roll Penalty: Varies
END Cost: Varies

Description: This spell “unweaves” a magical effect
at its most fundamental level, or perhaps somehow
“reverses” the spell and thus removes its effect.

In game terms, the Spell Of Negation is
intended to allow a spellcaster to cancel magical
effects that can’t be removed with Drain, Dispel,
or the like — in other words, the effects of
Instant spells that last for a period of time after
the casting of the spell itself. Examples would
include removing an Entangle that’s already in
place or cancelling a Flash. The game mechanic
used depends on the Power being negated, but the
special effect is “using Arcanomancy to undo the
magic” For example, negating an Entangle might
require Teleportation 1m, Usable As Attack, used
against the victim; negating a Flash would require
Flash Healing or granting the victim an appro-
priate Enhanced Sense.
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Game Information: Magic Negation Pool: Vari-
able Power Pool, 30 Pool + 30 Control Cost,
Powers Can Be Changed As A Half Phase Action
(+%2); OAF (dulled silver dagger; -1), Gestures
(-%4), Incantations (-%), Only To Cancel Existing
Magical Effects (-%2), Requires A Magic Roll (-%%).
Total cost: 36 points.

Options:

1) Strong Spell: Increase to Variable Power Pool,
40 Pool + 40 Control Cost. Total cost: 48
points.

2) Weak Spell: Decrease to Variable Power Pool,
20 Pool + 20 Control Cost. Total cost: 24
points.

3) Free Spell: Total cost: 36 points.

4) Remove A +%: Advantage: Total cost 34
points.

5) Remove A -% Limitation: Total cost 37 points.

6) Remove A - Limitation: Total cost 37 points.

7) Add A +% Advantage: Total cost 37 points.

8) Add A +%5 Advantage: Total cost 38 points.

9) Add A -Y Limitation: Total cost 36 points.

10) Add A -% Limitation: Total cost 35 points.

& SPELL REFLECTION

Effect: Reflection (60 Active Points’
worth), Any Target, Trigger

Target: One character

Casting Time: Zero Phase (Attack Action)

Casting Procedures: Focus

Duration: Instant

Range: Self

Magic Roll Penalty: -8

END Cost: 8

Description: By speaking this incantation, a mage
can take control of an attack spell cast at him and
redirect it at his attacker, or at any other target of
his choice.

Game Information: Reflection (60 Active Points’
worth), Any Target (+Y%), Trigger (speaking the
incantation, activating Trigger takes no time,
resetting Trigger requires a Half Phase Action;
+%) (80 Active Points); OAF (a double-sided
mirror; -1), Only Works Against Magic Spells And
Powers (-%2), Requires A Magic Roll (-%). Total
cost: 27 points.

Options:

1) Strong Spell: Increase to 90 Active Points’
worth. 120 Active Points; total cost 40 points.

2) Stronger Spell: Increase to 120 Active Points’
worth. 160 Active Points; total cost 53 points.

3) Weak Spell: Decrease to 45 Active Points’
worth. 60 Active Points; total cost 20 points.

4) Free Spell: Total cost: 40 points.

5) Remove A -% Limitation: Total cost 29 points.

6) Remove A - Limitation: Total cost 32 points.

7) Add A +% Advantage: 90 Active Points; total
cost 30 points.

8) Add A +% Advantage: 100 Active Points; total
cost 33 points.

9) Add A -% Limitation: Total cost 25 points.

10) Add A -¥ Limitation: Total cost 23 points.

27

@& WEAKEN MAGIC

Effect: Drain Magic 4d6, Variable
Effect (any one Magic spell
or power at a time)

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 100m

Magic Roll Penalty: -6

END Cost: 6

Description: With this spell, an arcanomancer can
cause one of another spellcaster’s spells or magical
powers to suddenly weaken, and perhaps stop
working entirely.

Game Information: Drain Magic 4d6, Variable
Effect (any one Magic spell or power at a time;
+14) (60 Active Points); OAF Expendable (a frag-
ment from a tiny gold crown that’s been broken
to bits, Difficult to obtain; -1%), Gestures (-%4),
Incantations (-%), Limited Range (100m; -4),
Requires A Magic Roll (-%2), Spell (-2). Total cost:
15 points.

Options:

1) Strong Spell: Increase to Drain Magic 8d6. 120
Active Points; total cost 30 points.

2) Weak Spell: Decrease to Drain Magic 3d6. 45
Active Points; total cost 11 points.

3) Free Spell: Total cost: 20 points.

4) Remove A +% Advantage: 40 Active Points;
total cost 10 points.

5) Remove A -% Limitation: Total cost 16 points.

6) Remove A - Limitation: Total cost 17 points.

7) Add A +% Advantage: 70 Active Points; total
cost 17 points.

8) Add A +% Advantage: 80 Active Points; total
cost 20 points.

9) Add A -% Limitation: Total cost 14 points.

10) Add A -% Limitation: Total cost 13 points.

11) Expanded Weakening I: Increase to Expanded
Effect + Variable Effect (any two Magic spells
or powers at once; +1). 80 Active Points; total
cost 20 points.

12) Expanded Weakening II: Increase to
Expanded Effect + Variable Effect (any four
Magic spells or powers at once; +2). 120
Active Points; total cost 30 points.

13) Expanded Weakening III: Increase to
Expanded Effect + Variable Effect (all Magic
spells or powers simultaneously; +4). 200
Active Points; total cost 50 points.

14) Longer-Lasting Spell: Add Delayed Return
Rate:

Points fade at the rate of 5 per Minute
(+1): 100 Active Points; total cost 25 points.

Points fade at the rate of 5 per 5 Minutes
(+1%): 110 Active Points; total cost 27 points.

Points fade at the rate of 5 per 20 Minutes
(+1%): 120 Active Points; total cost 30 points.
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DEFENSIVE SPELLS
& ARCANOMANTIC DISMISSAL

Effect: Deflection (any magical
Ranged attack)

Target: Self

Casting Time: Half Phase

Casting Procedures: Gestures, Incantations

Duration: Time Limit (duration of 1 Turn,
+1 Segment per point by
which the caster succeeds
with his Magic roll)

Range: Self

Magic Roll Penalty: -3

END Cost: 3

Description: This spell allows the caster to take
control of Ranged attack spells and direct them
away from himself.

Game Information: Deflection, Time Limit (dura-
tion of 1 Turn, +1 Segment per point by which the
caster succeeds with his Magic roll; +%2) (30 Active
Points); Gestures (-%), Incantations (-%), Only
Works Against Magic Spells And Powers (-12),
Requires A Magic Roll (-%2). Total cost: 12 points.

Options:

1) Remove A +% Advantage: 25 Active Points;
total cost 10 points.

2) Remove A +¥% Advantage: 20 Active Points;
total cost 8 points.

3) Remove A -% Limitation: Total cost 13 points.

4) Remove A - Limitation: Total cost 15 points.

5) Add A +% Advantage: 35 Active Points; total
cost 14 points.

6) Add A +% Advantage: 40 Active Points; total
cost 16 points.

7) Add A -% Limitation: Total cost 11 points.

8) Add A -¥% Limitation: Total cost 10 points.

@ ARCANOMANTIC SHIELD

Effect: Damage Negation
(-8 DCs Magic)

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: Self
Magic Roll Penalty: -4

END Cost: 4

Description: This spell creates a field of arcano-
mantic dispersion around the caster that protects
him by disrupting and interfering with harmful
magic spells and powers. It works on attacks
projected from magical items, but not against
attacks made with enchanted weapons (unless the
GM rules otherwise based on the nature of the
weapon).

This spell requires the GM’s permission to
buy, because it uses the optional “special effects
Damage Negation” rule from 6E1 183.

Game Information: Damage Negation (-8 DCs
Magic) (40 Active Points); OAF Expendable (tiny
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shield made of vellum or parchment cut from a
page in a book, Difficult to obtain; -1%), Costs
Endurance (-%), Gestures (-%4), Incantations (-%),
Requires A Magic Roll (-12). Total cost: 11 points.

Options:

1) Strong Spell: Increase to Damage Negation
(-12 DCs Magic). 60 Active Points; total cost
16 points.

2) Weak Spell: Decrease to Damage Negation
(-6 DCs Magic). 30 Active Points; total cost 8
points.

3) Free Spell: Total cost: 16 points.

4) Remove A -% Limitation: Total cost 11 points.

5) Remove A -% Limitation: Total cost 12 points.

6) Add A +% Advantage: 50 Active Points; total
cost 13 points.

7) Add A +% Advantage: 60 Active Points; total
cost 16 points.

8) Add A -% Limitation: Total cost 10 points.

9) Add A -¥ Limitation: Total cost 9 points.

SENSORY SPELLS
& ARCANOMANTIC PERCEPTION

Effect: Detect Magic (INT
Roll) (no Sense Group),
Discriminatory, Analyze
Target: Self
Casting Time: Full Phase
Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: Self
Magic Roll Penalty: -1

END Cost: 1

Description: By dint of their understanding of the
fundamental arcane forces underlying spells and
enchantments, arcanomancers can easily perceive
magic. (See page 149 of Fantasy Hero for more
details on Detect Magic.)

Game Information: Detect Magic (INT Roll) (no
Sense Group), Discriminatory, Analyze (15 Active
Points); Costs Endurance (-%2), Extra Time (Full
Phase; -12), Gestures (-%4), Incantations (-%),
Requires A Magic Roll (-}2). Total cost: 5 points.

Options:

1) Strong Spell: Increase to INT Roll +5. 20
Active Points; total cost 7 points.

2) Weak Spell: Remove Analyze. 10 Active
Points; total cost 3 points.

3) Focused Spell: Add OAF (small crystal lens;
-1). Total cost: 4 points.

4) Remove A -% Limitation: Total cost 5 points.

5) Remove A -¥ Limitation: Total cost 6 points.

6) Add A +% Advantage: 19 Active Points; total
cost 6 points.

7) Add A +% Advantage: 22 Active Points; total
cost 7 points.

8) Add A -% Limitation: Total cost 5 points.

9) Add A -¥% Limitation: Total cost 4 points.

10) Ranged Spell: The caster can perceive arcane

energies at a distance. Add Range. 20 Active
Points; total cost 7 points.
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reomancy, sometimes referred to as

Polemancy; is the formal term for what

most people call “Battle Magic” — spells

intended for use in war that have battle-
field-level effects, augment or harm large numbers
of soldiers, and the like. Most offensive spells in
this book work on the small group “tactical” level
common to most HERO System campaigns; these
spells affect much larger areas or a greater number
of targets.

Many Areomancy spells involve conferring
magical powers on large groups of soldiers. These
spells often use the Differing Modifiers rules on
6E1 359, since the restrictions on how wizards cast
them aren’t the same as the restrictions governing
the use of the powers by the recipients.

OFFENSIVE SPELLS
& ARMY OF THE BLIND

Effect: Sight Group Flash 8d6
Target: 125m Radius

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 400m

Magic Roll Penalty: -10

END Cost: 10

Description: This spell creates an enormous flash
of bright light to blind an enemy army.

Game Information: Sight Group Flash 8d6, Area
Of Effect (125m Radius; +1%) (100 Active Points);
OAF Expendable (piece of sunstone engraved with
mystic runes, Difficult to obtain; -1%), Extra Time
(Full Phase; -%2), Gestures (-%), Incantations (-%),
Requires A Magic Roll (-%2), Spell (-2). Total cost:
23 points.
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Options:
1) Strong Spell: Increase to Sight Group Flash
10d6. 125 Active Points; total cost 29 points.
2) Weak Spell: Decrease to Sight Group Flash
6d6. 75 Active Points; total cost 18 points.
3) Free Spell: Total cost: 33 points.
4) Remove A +% Advantage: 90 Active Points;
total cost 21 points.
5) Remove A +% Advantage: 80 Active Points;
total cost 19 points.
6) Remove A -% Limitation: Total cost 25 points.
7) Remove A -¥ Limitation: Total cost 27 points.
8) Add A +% Advantage: 110 Active Points; total
cost 26 points.
9) Add A +% Advantage: 120 Active Points; total
cost 28 points.
10) Add A -% Limitation: Total cost 22 points.
11) Add A -% Limitation: Total cost 22 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 21 points.

& ARROWS APLENTY

Effect: Major Transform 3d6 (create
missile weapons out of thin air)

Target: See text

Casting Time: 1 Turn (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4

Description: This spell creates arrows (or other
missiles, such as sling bullets or javelins) out of
thin air. Each casting creates one arrow for every 2
points rolled on the Transform.

Buying and using this spell requires the GM’s
permission because it applies Transform in an
unusual way. Ordinarily, characters should not use
Transform to create weapons out of thin air; the
proper way to do that is to buy an Attack Power
with some form of the Usable On Others Advan-
tage. However, in the case of creating “ammuni-
tion” like arrows or sling bullets, the Usable On
Others approach raises some difficult issues, such
as how long the arrows remain in existence and
who can use them. The Transform method avoids
those difficulties.
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Game Information: Major Transform 3d6 (create
missile weapons out of thin air, heals back by

any attack that destroys the missiles), Improved
Results Group (any type of missile; +%) (37 Active
Points); OAF Expendable (an unused arrow-shaft
without fletchings or head, carved with mystic
runes, Difficult to obtain; -1%), Concentration (0
DCV throughout casting; -1), Extra Time (1 Turn;
-1%4), Gestures (throughout casting; -%), Incanta-
tions (throughout casting; -%2), No Range (-%2),
Requires A Magic Roll (-%2), Spell (-%). Total cost:
5 points.

Options:

1) Strong Spell: Increase to Major Transform
4d6. 50 Active Points; total cost 7 points.

2) Weak Spell: Decrease to Major Transform
2d6. 25 Active Points; total cost 3 points.

3) Free Spell: Total cost: 6 points.

4) Remove A +% Advantage: 30 Active Points;
total cost 4 points.

5) Remove A -Y% Limitation: Total cost 5 points.

6) Remove A -% Limitation: Total cost 6 points.

7) Add A +% Advantage: 45 Active Points; total
cost 6 points.

8) Add A +% Advantage: 52 Active Points; total
cost 7 points.

9) Add A -% Limitation: Total cost 5 points.

10) Add A -¥ Limitation: Total cost 5 points.

@ AUGMENTED ACCURACY

Effect: +2 with All Combat,

Usable Simultaneously
Target: Up to 250 people
Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: Touch
Magic Roll Penalty: -4
END Cost: 4 to cast, 2 for recipi-

ents to use

Description: This spell makes up to 250 soldiers
much more accurate with all their attacks than
they normally are.

Game Information: Grant the following power to
other characters: +2 with All Combat (20 Active
Points); Costs Endurance (-2). Total cost: 13
points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (shard of a sword-blade
that’s drawn blood in combat, Difficult to obtain;
-1%), Extra Time (Full Phase; -%), Gestures (-%4),
Incantations (-%), Requires A Magic Roll (-%2).
Total cost: 11 points.

Options:

1) Strong Spell: Increase to +3 with All Combat.
65 Active Points; total cost 17 points.

2) Weak Spell: Decrease to +1 with All Combat.
23 Active Points; total cost 6 points.

3) Free Spell: Total cost: 17 points.

4) Remove A +% Advantage: 39 Active Points;
total cost 10 points.
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5) Remove A +% Advantage: 36 Active Points;
total cost 10 points.
6) Remove A -% Limitation: Total cost 12 points.
7) Remove A -% Limitation: Total cost 13 points.
8) Add A +% Advantage: 45 Active Points; total
cost 12 points.
9) Add A +¥ Advantage: 49 Active Points; total
cost 13 points.
10) Add A -% Limitation: Total cost 10 points.
11) Add A -% Limitation: Total cost 10 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 9 points.

& BATTLEFIELD
COUNTERMAGIC

Effect: Dispel Magic 20d6, Variable
Effect (any one Magic spell
or power at a time)

Target: 125m Radius

Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 600m

Magic Roll Penalty: -18

END Cost: 18

Description: This spell allows a battle-mage to
counteract the effects of enemy magic. It’s particu-
larly useful against spells like Resilient Form or
Unseen Regiment, since cancelling those magics
instantly weakens large numbers of soldiers (and
requires the enemy caster to cast said spells again).

Game Information: Dispel Magic 20d6, Variable
Effect (any one Magic spell or power at a time;
+14), Area Of Effect (125m Radius; +1%) (180
Active Points); OAF Expendable (fragment from
a broken magic wand, Difficult to obtain; -1%),
Concentration (Y2 DCV; -%), Extra Time (Full
Phase; -14), Gestures (-%), Incantations (-%4),
Requires A Magic Roll (-%2), Spell (-%). Total cost:
40 points.

Options:
1) Strong Spell: Increase to Dispel Magic 24d6.
216 Active Points; total cost 48 points.
2) Weak Spell: Decrease to Dispel Magic 16d6.
144 Active Points; total cost 32 points.
3) Free Spell: Total cost: 55 points.
4) Remove A +% Advantage: 165 Active Points;
total cost 37 points.
5) Remove A +% Advantage: 150 Active Points;
total cost 33 points.
6) Remove A -Y% Limitation: Total cost 42 points.
7) Remove A -% Limitation: Total cost 45 points.
8) Add A +% Advantage: 195 Active Points; total
cost 43 points.
9) Add A +% Advantage: 210 Active Points; total
cost 47 points.
10) Add A -%4 Limitation: Total cost 38 points.
11) Add A -% Limitation: Total cost 36 points.
13) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 33 points.



Hero System Grimoire = Areomancy

& BATTLEFIELD PLAGUE

Effect: Drain STR and END 2d6, two
Characteristics at once

Target: 320m Radius

Casting Time: 1 Turn (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 3,200m

Magic Roll Penalty: -12

END Cost: 12

Description: This spell afflicts an enemy force
with a virulent weakening disease. Soldiers find
themselves withouth the stamina to wear armor
or wield weapons, and horses lose the strength to
carry riders.

Game Information: Drain STR and END 2d6,
Expanded Effect (two Characteristics at once; +%),
Delayed Return Rate (points return at the rate of 5
per Hour; +1%), Area Of Effect (32m Radius; +1),
MegaArea (1m = 10 meters wide, deep, and broad;
+1), Increased Maximum Range (3,200m; +1)
(125 Active Points); OAF Expendable (intricate
wax model of a soldier, Difficult to obtain; -1%),
Concentration (¥ DCV throughout casting; -%2),
Extra Time (1 Turn; -1%), Gestures (throughout
casting; -12), Incantations (throughout casting;
-14), Requires A Magic Roll (-%2), Spell (-14). Total
cost: 21 points.

Options:

1) Strong Spell: Increase to Drain STR and END
3d6. 187 Active Points; total cost 31 points.

2) Weak Spell: Decrease to Drain STR and END
1d6. 62 Active Points; total cost 10 points.

3) Free Spell: Total cost: 26 points.

4) Remove A +% Advantage: 120 Active Points;
total cost 20 points.

5) Remove A +% Advantage: 115 Active Points;
total cost 19 points.

6) Remove A -% Limitation: Total cost 22 points.

7) Remove A -% Limitation: Total cost 23 points.

8) Add A +% Advantage: 130 Active Points; total
cost 22 points.

9) Add A +% Advantage: 135 Active Points; total
cost 22 points.

10) Add A -% Limitation: Total cost 20 points.

11) Add A -% Limitation: Total cost 19 points.

12) Ritual Battle Magic: This form of the spell
requires several wizards to cast. Add Requires
Multiple Users (6 casters; -%). Total cost: 18
points.
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@ CRUMBLING WALLS

Effect: Drain BODY, PD, and ED 2d6
Target: One object

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 200m

Magic Roll Penalty: -4

END Cost: 4

Description: This spell temporarily weakens
objects (such as walls and siege engines), making
it easier for attackers to breach or destroy them.
It does not work on living beings. However, the
effects only last for a few seconds, so the attackers
need to be prepared to take advantage of the
weakness and destroy the objects for good before
the Drained Characteristics return.

Game Information: Drain BODY, PD, and ED
2d6, Expanded Effect (three Characteristics at
once; +1) (40 Active Points); OAF Expendable (a
miniature clay brick incised with mystic runes,
Difficult to obtain; -1%4), Gestures (-%4), Incanta-
tions (%), Only Works Against Nonliving Objects
(-1), Requires A Magic Roll (-12), Spell (-%2). Total
cost: 8 points.

Options:

1) Strong Spell: Increase to Drain BODY, PD,
and ED 3d6. 60 Active Points; total cost 13
points.

2) Weak Spell: Decrease to Drain BODY, PD,
and ED 1d6. 20 Active Points; total cost 4
points.

3) Free Spell: Total cost: 11 points.

4) Remove A +% Advantage: 30 Active Points;
total cost 6 points.

5) Remove A -% Limitation: Total cost 9 points.

6) Remove A - Limitation: Total cost 10 points.

7) Add A +% Advantage: 45 Active Points; total
cost 9 points.

8) Add A +% Advantage: 50 Active Points; total
cost 10 points.

9) Add A -% Limitation: Total cost 8 points.

10) Add A -% Limitation: Total cost 8 points.

11) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 7 points.
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@ ENHANCE SIEGE ENGINE

Effect: Increased Maximum
Range (x4 range; +2) for
any siege engine built on

up to 94 Active Points
Target: One siege engine
Casting Time: 1Turn
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -5
END Cost: 5

Description: This spell greatly extends the range
of any siege engine built on up to 94 Active Points,
which covers any type of engine up to a heavy
trebuchet (see The Ultimate Base, pages 165-66,
for HERO System information on various types of
siege engines).

Technically this spell should have the Usable
On Others Advantage, since the caster’s applying
it to an inanimate object. However, in light of its
nature and how it’s used most GMs deem this
unnecessary. If you prefer, you can easily recalcu-
late the cost with that Advantage (which hasa +2
value to account for the mass of siege engines).

Game Information: Increased Maximum Range
(x4 range; +%) for any siege engine built on

up to 94 Active Points (47 Active Points); OAF
(miniature model of the engine in question; -1),
Concentration (¥2 DCV throughout casting; -%),
Extra Time (1 Turn; -1%), Gestures (throughout
casting; -12), Incantations (throughout casting;
-¥2), Requires A Magic Roll (-%), Spell (-%2). Total
cost: 8 points.

Options:

1) Free Spell: Total cost: 10 points.

2) Remove A -% Limitation: Total cost 8 points.

3) Remove A -¥ Limitation: Total cost 9 points.

4) Add A +% Advantage: 59 Active Points; total
cost 10 points.

5) Add A +% Advantage: 70 Active Points; total
cost 12 points.

6) Add A -Y Limitation: Total cost 8 points.

7) Add A - Limitation: Total cost 7 points.

8) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 7 points.

& FIELD OF FIRE

Effect: RKA 2'2d6
Target: 32m Radius, Mobile
Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: 400m
Magic Roll Penalty: -13

END Cost: 6

Description: This spell creates a sphere of deadly
fire with a 32m radius that the caster can move
across the battlefield at the rate of 12m per Phase.
It lasts as long as he keeps paying END to main-
tain it.

Hero System 6th Edition

Game Information: RKA 212d6, Area Of Effect
(32m Radius; +1), Mobile (+%), Constant (+%),
Reduced Endurance (%2 END; +%4) (130 Active
Points); OAF Expendable (chunk of sulphur in a
small leather pouch sewn from the remnants of
leather armor worn in battle, Difficult to obtain;
-1%), Extra Time (Full Phase throughout casting
and use; -%2), Gestures (throughout casting and
use; -¥2), Incantations (throughout casting and
use; -¥2), Requires A Magic Roll (-12), Spell (-%2).
Total cost: 27 points.

Options:
1) Strong Spell: Increase to RKA 3d6. 146 Active
Points; total cost 31 points.
2) Weak Spell: Decrease to RKA 2d6. 97 Active
Points; total cost 20 points.
3) Free Spell: Total cost: 37 points.
4) Remove A +% Advantage: 120 Active Points;
total cost 25 points.
5) Remove A +%: Advantage: 110 Active Points;
total cost 23 points.
6) Remove A -% Limitation: Total cost 29 points.
7) Remove A -% Limitation: Total cost 30 points.
8) Add A +% Advantage: 140 Active Points; total
cost 29 points.
9) Add A +% Advantage: 150 Active Points; total
cost 31 points.
10) Add A -4 Limitation: Total cost 26 points.
11) Add A -% Limitation: Total cost 25 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 23 points.

@ FOG OF WAR

Effect: Change Environment, -3 to
Sight Group PER Rolls

Target: 1,000m Radius

Casting Time: 1 Turn (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: 5,760m
Magic Roll Penalty: -4

END Cost: 4

Description: This spell invokes a bank of thick,
cloying fog covering an area with a radius of

1,000 meters. A battle-mage can use it to confuse
enemy troops or conceal the movement of his own
troops.

Game Information: Change Environment (create
fog), -3 to Sight Group PER Rolls, Area Of Effect
(1,000m Radius; +2%), Increased Maximum
Range (5,760m; +1%) (43 Active Points); OAF
Expendable (large but badly flawed/cracked
diamond wrapped in fog-moss, Very Difficult to
obtain; -1%2), Concentration (2 DCV throughout
casting; -%), Extra Time (1 Turn to cast; -%),
Gestures (throughout casting; -%), Incantations
(throughout casting; -%), Requires A Magic Roll
(-%4), Spell (-14). Total cost: 7 points.



Hero System Grimoire = Areomancy

Options:

1) Free Spell: Total cost: 10 points.

2) Remove A +% Advantage: 40 Active Points;
total cost 7 points.

3) Remove A +% Advantage: 38 Active Points;
total cost 7 points.

4) Remove A -% Limitation: Total cost 8 points.

5) Remove A -% Limitation: Total cost 8 points.

6) Add A +% Advantage: 45 Active Points; total
cost 8 points.

7) Add A +% Advantage: 47 Active Points; total
cost 8 points.

8) Add A -% Limitation: Total cost 7 points.

9) Add A -¥ Limitation: Total cost 7 points.

10) Ritual Battle Magic: This form of the spell
requires several wizards to cast. Add Add
Requires Multiple Users (9 casters; -1). Total
cost: 6 points.

& HINDERING BRAMBLES

Effect: Entangle 4d6, 4 PD/4 ED
Target: 125m Radius

Gasting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 400m

Magic Roll Penalty: -10

END Cost: 10

Description: This spell causes toughy, stringy
brambles to instantly grow out of the ground in a
125m radius area, entangling anyone in that area
so they can’t move.

Game Information: Entangle 4d6, 4 PD/4 ED,
Area Of Effect (125m Radius; +1%) (100 Active
Points); OAF Expendable (knotwork made of
cloth-of-gold thread, Difficult to obtain; -1%),
Extra Time (Full Phase; -%), Gestures (-%4), Incan-
tations (%), Requires A Magic Roll (-%2), Spell
(-%). Total cost: 23 points.

Options:
1) Strong Spell: Increase to Entangle 5d6, 5 PD/5
ED. 125 Active Points; total cost 29 points.
2) Weak Spell: Decrease to Entangle 3d6, 3 PD/3
ED. 75 Active Points; total cost 18 points.
3) Free Spell: Total cost: 33 points.
4) Remove A +% Advantage: 90 Active Points;
total cost 21 points.
5) Remove A +¥% Advantage: 80 Active Points;
total cost 19 points.
6) Remove A -% Limitation: Total cost 25 points.
7) Remove A -% Limitation: Total cost 27 points.
8) Add A +% Advantage: 110 Active Points; total
cost 26 points.
9) Add A +% Advantage: 120 Active Points; total
cost 28 points.
10) Add A -% Limitation: Total cost 22 points.
11) Add A -% Limitation: Total cost 21 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 19 points.

@ LEGION OF ARROWS

Effect: Area Of Effect (64m Radius;
+17%) for up to a 45 Active
Point missile weapon

Target: One character

Casting Time: 1 Turn (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -13

END Cost: 13

Description: This spell, when cast on an archer,
causes the arrow he fires to multiply in flight and
become so numerous that they strike every target
in a 64m radius area. The archer has to Hold his
Action until the wizard casts the spell, then let
fly with the Advantage applied to his arrow. After
striking their targets, the “extra” arrows vanish like
morning mist in sunlight; the spell doesn't create
more ammunition for archers (enemy or other-
wise) to use again.

This spell is built as a naked Area Of Effect
Advantage sufficiently large to apply to a Very
Heavy Longbow arrow, the most expensive
weapon listed on page 195 of Fantasy Hero. The
Usable As Attack Advantage allows the character
to apply it to the archer with his own action and
pay the END cost for it so the archer can fire
unimpeded. Characters can apply it to other
arrows, crossbow bolts, sling stones, thrown
daggers, and other such missile weapons as well,
provided they fit within the Active Point limit.

Game Information: Area Of Effect (64m Radius;
+1%) for up to a 45 Active Point missile weapon,
Usable As Attack (see text; +1%) (126 Active
Points); OAF Expendable (three arrowheads, each
used to kill someone, engraved with mystic runes,
Difficult to obtain; -1%), Concentration (0 DCV
throughout casting; -1), Extra Time (1 Turn; -1%),
Gestures (throughout casting; -%), Incantations
(throughout casting; -%), Requires A Magic Roll
(-%), Spell (-¥2). Total cost: 19 points.

Options:

1) Free Spell: Total cost: 24 points.

2) Remove A +% Advantage: 112 Active Points;
total cost 17 points.

3) Remove A +% Advantage: 98 Active Points;
total cost 15 points.

4) Remove A -% Limitation: Total cost 20 points.

5) Remove A -% Limitation: Total cost 21 points.

6) Add A +% Advantage: 140 Active Points; total
cost 21 points.

7) Add A +% Advantage: 154 Active Points; total
cost 24 points.

8) Add A -% Limitation: Total cost 19 points.

9) Add A -¥ Limitation: Total cost 18 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 17 points.
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@ LIGHTNING STORM

Effect: RKA 2'2d6

Target: 125m Radius

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 400m

Magic Roll Penalty: -10

END Cost: 10

Description: This spell blasts a 125m radius area
with deadly thunderbolts.

Game Information: RKA 214d6, Area Of Effect
(125m Radius; +1%) (100 Active Points); OAF
Expendable (knotwork made of cloth-of-gold
thread, Difficult to obtain; -1%), Extra Time (Full
Phase; -1%2), Gestures (-%), Incantations (-%4),
Requires A Magic Roll (-%2), Spell (-%). Total cost:
23 points.

Options:
1) Strong Spell: Increase to RKA 3d6. 112 Active
Points; total cost 26 points.
2) Weak Spell: Decrease to RKA 2d6. 75 Active
Points; total cost 18 points.
3) Free Spell: Total cost: 33 points.
4) Remove A +% Advantage: 90 Active Points;
total cost 21 points.
5) Remove A +¥% Advantage: 80 Active Points;
total cost 19 points.
6) Remove A -% Limitation: Total cost 25 points.
7) Remove A -% Limitation: Total cost 27 points.
8) Add A +% Advantage: 110 Active Points; total
cost 26 points.
9) Add A +% Advantage: 120 Active Points; total
cost 28 points.
10) Add A -% Limitation: Total cost 22 points.
11) Add A -% Limitation: Total cost 21 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 19 points.
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@ RESILIENT FORM

Effect: Aid BODY 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to
250 soldiers the power to make themselves harder
to kill for a period of 5 Minutes. In the interest

of dramatic sense and ease of game play, the GM
should assume the recipients immediately use the
power on themselves after receiving it, and that
they all roll the same.

Game Information: Grant the following power to
other characters: Aid BODY 3d6, Delayed Return
Rate (points fade at the rate of 5 per 5 Minutes;
+1%) (40 Active Points); Only Aid Self (-1), Recip-
ient May Only Use The Aid Once Per Casting (-1).
Total cost: 13 points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (sinews of a bear tied
around a bit of dried ox-flesh, Difficult to obtain;
-1%), Extra Time (Full Phase; -%), Gestures (-%4),
Incantations (-%), Requires A Magic Roll (-%2),
Spell (-12). Total cost: 10 points.

Options:

1) Strong Spell: Increase to Aid BODY 4d6. 58
Active Points; total cost 14 points.

2) Weak Spell: Decrease to Aid BODY 2d6. 29
Active Points; total cost 7 points.

3) Free Spell: Total cost: 14 points.

4) Remove A +% Advantage: 39 Active Points;
total cost 9 points.

5) Remove A +% Advantage: 36 Active Points;
total cost 8 points.
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6) Remove A -% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 11 points.
8) Add A +% Advantage: 45 Active Points; total
cost 10 points.
9) Add A +% Advantage: 49 Active Points; total
cost 11 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 9 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.

& SHARPBLADE

Effect: Aid HKA 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to

250 soldiers the power to make their weapons
sharper, harder, and thus deadlier for a period of 5
Minutes. In the interest of dramatic sense and ease
of game play, the GM should assume the recipients
immediately use the power on themselves after
receiving it, and that they all roll the same.

Game Information: Grant the following power to
other characters: Aid HKA 3d6, Delayed Return
Rate (points fade at the rate of 5 per 5 Minutes;
+1%) (40 Active Points); Only Aid Self (-1), Only
Works On HTH Combat Weapons (-%), Recipient
May Only Use The Aid Once Per Casting (-1).
Total cost: 12 points.

Casting: 12 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (39 Active
Points); OAF Expendable (shards of a sword-blade
broken in battle, Difficult to obtain; -1%), Extra
Time (Full Phase; -%), Gestures (-%), Incantations
(-%4), Requires A Magic Roll (-%2), Spell (-%). Total
cost: 9 points.

Options:
1) Strong Spell: Increase to Aid HKA 4dé. 55
Active Points; total cost 13 points.
2) Weak Spell: Decrease to Aid HKA 2d6. 26
Active Points; total cost 6 points.
3) Free Spell: Total cost: 13 points.
4) Remove A +% Advantage: 36 Active Points;
total cost 8 points.
5) Remove A +% Advantage: 33 Active Points;
total cost 8 points.
6) Remove A -% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 10 points.
8) Add A +% Advantage: 42 Active Points; total
cost 10 points.
9) Add A +% Advantage: 45 Active Points; total
cost 10 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 8 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 7 points.
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& STRENGTH OF TEN MEN

Effect: Aid STR 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to

250 soldiers the power to make themselves much
stronger than normal for a period of 5 Minutes.

In the interest of dramatic sense and ease of game
play, the GM should assume the recipients imme-
diately use the power on themselves after receiving
it, and that they all roll the same.

Game Information: Grant the following power to
other characters: Aid STR 3d6, Delayed Return
Rate (points fade at the rate of 5 per 5 Minutes;
+1%) (40 Active Points); Only Aid Self (-1), Recip-
ient May Only Use The Aid Once Per Casting (-1).
Total cost: 13 points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (sinews of a bear tied
around a bit of dried ox-flesh, Difficult to obtain;
-1%4), Extra Time (Full Phase; -%2), Gestures (-%),
Incantations (-%), Requires A Magic Roll (-12),
Spell (-%). Total cost: 10 points.

Options:
1) Strong Spell: Increase to Aid STR 4d6. 58
Active Points; total cost 14 points.
2) Weak Spell: Decrease to Aid STR 2d6. 29
Active Points; total cost 7 points.
3) Free Spell: Total cost: 14 points.
4) Remove A +% Advantage: 39 Active Points;
total cost 9 points.
5) Remove A +¥% Advantage: 36 Active Points;
total cost 8 points.
6) Remove A -% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 11 points.
8) Add A +% Advantage: 45 Active Points; total
cost 10 points.
9) Add A +% Advantage: 49 Active Points; total
cost 11 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 9 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.
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@ SWIFT CHARGE

Effect: Aid Running 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers the power to make themselves run more
quickly than normal for a period of 5 Minutes. In
the interest of dramatic sense and ease of game
play, the GM should assume the recipients imme-
diately use the power on themselves after receiving
it, and that they all roll the same.

Game Information: Grant the following power
to other characters: Aid Running 3d6, Delayed
Return Rate (points fade at the rate of 5 per 5
Minutes; +1%) (40 Active Points); Only Aid Self
(-1), Recipient May Only Use The Aid Once Per
Casting (-1). Total cost: 13 points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (sinews of a bear tied
around a bit of dried ox-flesh, Difficult to obtain;
-1%), Extra Time (Full Phase; -%), Gestures (-%4),
Incantations (-%), Requires A Magic Roll (-%2),
Spell (-%2). Total cost: 10 points.

Options:
1) Strong Spell: Increase to Aid Running 4d6. 58
Active Points; total cost 14 points.
2) Weak Spell: Decrease to Aid Running 2d6. 29
Active Points; total cost 7 points.
3) Free Spell: Total cost: 14 points.
4) Remove A +% Advantage: 39 Active Points;
total cost 9 points.
5) Remove A +% Advantage: 36 Active Points;
total cost 8 points.
6) Remove A -Y% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 11 points.
8) Add A +% Advantage: 45 Active Points; total
cost 10 points.
9) Add A +% Advantage: 49 Active Points; total
cost 11 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 9 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.
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& SWIFT SQUADS

Effect: Aid SPD 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to

250 soldiers the power to give themselves a better
reaction time than normal for a period of 5
Minutes. In the interest of dramatic sense and ease
of game play, the GM should assume the recipients
immediately use the power on themselves after
receiving it, and that they all roll the same.

Game Information: Grant the following power to
other characters: Aid SPD 3d6, Delayed Return
Rate (points fade at the rate of 5 per 5 Minutes;
+1%) (40 Active Points); Only Aid Self (-1), Recip-
ient May Only Use The Aid Once Per Casting (-1).
Total cost: 13 points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (sinews of a bear tied
around a bit of dried ox-flesh, Difficult to obtain;
-1%), Extra Time (Full Phase; -%), Gestures (-%4),
Incantations (-%), Requires A Magic Roll (-%2),
Spell (-%2). Total cost: 10 points.

Options:
1) Strong Spell: Increase to Aid SPD 4dé6. 58
Active Points; total cost 14 points.
2) Weak Spell: Decrease to Aid SPD 2d6. 29
Active Points; total cost 7 points.
3) Free Spell: Total cost: 14 points.
4) Remove A +% Advantage: 39 Active Points;
total cost 9 points.
5) Remove A +% Advantage: 36 Active Points;
total cost 8 points.
6) Remove A -% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 11 points.
8) Add A +% Advantage: 45 Active Points; total
cost 10 points.
9) Add A +% Advantage: 49 Active Points; total
cost 11 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 9 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.
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& TACTICAL AWARENESS

Effect: Tactics (INT +5)

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -3

END Cost: 3 to cast, 1 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers a profound awareness of tactical matters
and a gift for brilliant tactical decisionmaking. The
recipient has the Skill Tactics with a +5 to the roll
for as long as he pays END to maintain the effect.
If he already has the Tactics Skill, he can, with the
GM'’s permission, use his “magical Tactics” in its
place or as a Complementary Skill to his normal
Tactics.

Game Information: Grant the following power
to other characters: Tactics (INT +5) (13 Active
Points); Costs Endurance (-%). Total cost: 9
points.

Casting: 9 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (29 Active
Points); OAF Expendable (battle-map drawn with
mystic runes on a sheet of fine vellum, Difficult
to obtain; -1%), Extra Time (Full Phase; -%),
Gestures (-%4), Incantations (-%), Requires A
Magic Roll (-%2). Total cost: 8 points.

Options:
1) Strong Spell: Increase to Tactics (INT +8). 42
Active Points; total cost 11 points.
2) Weak Spell: Decrease to Tactics (INT +2). 16
Active Points; total cost 4 points.
3) Free Spell: Total cost: 12 points.
4) Remove A +% Advantage: 27 Active Points;
total cost 7 points.
5) Remove A +¥% Advantage: 25 Active Points;
total cost 7 points.
6) Remove A -% Limitation: Total cost 8 points.
7) Remove A -¥% Limitation: Total cost 9 points.
8) Add A +% Advantage: 31 Active Points; total
cost 8 points.
9) Add A +% Advantage: 34 Active Points; total
cost 9 points.
10) Add A -% Limitation: Total cost 7 points.
11) Add A -% Limitation: Total cost 7 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 6 points.
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@ TACTICS OF DECEPTION

Effect: Sight, Hearing, Smell/
Taste, and Touch Group
Images, -3 to PER Rolls
Target: 125m Radius
Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: 340m
Magic Roll Penalty: -9
END Cost: 4

Description: This spell creates a large, vivid illu-
sion. A clever battle-mage can find hundreds of
uses for it on the battlefield, ranging from altering
the terrain to creating illusionary reinforcements.

Game Information: Sight, Hearing, Smell/Taste,
and Touch Group Images, -3 to PER Rolls, Area
Of Effect (125m Radius; +1%), Reduced Endur-
ance (%2 END; +%4) (93 Active Points); OAF
Expendable (small copper mirror, Difficult

to obtain; -1%), Extra Time (Full Phase; -%5),
Gestures (-%4), Incantations (-%), Requires A
Magic Roll (-%2), Spell (-%). Total cost: 22 points.

Options:
1) Strong Spell: Increase to -5 to PER Rolls. 110
Active Points; total cost 26 points.
2) Weak Spell: Decrease to -1 to PER Rolls. 77
Active Points; total cost 18 points.
3) Free Spell: Total cost: 31 points.
4) Remove A +% Advantage: 85 Active Points;
total cost 20 points.
5) Remove A +¥% Advantage: 76 Active Points;
total cost 18 points.
6) Remove A -% Limitation: Total cost 23 points.
7) Remove A -% Limitation: Total cost 25 points.
8) Add A +% Advantage: 102 Active Points; total
cost 24 points.
9) Add A +% Advantage: 110 Active Points; total
cost 26 points.
10) Add A -% Limitation: Total cost 21 points.
11) Add A -¥ Limitation: Total cost 19 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 18 points.

& UNSEEN REGIMENT

Effect: Invisibility to Sight
Group, No Fringe
Target: Up to 250 people
Casting Time: 1 Turn (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: No Range
Magic Roll Penalty: -5
END Cost: 5 to cast, 3 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers the power to make themselves invis-

ible. Once a recipient makes himself invisible, he
remains invisible as long as he spends END. If he
ever stops paying END for any reason, the invis-
ibility fades and he cannot use the power again
until the spell granting it is cast again.
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Game Information: Grant the following power to
other characters: Invisibility to Sight Group, No
Fringe (30 Active Points); Recipient May Only Use
The Invisibility Once Per Casting (-1). Total cost:
15 points.

Casting: 15 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (49 Active
Points); OAF Expendable (small piece of glass
of the finest quality in the shape of a hexagon,
Difficult to obtain; -1%4), Concentration (0 DCV
throughout casting; -1), Extra Time (1 Turn; -1%4),
Gestures (throughout casting; -12), Incantations
(throughout casting; -%), Requires A Magic Roll
(-%). Total cost: 8 points.

Options:
1) Strong Spell: Add Hearing Group. 55 Active
Points; total cost 9 points.
2) Weak Spell: Remove No Fringe. 32 Active
Points; total cost 5 points.
3) Free Spell: Total cost: 10 points.
4) Remove A +% Advantage: 45 Active Points;
total cost 7 points.
5) Remove A +¥% Advantage: 41 Active Points;
total cost 7 points.
6) Remove A -% Limitation: Total cost 8 points.
7) Remove A -¥: Limitation: Total cost 9 points.
8) Add A +% Advantage: 52 Active Points; total
cost 9 points.
9) Add A +% Advantage: 56 Active Points; total
cost 9 points.
10) Add A -% Limitation: Total cost 7 points.
11) Add A -% Limitation: Total cost 7 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 7 points.

& WALL-BREACHING SPELL

Effect: Tunneling 10m through
PD 10 materials, RKA 6d6,
both Only Versus Walls
Target: One wall
Casting Time: Full Phase
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: Touch/900m
Magic Roll Penalty: -3/-9
END Cost: 3/9

Description: This spell creates holes in castle walls.
If the caster can get close enough to touch the
wall, he can easily use the spell to make a Im wide
hole in the wall, but this allows relatively little
access to the interior of the structure and is easily
defended. He can also use the Breaching-Spell
from range to create larger holes in the walls, but
this is more difficult and tiring.

Game Information:

Cost Power

17 Wall-Breaching-Spell: Multipower, 90-point
reserve; all OAF Expendable (miniature model
of the castle or structure being attacked,
Difficult to obtain; -1%4), Extra Time (Full
Phase; -1%), Gestures (-%4), Incantations (-4),
Only Versus The Exterior Walls Of Castles And
QOther Structures (-1), Requires A Magic Roll
(-¥2), Spell (-12)

1f 1) Touch Of Breaching: Tunneling 10m through
PD 10 materials; common Limitations listed
above

2f 2) Ranged Breaching: RKA 6d6; common
Limitations listed above

Total cost: 20 points.
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Options:

1) Strong Spell: Increase reserve to 120 points,
Slot 1 to Tunneling 15m through PD 15
materials, and Slot 2 to RKA 8d6. Total cost:
26 points.

2) Weak Spell: Decrease reserve to 60 points, Slot
1 to Tunneling 7m through PD 7 materials,
and Slot 2 to RKA 4d6. Total cost: 13 points.

3) Free Spell: Total cost: 25 points.

& WAR HURRICANE

Effect: Blast 6d6, Double Knockback
Target: 64m Cone

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant

Range: 300m

Magic Roll Penalty: -10

END Cost: 5

Description: This spell creates a gust of storm-
wind so strong that it not only hurts enemy
soldiers, it blows them head over heels as if they
were leaves. The wind lasts as long as the caster
pays END to maintain it.

This spell has the Advantage Does Knockback,
because it should do Knockback even in games
that don’t normally use the KB rules. If your
game uses the KB rules already, the Remove A +%
Advantage option tells you what the spell costs
without Does Knockback.

Game Information: Blast 6d6, Area Of Effect (64m
Cone; +1), Constant (+%), Does Knockback (+%4),
Double Knockback (+%), Reduced Endurance (%
END; +%) (105 Active Points); OAF Expendable
(eagle’s wing painted with mystic runes, Difficult
to obtain; -1%), Extra Time (Full Phase to cast and
maintain; -%),Gestures (throughout casting; -1),
Incantations (throughout casting; -%2), Requires A
Magic Roll (-%2), Spell (-%2). Total cost: 22 points.

Options:
1) Strong Spell: Increase to Blast 8d6. 140 Active
Points; total cost 29 points.
2) Weak Spell: Decrease to Blast 4d6. 70 Active
Points; total cost 15 points.
3) Free Spell: Total cost: 30 points.
4) Remove A +% Advantage: 97 Active Points;
total cost 20 points.
5) Remove A +%: Advantage: 90 Active Points;
total cost 19 points.
6) Remove A -% Limitation: Total cost 23 points.
7) Remove A -% Limitation: Total cost 25 points.
8) Add A +% Advantage: 112 Active Points; total
cost 23 points.
9) Add A +% Advantage: 120 Active Points; total
cost 25 points.
10) Add A -% Limitation: Total cost 21 points.
11) Add A -% Limitation: Total cost 20 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 18 points.
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& WARRIOR’S AGILITY

Effect: Aid DEX 3d6

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -4

END Cost: 4 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers the power to make themselves more agile,
dexterous, and accurate than normal for a period
of 5 Minutes. In the interest of dramatic sense
and ease of game play, the GM should assume the
recipients immediately use the power on them-
selves after receiving it, and that they all roll the
same.

Game Information: Grant the following power to
other characters: Aid DEX 3d6, Delayed Return
Rate (points fade at the rate of 5 per 5 Minutes;
+1%) (40 Active Points); Only Aid Self (-1), Recip-
ient May Only Use The Aid Once Per Casting (-1).
Total cost: 13 points.

Casting: 13 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (42 Active
Points); OAF Expendable (sinews of a bear tied
around a bit of dried ox-flesh, Difficult to obtain;
-1%), Extra Time (Full Phase; -%2), Gestures (-%),
Incantations (-%), Requires A Magic Roll (-12),
Spell (-%2). Total cost: 10 points.

Options:
1) Strong Spell: Increase to Aid DEX 4d6. 58
Active Points; total cost 14 points.
2) Weak Spell: Decrease to Aid DEX 2d6. 29
Active Points; total cost 7 points.
3) Free Spell: Total cost: 14 points.
4) Remove A +% Advantage: 39 Active Points;
total cost 9 points.
5) Remove A +% Advantage: 36 Active Points;
total cost 8 points.
6) Remove A -Y% Limitation: Total cost 10 points.
7) Remove A -% Limitation: Total cost 11 points.
8) Add A +% Advantage: 45 Active Points; total
cost 10 points.
9) Add A +% Advantage: 49 Active Points; total
cost 11 points.
10) Add A -% Limitation: Total cost 9 points.
11) Add A -% Limitation: Total cost 9 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.
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DEFENSIVE SPELLS
@& ARMY OF STONE

Effect: Resistant Protection
(6 PD/6 ED)
Target: Up to 250 people
Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -2
END Cost: 2 to cast, 2 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers the power to make their skins as tough as
armor for a period of 5 Minutes. Once a recipient
activates the protection, he remains protected as
long as he spends END. If he ever stops paying
END for any reason, the protection fades and he
cannot use the power again until the spell granting
it is cast again.

Game Information: Grant the following power
to other characters: Resistant Protection (6 PD/6
ED) (18 Active Points); Costs Endurance (-%),
Recipient May Only Use The Armor Once Per
Casting (-1). Total cost: 7 points.

Casting: 7 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (23 Active
Points); OAF Expendable (a piece of flint incised
with mystic runes, Difficult to obtain; -1%), Extra
Time (Full Phase; -14), Gestures (-%), Incantations
(-%), Requires A Magic Roll (-%2). Total cost: 6
points.

Options:

1) Strong Spell: Increase to Resistant Protection
(8 PD/8 ED). 32 Active Points; total cost 8
points.

2) Weak Spell: Decrease to Resistant Protection
(4 PD/4 ED). 16 Active Points; total cost 4
points.

3) Free Spell: Total cost: 9 points.

4) Remove A +% Advantage: 21 Active Points;
total cost 6 points.

5) Remove A +% Advantage: 19 Active Points;
total cost 5 points.

6) Remove A -% Limitation: Total cost 6 points.

7) Remove A -¥ Limitation: Total cost 7 points.

8) Add A +% Advantage: 24 Active Points; total
cost 6 points.

9) Add A +% Advantage: 26 Active Points; total
cost 7 points.

10) Add A -% Limitation: Total cost 6 points.

11) Add A -% Limitation: Total cost 5 points.

12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 5 points.

Hero System 6th Edition

& BATTLE BARRIER

Effect: Barrier 12 PD/8 ED,
12 BODY (up to 40m long,
3m tall, and ¥2m thick),
Non-Anchored, Dismissable
Target: Area
Casting Time: Full Phase
Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: 200m
Magic Roll Penalty: -10

END Cost: 5

Description: This spell creates a barrier of mystic
force long enough to shelter a large number of
soldiers. The caster can move it, allowing the
soldiers it protects to advance without fear of
arrow fire or the like. (On the other hand, they
cannot attack through the barrier either, unless
they have attacks that can bypass it.) The caster
can shape the Barrier to join ends and form a
sealed protected area, but cannot use it to englobe
an enemy.

Game Information: Barrier 12 PD/8 ED, 12 BODY
(up to 40m long, 3m tall, and %m thick), Non-
Anchored, Dismissable (101 Active Points); OAF
Expendable Fragile (glass bubble, Difficult to
obtain; -1%2), Cannot Englobe (-%), Costs Half
Endurance (to maintain; -%), Extra Time (Full
Phase to cast and maintain; -%), Gestures (-%),
Incantations (-%), Limited Range (200m; -%),
Requires A Magic Roll (-%2). Total cost: 21 points.

Options:

1) Strong Spell: Increase to 60m long. 121 Active
Points; total cost 25 points.

2) Weak Spell: Decrease to 20m long. 81 Active
Points; total cost 17 points.

3) Free Spell: Total cost: 31 points.

4) Remove A -% Limitation: Total cost 22 points.

5) Remove A -¥ Limitation: Total cost 24 points.

6) Add A +% Advantage: 126 Active Points; total
cost 26 points.

7) Add A +% Advantage: 151 Active Points; total
cost 32 points.

8) Add A -Y Limitation: Total cost 20 points.

9) Add A -¥% Limitation: Total cost 19 points.

10) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 17 points.

11) Stone Battle Barrier: Instead of creating a wall
of mystic force that the caster can move, this
version of the spell creates a short stone wall
for soldiers to take cover behind. Change to:
Barrier 8 PD/8 ED, 10 BODY (up to 40m
long, 1m tall, and 1m thick) and remove
Costs Half Endurance (to maintain; -%4). 77
Active Points; total cost 17 points.
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@ DEFENSE OF TH E Concentration (0 DCV throughout use of power;
DEFEN DERS -1), Extra Time (Full Phase to cast and maintain;

-%4), Gestures (throughout; -12), Incantations

Effect: Barrier 12 PD/8 ED, 12 BODY (throughout; -%), No Range (caster must be inside
(up to 800m long, 40m tall, structure protected by the spell; -14), Only To
and 2m thick), Dismissable Protect A Structure The Caster Is In (-1), Requires
Target: Area A Magic Roll (no Active Point penalty; -0),
Casting Time: Full Phase Restricted Shape (globe/dome around structure;
Casting Procedures: Focus, Gestures, Incantations -14). Total cost: 197 points.
Duration: Constant )
Range: No Range Options:
Magic Roll Penalty: -0 1) Stro_ng Spe.ll: Increase to 1,000@ long. 1,632
END Cost: 0 Active Points; total cost 242 points.
2) Weak Spell: Decrease to 400m long. 732
Description: This spell creates a barrier of mystic Active Points; total cost 108 points.
force that protects a castle or other structure (and 3) Free Spell: Total cost: 254 points.
thus, the people in it), provided the structure fits 4) Remove A +¥ Advantage: 1,110 Active Points;
within a dome with a circumference of 800m. total cost 164 points.
(Alternately, at the GM’s option a character could 5) Remove A +% Advantage: 888 Active Points;
use the spell just to protect one side of a structure, total cost 131 points.
if necessary.) However, the Barrier prevents the 6) Remove A -% Limitation: Total cost 205
occupants of the structure from attacking targets points.
outside the Wall (unless they have attacks that 7) Remove A -% Limitation: Total cost 213
can bypass it). If any attack breaks through, the points.
whole Wall collapses until the wizard can re-cast 8) Add A +% Advantage: 1,554 Active Points;
the spell. total cost 230 points.
The caster must be within the structure he 9) Add A +% Advantage: 1,776 Active Points;
wants to protect to cast this spell. total cost 263 points.
Game Information: Barrier 12 PD/8 ED, 12 10) Add A -% Limitation: Total cost 190 points.
BODY (up to 800m long, 40m tall, and %m 11) Add A -¥ Limitation: Total cost 184 points.
thick), Dismissable, Reduced Endurance (0 END; 12) Ritual Battle Magic: Casting this spell requires
+14) (1,332 Active Points); OAF Expendable several wizards. Add Requires Multiple Users

Fragile (glass bubble, Difficult to obtain; -115), (9 casters; -1). Total cost: 172 points.
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@ GHOST SOLDIERS

Effect: Desolidification

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant

Range: No Range

Magic Roll Penalty: -6

END Cost: 6 to cast, 4 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers the power to make themselves intangible,
thus allowing them to ignore most attacks and
walk right through castle walls. On the other
hand, they cannot attack or affect the physical
world in any way. Once a recipient makes himself
intangible, he remains intangible as long as he
spends END. If he ever stops paying END for any
reason, the intangibility fades and he cannot use
the power again until the spell granting it is cast
again.

Game Information: Grant the following power

to other characters: Desolidification (affected by
magic) (40 Active Points); Recipient May Only
Use The Desolidification Once Per Casting (-1).
Total cost: 20 points.

Casting: 20 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (65 Active
Points); OAF Expendable (dust from a slain ghost,
Very Difficult to obtain; -1%), Extra Time (Full
Phase; -%4), Gestures (-%), Incantations (-%4),
Requires A Magic Roll (-12). Total cost: 16 points.

Options:

1) Free Spell: Total cost: 26 points.

2) Remove A +% Advantage: 60 Active Points;
total cost 15 points.

3) Remove A +% Advantage: 55 Active Points;
total cost 14 points.

4) Remove A -% Limitation: Total cost 17 points.

5) Remove A -¥ Limitation: Total cost 18 points.

6) Add A +% Advantage: 70 Active Points; total
cost 17 points.

7) Add A +% Advantage: 75 Active Points; total
cost 19 points.

8) Add A -% Limitation: Total cost 15 points.

9) Add A -¥% Limitation: Total cost 14 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 13 points.
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@ IMPASSABLE WALLS

Effect: Affects Desolidified
(+%2) for the exterior
walls of up to 10 PD
Target: One structure
Casting Time: 1 Turn
Casting Procedures: Focus, Gestures, Incantations

Duration: Time Limit (duration of 1
Hour, +1 hour per point by
which the caster succeeds
with his Magic roll)

Range: Touch

Magic Roll Penalty: -4

END Cost: 0

Description: This spell renders the exterior walls
of a castle (or other structure) impassable to
intangible beings (such as troops using the Ghost
Soldiers spell). The caster has to either be in the
structure, or able to touch the exterior wall, to cast
it.

Game Information: Affects Desolidified (+%)

for the walls of a Base of up to 10 PD, Reduced
Endurance (0 END; +%), Time Limit (duration

of 1 Hour, +1 hour per point by which the caster
succeeds with his Magic roll; +1%2) (45 Active
Points); OAF Expendable (link from a chain or
suit of chainmail, Easy to obtain; -1), Extra Time
(1 Turn to cast; -%), Gestures (throughout casting;
-14), Incantations (throughout casting; -), Only
Applies To Exterior Walls (-%4), Requires A Magic
Roll (-%2). Total cost: 10 points.

Options:

1) Free Spell: Total cost: 13 points.

2) Remove A +% Advantage: 41 Active Points;
total cost 9 points.

3) Remove A +¥% Advantage: 37 Active Points;
total cost 8 points.

4) Remove A -% Limitation: Total cost 10 points.

5) Remove A -% Limitation: Total cost 11 points.

6) Add A +% Advantage: 49 Active Points; total
cost 11 points.

7) Add A +% Advantage: 52 Active Points; total
cost 11 points.

8) Add A -% Limitation: Total cost 9 points.

9) Add A -¥ Limitation: Total cost 9 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 8 points.

@& KNITWOUND

Effect: Regeneration (2 BODY/Turn)
Target: Up to 250 people
Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Time Limit (duration of 1 hour)
Range: No Range

Magic Roll Penalty: -6

END Cost: 6 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to

250 soldiers the power to heal their own wounds
instantly. They retain the power for one hour from
the time of casting.



Hero System Grimoire = Areomancy

Game Information: Grant the following power to
other characters: Regeneration (2 BODY/Turn)
(32 Active Points); Time Limit (duration of 1
Hour; -%). Total cost: 18 points.

Casting: 18 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (58 Active
Points); OAF Expendable (chirurgeon’s tool,
Difficult to obtain; -1%), Concentration (0 DCV;
-%), Extra Time (Full Phase; -1%), Gestures (-%4),
Incantations (-%), Requires A Magic Roll (-}2).
Total cost: 14 points.

Options:
1) Free Spell: Total cost: 19 points.
2) Remove A +% Advantage: 54 Active Points;
total cost 13 points.
3) Remove A +¥% Advantage: 49 Active Points;
total cost 11 points.
4) Remove A -% Limitation: Total cost 14 points.
5) Remove A -% Limitation: Total cost 15 points.
6) Add A +% Advantage: 63 Active Points; total
cost 15 points.
7) Add A +% Advantage: 67 Active Points; total
cost 16 points.
8) Add A -% Limitation: Total cost 13 points.
9) Add A -¥ Limitation: Total cost 12 points.
10) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 11 points.

& MASS CHIRURGY

Effect: Simplified Healing 4d6
Target: 125m Radius

Gasting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -10

END Cost: 10

Description: This spell heals the injuries of
everyone in a 125m radius around the caster.

Game Information: Simplified Healing 4d6, Area
Of Effect (125m Radius; +1%) (100 Active Points);
OAF Expendable (bloodstone etched with mystic
runes, Difficult to obtain; -1%), Extra Time (Full
Phase; -1%), Gestures (-%), Incantations (-%4),
Requires A Magic Roll (-%), Spell (-12). Total cost:
23 points.

Options:

1) Strong Spell: Increase to Simplified Healing
5d6. 125 Active Points; total cost 29 points.

2) Weak Spell: Decrease to Simplified Healing
3d6. 75 Active Points; total cost 18 points.

3) Free Spell: Total cost: 33 points.

4) Remove A +% Advantage: 90 Active Points;
total cost 21 points.

5) Remove A +% Advantage: 80 Active Points;
total cost 19 points.

6) Remove A -% Limitation: Total cost 25 points.

7) Remove A -% Limitation: Total cost 27 points.

8) Add A +% Advantage: 110 Active Points; total
cost 26 points.

9) Add A +% Advantage: 120 Active Points; total
cost 28 points.
10) Add A -% Limitation: Total cost 22 points.
11) Add A -% Limitation: Total cost 21 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 19 points.

& TELEPORTATION BARRIER

Effect: Cannot Be Escaped With
Teleportation (+Y) for the
exterior walls of up to 10 PD

Target: One structure

Casting Time: 1Turn

Casting Procedures: Focus, Gestures, Incantations
Duration: Time Limit (duration of 1

Hour, +1 hour per point by
which the caster succeeds
with his Magic roll)

Range: Touch
Magic Roll Penalty: -1
END Cost: 0

Description: This spell renders the exterior walls
of a castle (or other structure) impassable via
Teleportation. Of course, in the case of some
structures, an attacker could teleport to a window
or the top of a wall, then climb or teleport into
the interior from there, but that’s a matter for the
structure’s designers to consider. The caster has
to either be in the structure, or able to touch the
exterior wall, to cast it.

Game Information: Cannot Be Escaped With Tele-
portation (+%) for the walls of a Base of up to 10
PD, Reduced Endurance (0 END; +%), Time Limit
(duration of 1 Hour, +1 hour per point by which
the caster succeeds with his Magic roll; +1%2) (12
Active Points); OAF Expendable (red ribbon tied
in a mystic knot, Easy to obtain; -1), Extra Time
(1 Turn to cast; -%), Gestures (throughout casting;
-%2), Incantations (throughout casting; -%), Only
Applies To Exterior Walls (-1%4), Requires A Magic
Roll (-%). Total cost: 3 points.

Options:

1) Free Spell: Total cost: 3 points.

2) Remove A +% Advantage: 11 Active Points;
total cost 2 points.

3) Remove A +% Advantage: 10 Active Points;
total cost 2 points.

4) Remove A -% Limitation: Total cost 3 points.

5) Remove A -% Limitation: Total cost 3 points.

6) Add A +Y% Advantage: 13 Active Points; total
cost 3 points.

7) Add A +% Advantage: 14 Active Points; total
cost 3 points.

8) Add A -% Limitation: Total cost 2 points.

9) Add A -¥ Limitation: Total cost 2 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 2 points.
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MOVEMENT SPELLS
@& ARMY APORTATION

Effect: Teleportation 20m, MegaScale
(1m =1 km), Usable As Attack

Target: 32m Radius

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 400m

Magic Roll Penalty: -9

END Cost: 9

Description: This spell allows a battle-mage to
teleport everyone and everything in a 32m radius.
He might use this to get friendly troops inside a
fortress, to send part of an enemy army far away
from the battlefield, or to aport an attacking regi-
ment into a river... or over a cliffside.

The weight limit for this Usable As Attack
spell — 100 kg — applies per 1m radius area. That
prevents the caster from transporting large objects
and some non-human troops, but should suffice to
Teleport one armed soldier per 1m radius area.

Hero System 6th Edition

Game Information: Teleportation 20m, Area

Of Effect (32m Radius; +1), MegaScale (1m = 1
km; +1), Usable As Attack (+1%), Ranged (+%)
(95 Active Points); OAF Expendable (moebius
strip made of a cloth-of-gold ribbon, Difficult to
obtain; -1%), Gestures (-%4), Incantations (-%),
Requires A Magic Roll (-%2), Spell (-%). Total cost:
25 points.

Options:
1) Strong Spell: Increase to Teleportation 30m.
142 Active Points; total cost 38 points.
2) Weak Spell: Decrease to Teleportation 10m.
47 Active Points; total cost 12 points.
3) Free Spell: Total cost: 38 points.
4) Remove A +% Advantage: 90 Active Points;
total cost 24 points.
5) Remove A +% Advantage: 85 Active Points;
total cost 23 points.
6) Remove A -Y% Limitation: Total cost 27 points.
7) Remove A -% Limitation: Total cost 29 points.
8) Add A +% Advantage: 100 Active Points; total
cost 27 points.
9) Add A +% Advantage: 105 Active Points; total
cost 28 points.
10) Add A -% Limitation: Total cost 24 points.
11) Add A -% Limitation: Total cost 22 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 20 points.
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@& EAGLE SOLDIERS

Effect: Flight 40m

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant

Range: No Range

Magic Roll Penalty: -6

END Cost: 6 to cast, 4 for recipients to use

Description: This spell grants a group of up to 250
soldiers the power to fly. Once a recipient starts to
fly, he can keep flying as long as he spends END. If
he ever lands, or stops paying END for any reason,
the Flight fades and he cannot use the power again
until the spell granting it is cast again.

Game Information: Grant the following power to
other characters: Flight 40m (40 Active Points);
Recipient May Only Use The Flight Once Per
Casting (-1). Total cost: 20 points.

Casting: 20 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (65 Active
Points); OAF Expendable (gilded griffin’s feather,
Very Difficult to obtain; -1%), Extra Time (Full
Phase; -1), Gestures (-%4), Incantations (-%),
Requires A Magic Roll (-%2). Total cost: 16 points.
Options:

1) Free Spell: Total cost: 26 points.

2) Remove A +% Advantage: 60 Active Points;
total cost 15 points.

3) Remove A +% Advantage: 55 Active Points;
total cost 14 points.

4) Remove A -Y% Limitation: Total cost 17 points.

5) Remove A -% Limitation: Total cost 18 points.

6) Add A +% Advantage: 70 Active Points; total
cost 17 points.

7) Add A +% Advantage: 75 Active Points; total
cost 19 points.

8) Add A -% Limitation: Total cost 15 points.

9) Add A -¥ Limitation: Total cost 14 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 13 points.

@ MAGEWALKING ARMY

Effect: Teleportation 40m

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: No Range

Magic Roll Penalty: -6

END Cost: 6 to cast, 4 for recipients to use

Description: This spell grants a group of up to 250
soldiers the power to teleport.

Game Information: Grant the following power to
other characters: Teleportation 40m (40 Active
Points); Extra Time (Full Phase; -15). Total cost: 27
points.

Casting: 27 Active Points, Usable Simulta-
neously (up to 250 people at once; +2%) (88
Active Points); OAF Expendable (two gold balls,

a small one inside a large one, Very Difficult

to obtain; -1%), Extra Time (Full Phase; -%5),
Gestures (-%4), Incantations (-%), Requires A
Magic Roll (-%2). Total cost: 22 points.
Options:
1) Free Spell: Total cost: 35 points.
2) Remove A +% Advantage: 81 Active Points;
total cost 20 points.
3) Remove A +% Advantage: 74 Active Points;
total cost 18 points.
4) Remove A -% Limitation: Total cost 23 points.
5) Remove A -% Limitation: Total cost 25 points.
6) Add A +% Advantage: 94 Active Points; total
cost 23 points.
7) Add A +% Advantage: 141 Active Points; total
cost 25 points.
8) Add A -4 Limitation: Total cost 21 points.
9) Add A -¥ Limitation: Total cost 19 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 18 points.

& SCALING LIKE SPIDERS

Effect: Clinging (normal STR)

Target: Up to 250 people

Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Time Limit (duration of 1 hour)
Range: No Range

Magic Roll Penalty: -5

END Cost: 2 to cast, 0 for recipients to use

Description: This spell grants a group of up to 250
soldiers the power to cling to walls, ceilings, and
other surfaces just like an insect — thus allowing
them to scale castle walls without ladders or ropes.
They retain the power for one hour from the time
of casting.

Game Information: Grant the following power to
other characters: Clinging (normal STR), Time
Limit (duration of 1 Hour; +1%). Total cost: 22
points.

Casting: 22 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (71 Active
Points); OAF Expendable (tiny brass spider,
Difficult to obtain; -1%), Extra Time (Full Phase;
-14), Gestures (-%), Incantations (-%), Requires A
Magic Roll (-%4). Total cost: 19 points.

Options:

1) Free Spell: Total cost: 28 points.

2) Remove A +% Advantage: 66 Active Points;
total cost 18 points.

3) Remove A +¥% Advantage: 60 Active Points;
total cost 16 points.

4) Remove A -% Limitation: Total cost 20 points.

5) Remove A -% Limitation: Total cost 22 points.

6) Add A +% Advantage: 77 Active Points; total
cost 20 points.

7) Add A +% Advantage: 82 Active Points; total
cost 22 points.

8) Add A -4 Limitation: Total cost 18 points.

9) Add A -¥ Limitation: Total cost 17 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 15 points.
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SENSORY SPELLS
@ NIGHTFIGHTER’S EYES

Effect: Nightvision
Target: Up to 250 people
Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Time Limit (duration of 1 hour)
Range: No Range

Magic Roll Penalty: -1

END Cost: 1 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to
250 soldiers the power to see clearly even on the
darkest night. They retain the power for one hour
from the time of casting.

Game Information: Grant the following power to
other characters: Nightvision (5 Active Points);
Time Limit (duration of 1 Hour; -3). Total cost: 3
points.

Casting: 3 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (10 Active
Points); OAF Expendable (a dried owl’s eye,
Difficult to obtain; -1%), Extra Time (Full Phase;
-15), Gestures (-%), Incantations (-%), Requires A
Magic Roll (-%2). Total cost: 3 points.

Options:

1) Free Spell: Total cost: 4 points.

2) Remove A +% Advantage: 9 Active Points;
total cost 2 points.

3) Remove A +¥%: Advantage: 8 Active Points;
total cost 2 points.

4) Remove A -% Limitation: Total cost 3 points.

5) Remove A -% Limitation: Total cost 3 points.

6) Add A +% Advantage: 10 Active Points; total
cost 3 points.

7) Add A +% Advantage: 11 Active Points; total
cost 3 points.

8) Add A - Limitation: Total cost 2 points.

9) Add A -¥ Limitation: Total cost 2 points.

10) Ritual Battle Magic: Casting this spell requires

several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 2 points.
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@ PERCEPTIVENESS

Effect: +4 PER with all Sense Groups
Target: Up to 250 people
Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Time Limit (duration of 1 hour)
Range: No Range

Magic Roll Penalty: -6

END Cost: 6 to cast, 0 for recipi-

ents to use

Description: This spell grants a group of up to 250
soldiers senses as acute or more acute than those
of beasts. They retain the power for one hour from
the time of casting.

Game Information: Grant the following power to
other characters: +4 PER with all Sense Groups
(12 Active Points); Time Limit (duration of 1
Hour; -%). Total cost: 7 points.

Casting: 7 Active Points, Usable Simultane-
ously (up to 250 people at once; +2%) (23 Active
Points); OAF Expendable (head of a bat, Difficult
to obtain; -1%4), Concentration (0 DCV; -%), Extra
Time (Full Phase; -%), Gestures (-%), Incantations
(-%), Requires A Magic Roll (-%3). Total cost: 5
points.

Options:
1) Strong Spell: Increase to +6 PER with all Sense
Groups. 32 Active Points; total cost 7 points.
2) Weak Spell: Decrease to +2 PER with all Sense
Groups. 10 Active Points; total cost 2 points.
3) Free Spell: Total cost: 8 points.
4) Remove A +% Advantage: 21 Active Points;
total cost 5 points.
5) Remove A +¥% Advantage: 19 Active Points;
total cost 4 points.
6) Remove A -Y% Limitation: Total cost 6 points.
7) Remove A -% Limitation: Total cost 6 points.
8) Add A +% Advantage: 24 Active Points; total
cost 6 points.
9) Add A +% Advantage: 26 Active Points; total
cost 6 points.
10) Add A -% Limitation: Total cost 5 points.
11) Add A -¥ Limitation: Total cost 5 points.
12) Ritual Battle Magic: Casting this spell requires
several wizards. Add Requires Multiple Users
(9 casters; -1). Total cost: 4 points.
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BLAGK

lack Magic means spells used by evil

spellcasters — or at least spellcasters who

are willing to risk their souls trafficking

with the dark powers. In many magic
systems Black Magic is related to (or even a part
of) Necromancy, Voodoo, or Witchcraft, but it
doesn’t have to be. Keeping it as a separate form
of magic gives you more ways to make villainous
mages and evil priests distinctive!

SELLING YOUR SOUL

In literature, one common explanation for how
a character gets Black Magic spells and powers
is this: he sells his soul to the Devil (or, in many
gaming settings, a devil). In exchange for the
caster’s soul, the Devil grants him great power...
but when the caster dies, the Devil drags him
screaming down to Hell for an eternity of torment.
(In a Fantasy gaming setting, “eternity of torment”
may become “eternity of service as a warrior/slave
of Hell”).

In game terms, you can represent a character’s
selling of his soul by taking one or more Compli-
cations, then using them to buy various abilities
as well as Black Magic spells and the like. The
abilities represent the benefits (such as they are) of
not having a soul. Primarily this means immunity
to powers that attack the soul, such as the Soulrip
spell (page 188), Transforms of the Spirit, and the
like:

Cost Power

7 Has No Soul: Resistant Protection (24 ED) (36
Active Points); Only Works Against Limited
Type Of Attack (Soulrip [page 188] and
other spells and powers that inflict injury by
attacking the soul; -4)

6 Has No Soul: Power Defense (30 points) (30
Active Points); Only Works Against Limited
Type Of Attack (spells and powers that work
by attacking the soul; -4)

WABIG

These are the only two abilities that a character
must buy to represent not having a soul. However,
a character can justify buying numerous other
abilities with the special effect of “I sold my soul
for power” In addition to Black Magic (or other)
spells, some of the most common include:

Cost Power
30  The Devil’s Own Luck: Luck 6d6
15 The Devil Made Me Rich: Money: Filthy Rich

9 Devilishly Beautiful: Striking Appearance
+3/+3d6

In some stories, the Devil doesn’t take the
character’s soul at first. Instead, he promises him
power, wealth, or whatever else he wants for a
period of time (typically seven years), then claims
both his soul and his life at the end of that time. In
that case, the character might not have the Has No
Soul abilities (since he does, in fact, still have his
soul), but could easily have some of the Complica-
tions described below (particularly Watched by
the Devil).

As to the appropriate Complications, here are
some suggestions. First, a character could take
a Distinctive Feature. Perhaps “sensitives” (such
as other spellcasters, mediums, priests, and the
like) can perceive that he has no soul. Another
possibility is that selling his soul means he no
longer casts a shadow, which everyone can see. In
either case, the Feature tends to make other people
recoil in horror, or at least refuse to have anything
more to do with the character than they possibly
have to.

Value Complication

15  Distinctive Features: has no soul (Not Conceal-
able; Causes Extreme Reaction; Detectable
Only By Unusual Senses)

25  Distinctive Features: casts no shadow (Not
Concealable; Causes Extreme Reaction)

Second, the character could take an Enraged/
Berserk, representing the fact that without a soul,
he has much less self-control than normal.
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WHITE MAGIC

In most Fantasy settings,
the opposite of Black
Magic is Divine Magic
(the holy magics and
sacred spells cast by
priests and their ilk).
However, you could, if
you wanted, establish
an antipathetic type of
arcane magic called
White Magic. Many
White Magic spells
would be very similar
to Black Magic spells,
with but with reversed
special effects and
Power Modifiers. For
example, there might
be a Bright Mantle spell
instead of Dark Mantle,
which provides extra
defense against Evil
attacks. Other White
Magic spells might
mimic some divine
magics, though they
probably wouldn’t be
quite as powerful.

Third, the character could take a Hunted —
typically by the Devil, who wants to keep tabs
on his “investment?” This is probably a Watched,
though the Devil may actively try to kill the char-
acter to get his soul more quickly (a wise char-
acter negotiates a provision in the sales contract
forbidding this, of course). However, in a setting
with multiple soul-buying devils, a “competitor”
devil might try to harass the character for his own
purposes.

Value Complication

10 Hunted: by the Devil (Infrequently, Mo Pow, NCI,
Watching)

20  Hunted: by the Devil (Infrequently, Mo Pow, NClI,
Kill)

Fourth, the character might have various
Psychological Complications caused by or
deriving from his lack of a soul. Some examples
include:

Value Gomplication

25  Psychological Complication: Utterly Evil
(Very Common, Total)

20  Psychological Complication: Desperate To
Regain His Soul And Rescind The Bargain With
The Devil (Common, Total)

15 Psychological Complication: Greedy (Common,
Strong)

Fifth, the character might suffer from a Social
Complication. The lack of a soul somehow makes
him seem “wrong” to other people — they feel
uncomfortable in his presence and have difficulty
getting along with him. He suffers a minimum -2
penalty to all attempts to use Interaction Skills in
a friendly or helpful way (but may receive a corre-
sponding bonus to Interrogation), and a -2d6 or
greater penalty on “friendly” Presence Attacks.

Value Complication

20  Social Complication: Has No Soul
(Very Frequently, Major)

Lastly, not having a soul may make the char-
acter Susceptible to the same sorts of things that
demons and undead are: holy water or symbols;
sacred places; and the like.

CASTING BLACK MAGIC SPELLS

To emphasize the foul and corrupting nature of
Black Magic (even in comparison to Necromancy
and Witchcraft), the GM may want to make these
spells dangerous to use. In short, learning or
casting Black Magic spells corrupts and imperils
the spellcaster’s soul (if he still has one).

If the GM institutes this rule, then the use of
Black Magic spells works a subtle Major Trans-
form on a spellcaster. Every spell learned incurs a
few points of Transform damage; every spell cast
incurs a point or less (no defense applies against
this). The exact rate is up to the GM; it all depends
on how quickly he wants characters to suffer the
effects. For example, a rate of 2 points of damage
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per spell learned and 1 point per spell cast will
corrupt characters quickly.

On the other hand, a rate of .5 points per spell
learned and .1 points per spell cast leaves the
caster’s soul intact for a much longer period of
time. This Transform works against the charac-
ter’s EGO instead of his BODY, and the only way
to heal the damage is special divine magic spells
(or perhaps some other powerful magics, such as
Grant Wish).

When the Transform is complete, the character
gains some of the Complications described above.
The GM chooses which ones, but the Utterly Evil
Psychological Complication and Has No Soul
Social Complication (renamed Corrupted Soul)
are probably the most common. Even after the
character’s soul becomes corrupt, keep track of the
Transform damage he continues to accumulate;
this affects how difficult it is to “heal” his soul
(should anyone ever try).

At the GM’s option, characters can add this
effect as a Side Effect for a spell (minor effect,
always occurs; -14).

OFFENSIVE SPELLS
& AGONY

Effect: Mental Blast 3d6, Does BODY
Target: One character

Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: LOS

Magic Roll Penalty: -6

END Cost: 6

Description: This spell allows a black magician

to inflict twisting torment upon another person.
The pain is so intense that it causes actual physical
harm (i.e., BODY damage). Injuries it inflicts
manifest as pustules, sores, and the like erupting
upon the target’s body, the target bleeding from
his eyes or fingernails, or the like.

Game Information: Mental Blast 3d6, Does BODY
(+1) (60 Active Points); OAF (amulet of jet,
incised with accursed symbols; -1), Gestures (-%),
Incantations (-%), Requires A Magic Roll (-12),
Spell (-%2). Total cost: 17 points.

Options:

1) Strong Spell: Increase to Mental Blast 4d6. 80
Active Points; total cost 23 points.

2) Weak Spell: Decrease to Mental Blast 2d6. 40
Active Points; total cost 11 points.

3) Free Spell: Total cost: 24 points.

4) Remove A -% Limitation: Total cost 18 points.

5) Remove A -% Limitation: Total cost 20 points.

6) Add A +% Advantage: 67 Active Points; total
cost 19 points.

7) Add A +% Advantage: 75 Active Points; total
cost 21 points.

8) Add A -% Limitation: Total cost 16 points.

9) Add A -¥ Limitation: Total cost 15 points.
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@ BLOOD SACRIFICE

Effect: Aid Magic 4d6, Variable Effect
(any one Magic spell at a time)

Target: Self

Casting Time: 5 Minutes

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: Self

Magic Roll Penalty: -8

END Cost: 8

Description: This terrible spell uses the power of
blood to boost the power of the mage’s spells. By
sacrificing a medium-sized animal, such as a goat
or a dog (usually a black one) in a special night-
time ceremony, he can augment one of his spells
for several hours.

At the GM’s option, if a character sacrifices
a human (or other sentient being), the effect of
the spell is doubled — either increase it to Aid
Magic 8d6, or increase to Delayed Return Rate to
5 points per Day (or even Week). If the sacrifice
is a child or maiden, that may enhance the spell’s
effect even more.

Game Information: Aid Magic 4d6, Variable Effect
(any one Magic spell at a time; +%), Delayed
Return Rate (points fade at the rate of 5 per
Hour; +1%) (78 Active Points); OAF Expendable
(sacrifice itself, plus ritual knife and other tools,
Extremely Difficult to obtain; -2), Concentration
(0 DCV throughout casting; -1), Extra Time (5
Minutes; -2), Gestures (throughout; -%), Incan-
tations (throughout; -12), Only At Night Or In
Darkness (-%2), Requires A Magic Roll (-%2), Only
Aid Self (-1). Total cost: 9 points.

Options:

1) Strong Spell: Increase to Aid Magic 6d6. 117
Active Points; total cost 13 points.

2) Weak Spell: Decrease to Aid Magic 2d6. 39
Active Points; total cost 4 points.

3) Free Spell: Total cost: 11 points.

4) Place Of Power: The caster can only perform
a Blood Sacrifice at a specific sacrificial place.
Increase to OAF Expendable Immobile (-3).
Total cost: 8 points.

5) Remove A +% Advantage: 72 Active Points;
total cost 8 points.

6) Remove A +¥: Advantage: 66 Active Points;
total cost 7 points.

7) Remove A -% Limitation: Total cost 9 points.

8) Remove A -¥ Limitation: Total cost 9 points.

9) Add A +Y% Advantage: 84 Active Points; total
cost 9 points.

10) Add A +% Advantage: 90 Active Points; total
cost 10 points.

11) Add A -% Limitation: Total cost 8 points.

12) Add A -¥ Limitation: Total cost 8 points.

13) Expanded Spell I: Increase to Expanded Effect
+ Variable Effect (any two Magic spells or
powers at once; +1). 90 Active Points; total
cost 10 points.

14) Expanded Spell II: Increase to Expanded
Effect + Variable Effect (any four Magic spells
or powers at once; +2). 114 Active Points;
total cost 13 points.

15) Expanded Spell I1I: Increase to Expanded
Effect + Variable Effect (all Magic spells
or powers simultaneously; +4). 162 Active
Points; total cost 18 points.

& BLOOD VENGEANCE

Effect: Drain CON 3d6, Delayed Return
Rate (points return at the
rate of 5 per Century), costs
character 2 BODY permanently

Target: One character

Casting Time: Full Phase (Attack Action)
Casting Procedures: Gestures, Incantations
Duration: Instant

Range: 50m

Magic Roll Penalty: -7

END Cost: 15

Description: The aptly-named spell of Blood
Vengeance permanently weakens and injures

a foe... but at the cost of draining some of the
caster’s life essence. While few wizards willingly
cast a Blood Vengeance spell because the price is
so high, this fearsome enchantment remains a part
of the magical arsenal, giving pause to all those
who would harm a spellcaster.

At the GM’s option, characters can redefine
this spell to Drain some other Characteristic when
they buy it, or change the Side Effect to perma-
nently remove 2 Character Points’ worth of some
other Characteristic.

Game Information: Drain CON 3d6, Delayed
Return Rate (points return at the rate of 5 per
Century; +4) (150 Active Points); Extra Time
(Full Phase; -%4), Gestures (-%), Incantations (-%),
Limited Range (50m; -%), Requires A Magic Roll
(-1 per 20 Active Points; -%), Side Effect (costs
character 2 points of BODY permanently to cast;
-2), Spell (-%2). Total cost: 30 points.

Options:

1) Strong Spell: Increase to Drain CON 4d6. 200
Active Points; total cost 40 points.

2) Weak Spell: Decrease to Drain CON 2d6 and
1 BODY casting cost. 50 Active Points; total
cost 10 points.

3) Focused Spell: Add OAF (-1). Total cost: 25
points.

4) Remove A +% Advantage: 142 Active Points;
total cost 28 points.

5) Remove A +% Advantage: 135 Active Points;
total cost 27 points.

6) Remove A -% Limitation: Total cost 31 points.

7) Remove A -% Limitation: Total cost 33 points.

8) Add A +% Advantage: 157 Active Points; total
cost 31 points.

9) Add A +% Advantage: 165 Active Points; total
cost 33 points.

10) Add A -% Limitation: Total cost 28 points.
11) Add A -¥ Limitation: Total cost 27 points.
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& COFFIN NAILS

Effect: RKA 4d6, NND, Does BODY
Target: 1m Radius Accurate

(covers the entire world)
Casting Time: 1 Minute (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -0
END Cost: 16

Description: To cast this spell, the black magician
must visit a graveyard at midnight and dig up a
coffin — any coffin will do, provided it was nailed
shut before interment. After retrieving the coffin,
he removes the nails (he needs at least four; other-
wise, limit him to RKA 1d6 per nail used). After
speaking a magic charm over the nails to seal the
death-energy of the coffin into them, the caster
must then find one of his victim’s footprints. As he
drives the nails into the footprint, he speaks the
remaining words of the charm... and the victim
falls dead!

Game Information: RKA 4d6, NND (defense is
Life-Shielding or an active Wizard’s Shield; +1),
Does BODY (+1), Area Of Effect (1m Radius
Accurate; +%), MegaArea (1m area covers the
entire world; +2), Reduced Endurance (2 END;
+%) (345 Active Points); OAF Expendable (four
coffin nails, Difficult to obtain; -1%), Concen-
tration (0 DCV throughout; -1), Extra Time (1
Minute; -1%), Gestures (throughout; -12), Incanta-
tions (throughout; -%2), Must Have Access To
Victim’s Footprint (-%2), No Range (-%2), Requires
A Magic Roll (no Active Point penalty; -0), Spell
(-%). Total cost: 47 points.

Options:
1) Strong Spell: Increase to RKA 5d6. 431 Active
Points; total cost 59 points.
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2) Weak Spell: Decrease to RKA 3d6. 259 Active
Points; total cost 35 points.
3) Free Spell: Total cost: 57 points.
4) Remove A +% Advantage: 330 Active Points;
total cost 45 points.
5) Remove A +% Advantage: 315 Active Points;
total cost 43 points.
6) Remove A -% Limitation: Total cost 49 points.
7) Remove A -% Limitation: Total cost 51 points.
8) Add A +% Advantage: 360 Active Points; total
cost 50 points.
9) Add A +% Advantage: 375 Active Points; total
cost 52 points.
10) Add A -% Limitation: Total cost 46 points.
11) Add A -% Limitation: Total cost 44 points.
12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 43

points.

& CORRUPTION

Effect: Major Transform 6d6 (person
with normal soul into person
with corrupted soul)

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 100m

Magic Roll Penalty: -7

END Cost: 7

Description: This spell does to another character
what so many black magicians do to themselves
voluntarily: it corrupts the soul, making the victim
evil and depraved. Only certain priestly blessing
and magics can undo its effects.

This Transform works against the Spirit, and
when complete inflicts upon the target the Utterly
Evil and Corrupted Soul Complications described
above.
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Game Information: Major Transform 6d6 (person
with normal soul into person with corrupted soul;
heals back through application of certainly priestly
magics), ACV (uses OCV against DMCV; +14) (75
Active Points); OAF (wand made of intertwined
ivory and jet; -1), Gestures (-%), Incantations
(-%), Limited Range (100m; -%), Limited Target
(beings with souls; -12), Requires A Magic Roll
(-¥4), Spell (-%2). Total cost: 18 points.

Options:
1) Strong Spell: Increase to Major Transform
8d6. 100 Active Points; total cost 23 points.
2) Weak Spell: Decrease to Major Transform
4d6. 50 Active Points; total cost 12 points.
3) Free Spell: Total cost: 23 points.
4) Remove A +% Advantage: 60 Active Points;
total cost 14 points.
5) Remove A -% Limitation: Total cost 19 points.
6) Remove A -¥ Limitation: Total cost 20 points.
7) Add A +% Advantage: 90 Active Points; total
cost 21 points.
8) Add A +% Advantage: 105 Active Points; total
cost 25 points.
9) Add A -% Limitation: Total cost 17 points.
10) Add A -¥ Limitation: Total cost 16 points.
11) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 15

points.
& CURSE
Effect: Drain [one Characteristic] 4d6
Target: 1m Radius Accurate

(covers the entire world)

Gasting Time: 1 Hour (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -0
END Cost: 13

Description: This spell afflicts the victim with a
long-lasting debilitation of some sort.

In game terms Curse is defined as a long-
lasting Drain of one Characteristic. The character
must define which characteristic it affects when he
buys the spell, and cannot change it thereafter:

m Curse Of Weakness: Drain STR

m Curse Of Palsy: Drain DEX

m Curse Of Enervation: Drain CON

m Curse Of Feeblemindedness: Drain INT

m Curse Of Confusion: Drain EGO

m Curse Of Cowardice: Drain PRE

m Curse Of Inaccuracy: Drain OCV

m Curse Of Vulnerability: Drain DCV

m Curse Of Mental Inaccuracy: Drain OMCV
m Curse Of Mental Vulnerability: Drain DMCV
m Curse Of Slowness: Drain SPD

m Curse Of Frailty: Drain PD

m Curse Of Burning: Drain ED

m Curse Of Slow Healing: Drain REC

m Curse Of Weariness: Drain END

m Curse Of Sickness: Drain BODY

m Curse Of Pain: Drain STUN

51

Game Information: Drain [one Characteristic]
4d6, Delayed Return Rate (points return at the rate
of 5 per Year; +3%), Area Of Effect (1m Radius
Accurate; +1), MegaArea (1m area covers the
entire world; +2), Reduced Endurance (¥ END;
+%) (280 Active Points); OAF Expendable (black
cat sacrifice plus sacrificial tools and supplies,
Extremely Difficult to obtain; -2), Concentration
(0 DCV throughout casting; -1), Extra Time (1
Hour; -3), Gestures (throughout; -%), Incanta-
tions (throughout; -%2), No Range (-%4), Requires
A Magic Roll (no Active Point penalty; -0), Spell
(-%). Total cost: 31 points.
Options:
1) Strong Spell: Increase to Drain DEX 6d6. 420
Active Points; total cost 47 points.
2) Weak Spell: Decrease to Drain DEX 2d6. 140
Active Points; total cost 15 points.
3) Free Spell: Total cost: 40 points.
4) Remove A +% Advantage: 270 Active Points;
total cost 30 points.
5) Remove A +% Advantage: 260 Active Points;
total cost 29 points.
6) Remove A -% Limitation: Total cost 32 points.
7) Remove A -% Limitation: Total cost 33 points.
8) Add A +% Advantage: 290 Active Points; total
cost 32 points.
9) Add A +% Advantage: 300 Active Points; total
cost 33 points.

10) Add A -% Limitation: Total cost 30 points.

11) Add A -% Limitation: Total cost 29 points.

12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 29
points.

13) Combat Curse: Change to Extra Time (Full
Phase; -12). Total cost: 43 points.

& CURSE OF BLINDNESS

Effect: Major Transform 8d6 (sighted
being into blind being), Indirect
Target: 1m Radius Accurate
(covers the entire world)
Casting Time: 1 Hour (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -0
END Cost: 28

Description: This foul Black Magic spell strikes
blind the person against whom it’s used. Only a
reverse casting of the same spell, or certain priestly
curing-magics, can heal the effects.

Game Information: Major Transform 8d6 (sighted
being into blind being; heals back through another
application of this spell or a like spell), Area Of
Effect (1m Radius Accurate; +%), MegaArea (1m
area covers the entire world; +2) (280 Active
Points); OAF Expendable (black dog sacrifice plus
sacrificial tools and supplies, Extremely Difficult
to obtain; -2), Concentration (0 DCV throughout
casting; -1), Extra Time (1 Hour; -3), Gestures
(throughout; -14), Incantations (throughout; -12),
No Range (-%2), Requires A Magic Roll (no Active
Point penalty; -0), Spell (-%2). Total cost: 31 points.
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Options:

1) Strong Spell: Increase to Major Transform
10d6. 350 Active Points; total cost 39 points.

2) Weak Spell: Decrease to Major Transform
6d6. 210 Active Points; total cost 23 points.

3) Free Spell: Total cost: 40 points.

4) Remove A +% Advantage: 260 Active Points;
total cost 29 points.

5) Remove A +¥%: Advantage: 240 Active Points;
total cost 27 points.

6) Remove A -% Limitation: Total cost 32 points.

7) Remove A -¥: Limitation: Total cost 33 points.

8) Add A +% Advantage: 300 Active Points; total
cost 33 points.

9) Add A +% Advantage: 320 Active Points; total
cost 35 points.

10) Add A -% Limitation: Total cost 30 points.

11) Add A -% Limitation: Total cost 29 points.

12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 29
points.

13) Combat Curse: Change to Extra Time (Full
Phase; -12). Total cost: 43 points.

& DEATH CURSE

Effect: RKA 8d6, NND, Does BODY
Target: 1m Radius Accurate

(covers the entire world)
Casting Time: 1 Hour (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -0
END Cost: 33

Description: This terrible curse instantly slays a
person named by the witch in a mystic ceremony.

Game Information: RKA 8d6, NND (defense is
Life-Shielding; +1), Does BODY (+1), Area Of
Effect (1m Radius Accurate; +%), MegaArea

(1m area covers the entire world; +2), Reduced
Endurance (Y2 END; +%4) (690 Active Points);
OAF Expendable (black cat sacrifice plus sacri-
ficial tools and supplies, Extremely Difficult to
obtain; -2), Concentration (0 DCV throughout
casting; -1), Extra Time (1 Hour; -3), Gestures
(throughout; -12), Incantations (throughout; -12),
No Range (-%2), Requires A Magic Roll (no Active
Point penalty; -0), Spell (-%). Total cost: 77 points.
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Options:

1) Strong Spell: Increase to RKA 10d6. 862
Active Points; total cost 96 points.

2) Weak Spell: Decrease to RKA 6d6. 517 Active
Points; total cost 57 points.

3) Free Spell: Total cost: 98 points.

4) Remove A +% Advantage: 660 Active Points;
total cost 73 points.

5) Remove A +¥%: Advantage: 630 Active Points;
total cost 70 points.

6) Remove A -% Limitation: Total cost 79 points.

7) Remove A -% Limitation: Total cost 81 points.

8) Add A +% Advantage: 720 Active Points; total
cost 80 points.

9) Add A +% Advantage: 750 Active Points; total
cost 83 points.

10) Add A -% Limitation: Total cost 74 points.

11) Add A -% Limitation: Total cost 73 points.

12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 71
points.

13) Combat Curse: Change to Extra Time (Full
Phase; -12). Total cost: 106 points.

& THE EVIL EYE

Effect: Drain 1d6, Expanded Effect
+ Variable Effect (any two
Characteristics at once),
Damage Over Time

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 10m

Magic Roll Penalty: -4

END Cost: 4

Description: This special curse-like spell allows

a black magician to inflict grievous harm upon
another person merely by looking at him. He must
make eye contact with the victim, which means
he has to be fairly close to him (this is also why
many people refuse to look directly at anyone
they suspect of practicing Black Magic). He then
utters a malediction of some sort, and the harm
described soon starts to affect the victim until,
slowly but surely, he’s crippled by it. The black
magician can instantly dispel the effects of the
Evil Eye if he so chooses; this counts as a Limita-
tion because it’s a well-known fact and often leads
people to hunt down a black magician whom they
believe has cursed one of their relatives or friends.
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Game Information: Drain 1d6, Expanded Effect +
Variable Effect (any two Characteristics at once;
+1), Delayed Return Rate (points return at the rate
of 5 per Month; +2%) (47 Active Points); Caster
Can Instantly Alleviate Effects (-}2), Damage Over
Time (6 increments, one per hour for 6 Hours,
defense only applies once, cannot be used again on
same victim until all increments accrue; -1), Eye
Contact Required (-%), Extra Time (onset time of
5 Minutes; -2), Gestures (-%), Incantations (-%4),
Limited Range (10m; -%), Requires A Magic Roll
(-%2), Spell (-%2). Total cost: 7 points.

Options:
1) Strong Spell: Increase to Drain 2d6. 95 Active
Points; total cost 14 points.
2) Weak Spell: Decrease to Drain %2d6. 24 Active
Points; total cost 3 points.
3) Focused Spell: Add OAF (-1). Total cost: 6
points.
4) Remove A +% Advantage: 45 Active Points;
total cost 7 points.
5) Remove A +¥% Advantage: 42 Active Points;
total cost 6 points.
6) Remove A -% Limitation: Total cost 7 points.
7) Remove A -% Limitation: Total cost 7 points.
8) Add A +% Advantage: 45 Active Points; total
cost 7 points.
9) Add A +% Advantage: 52 Active Points; total
cost 8 points.
10) Add A -% Limitation: Total cost 7 points.
11) Add A -% Limitation: Total cost 6 points.

@ HELLFIRE

Effect: RKA 2d6, Penetrating (x2)
Target: One character

Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 60m

Magic Roll Penalty: -6

END Cost: 6

Description: This spell summons up a tiny spark
of the very fires of Hell and hurls it at the target.
Even the most potent magical defenses rarely
provide full protection against hellfire.

Game Information: RKA 2d6, Penetrating (x2;
+1) (60 Active Points); OAF Expendable (ball of
sulphur and charcoal, Difficult to obtain; -1%),
Gestures (-%), Incantations (-%), Limited Range

(60m; -%4), Requires A Magic Roll (-12), Spell (-%2).

Total cost: 15 points.

Options:

1) Strong Spell: Increase to RKA 3d6. 90 Active
Points; total cost 22 points.

2) Weak Spell: Decrease to RKA 1d6. 30 Active
Points; total cost 7 points.

3) Free Spell: Total cost: 22 points.

4) Remove A +% Advantage: 52 Active Points;
total cost 13 points.

5) Remove A +% Advantage: 45 Active Points;
total cost 11 points.

6) Remove A -% Limitation: Total cost 16 points.
7) Remove A -% Limitation: Total cost 17 points.
8) Add A +% Advantage: 67 Active Points; total
cost 17 points.
9) Add A +% Advantage: 75 Active Points; total
cost 19 points.
10) Add A -% Limitation: Total cost 14 points.
11) Add A -% Limitation: Total cost 13 points.
12) Deadly Hellfire: Almost no one can resist this
form of Hellfire. Remove Penetrating (+1)
and add NND (defense is Wizard’s Shield;
+1), Does BODY (+1). 90 Active Points; total
cost 22 points.

& HEX

Effect: Major Transform 8d6 (person
into person with Unluck 4d6)

Target: One character

Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 40m

Magic Roll Penalty: -8

END Cost: 8

Description: This spell allows a black magician to
inflict a curse of ill fortune upon another person
who's nearby. If the spell succeeds, the victim

is doomed to misfortune until such time as the
caster chooses to lift the malediction (or some
other spellcaster removes it).

Game Information: Major Transform 8d6 (person
into person with Unluck 4d6, heals back through
another application of this spell or a like spell)

(80 Active Points); OAF Expendable (mandrake
root harvested in a special ceremony, Difficult

to obtain; -1%), Extra Time (Full Phase; -%),
Gestures (-%), Incantations (-%), Limited Range
(40m; -%4), Limited Target (sentient beings; -1%4),
Requires A Magic Roll (-%2), Spell (-%2). Total cost:
17 points.

Options:

1) Strong Spell: Increase to Major Transform
10d6. 100 Active Points; total cost 21 points.

2) Weak Spell: Decrease to Major Transform
6d6. 60 Active Points; total cost 13 points.

3) Free Spell: Total cost: 23 points.

4) Remove A -% Limitation: Total cost 18 points.

5) Remove A -% Limitation: Total cost 19 points.

6) Add A +Y% Advantage: 100 Active Points; total
cost 21 points.

7) Add A +% Advantage: 120 Active Points; total
cost 25 points.

8) Add A -% Limitation: Total cost 16 points.

9) Add A -¥ Limitation: Total cost 15 points.

10) Long-Range Hex: This version of the spell can

affect someone anywhere in the world. Add
Area Of Effect (1m Radius Accurate; +%),
MegaArea (1m area covers the entire world;
+2), Reduced Endurance (%2 END; +%) and
change Limited Range (-%4) to No Range
(-%2). 300 Active Points; total cost 60 points.

53



54 = Black Magic

@ PESTILENCE

Effect: Drain BODY 1d6,
Damage Over Time
Target: 8 km Radius
Casting Time: 5 Minutes (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -5
END Cost: 5

Description: With this spell, a black magician

can start a virulent epidemic. Beginning an hour
after he casts the spell, everyone who was within 7
kilometers of him when he casts it begins to feel ill
— feverish, nauseous, possibly more. The victims
suffer 1d6 of Drain BODY that day, and another
1d6 the next day. This should kill most children
and elderly folk, and more than a few healthy
adults as well.

In the interest of properly representing the
special effect, the GM may rule that the loss of
BODY once the Drain reduces a character into the
negatives takes place once per 6 Hours or once per
Day, rather than once per Turn.

Game Information: Drain BODY 1d6, Area

Of Effect (8m Radius; +%), Delayed Return

Rate (fpoints return at the rate of 5 per Month;
+2%), MegaScale (1m = 1 km wide, broad, and
deep; +1), Personal Immunity (+%) (55 Active
Points); OAF Expendable (black rooster sacrifice
plus sacrificial tools and substances, Extremely
Difficult to obtain; -2), Concentration (0 DCV
throughout casting; -1), Damage Over Time (2
increments, one per day for 2 Days, defense only
applies once, cannot be used again on same victim
until all increments accrue; -4%), Extra Time (5
Minutes to cast; -2), Extra Time (1 Hour onset
time; -3), Gestures (throughout casting; -%2),
Incantations (throughout casting; -%), No Range
(-%2), Requires A Magic Roll (-12), Spell (-%2). Total
cost: 3 points.

Options:

1) Strong Spell: Increase to Drain BODY 2d6.
110 Active Points; total cost 7 points.

2) Weak Spell: Decrease to Drain BODY Y2d6. 27
Active Points; total cost 2 points.

3) Free Spell: Total cost: 4 points.

4) Remove A +% Advantage: 52 Active Points;
total cost 3 points.

5) Remove A +% Advantage: 50 Active Points;
total cost 3 points.

6) Remove A -% Limitation: Total cost 3 points.

7) Remove A -¥ Limitation: Total cost 3 points.

8) Add A +% Advantage: 57 Active Points; total
cost 3 points.

9) Add A +% Advantage: 60 Active Points; total
cost 4 points.

10) Add A -% Limitation: Total cost 3 points.

11) Add A -% Limitation: Total cost 3 points.

12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 3
points.
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& PUPPETEER

Effect: Telekinesis (30 STR),
Only To Puppeteer
Target: One character
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: 40m
Magic Roll Penalty: -4
END Cost: 4

Description: This spell allows the black magician
to use vile arcane forces to take hold of a victim’s
body and move it against the victim’s will. The
caster cannot pick the target up and move him
through the air, “punch” or “squeeze” the victim,
or the like — all he can do is move the victim’s
limbs and body to force the victim to walk and
perform other physical actions. The victim can,
of course, fight back with his own STR, which
may make puppeteering him a taxing endeavor;
he can also cry for help (unless the caster holds
his jaws shut with this spell) or the like. The spell
only has a range of 40m, so the caster must remain
within that distance of the victim or the spell ends
instantly.

See APG 122 for more on “puppeteering”

Game Information: Telekinesis (30 STR) (45
Active Points); OAF Expendable (mandrake

root harvested in a special ceremony, Difficult to
obtain; -1%), Affects Whole Object (-%), Gestures
(-%), Incantations (-%), Limited Range (40m;
-Y%), Only To Puppeteer (see text; -¥2), Requires A
Magic Roll (-14), Spell (-12). Total cost: 9 points.

Options:

1) Strong Spell: Increase to Telekinesis (40 STR).
60 Active Points; total cost 13 points.

2) Weak Spell: Decrease to Telekinesis (20 STR).
30 Active Points; total cost 6 points.

3) Free Spell: Total cost: 13 points.

4) Remove A -% Limitation: Total cost 10 points.

5) Remove A -¥ Limitation: Total cost 10 points.

6) Add A +% Advantage: 56 Active Points; total
cost 12 points.

7) Add A +% Advantage: 67 Active Points; total
cost 14 points.

8) Add A -Y Limitation: Total cost 9 points.

9) Add A -¥ Limitation: Total cost 8 points.
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& PUTRIFY

Effect: Minor Transform 3d6
(edible food and drink to
spoiled food and drink)
Target: Food (see text)
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: 50m
Magic Roll Penalty: -1
END Cost: 1

Description: With this spell a black magician

can spoil a quantity of prepared food and drink,
making it totally inedible. Bread becomes moldy,
wine turns into undrinkably bitter vinegar, meat
rots, and so forth. For purposes of this spell, the
GM should assume that each pound of food or
gallon of drink has 1 BODY, then use the total on
the dice to determine how much the spell ruins.

Game Information: Minor Transform 3d6 (edible
food and drink to spoiled food and drink, heals
back through another application of this spell

or another appropriate spell) (15 Active Points);
OAF Expendable (pig’s trotter, Easy to obtain; -1),
Gestures (-%), Incantations (-%), Limited Range
(50m; -%4), Limited Target (prepared food and

drink; -1), Requires A Magic Roll (-%2), Spell (-%2).

Total cost: 3 points.

Options:

1) Strong Spell: Increase to Minor Transform
4d6. 20 Active Points; total cost 4 points.

2) Weak Spell: Decrease to Minor Transform
2d6. 10 Active Points; total cost 2 points.

3) Free Spell: Total cost: 4 points.

4) Remove A -Y% Limitation: Total cost 3 points.

5) Remove A -% Limitation: Total cost 3 points.

6) Add A +Y% Advantage: 19 Active Points; total
cost 4 points.

7) Add A +% Advantage: 22 Active Points; total
cost 5 points.

8) Add A -Y% Limitation: Total cost 3 points.

9) Add A -¥ Limitation: Total cost 3 points.

& SEDUCTION

Effect: Mind Control 14d6,
Only To Seduce
Target: One character
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -7
END Cost: 7

Description: This foul spell allows the caster to
take control of the mind of another person and
force that person to submit to his disgusting lusts.

Game Information: Mind Control 14d6 (70 Active
Points); OAF Expendable (small amethyst, Very
Difficult to obtain; -1%), Eye Contact Required
(-%2), Gestures (-%), Incantations (-%), No Range
(-%), Only To Seduce Members Of The Opposite
Gender (-1), Requires A Magic Roll (-%2), Spell
(-%2). Total cost: 12 points.

Options:

1) Strong Spell: Increase to Mind Control 16d6.
80 Active Points; total cost 13 points.

2) Weak Spell: Decrease to Mind Control 12d6.
60 Active Points; total cost 10 points.

3) Free Spell: Total cost: 15 points.

4) Remove A -% Limitation: Total cost 12 points.

5) Remove A -% Limitation: Total cost 13 points.

6) Add A +% Advantage: 87 Active Points; total
cost 14 points.

7) Add A +% Advantage: 105 Active Points; total
cost 17 points.

8) Add A -Y% Limitation: Total cost 11 points.

9) Add A -¥ Limitation: Total cost 11 points.

& SPOOK

Effect: +40 PRE, Only To Make
Fear-Based Presence
Attacks Against Animals

Target: Varies

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant

Range: Self

Magic Roll Penalty: -4

END Cost: 4

Description: The powers of black magic, and

the presence of one who possesses them, often
frightens animals, making them nervous. This
spell heightens that effect, allowing a black magi-
cian to terrify one or more beasts.

Game Information: +40 PRE (40 Active Points);
OAF Expendable (talisman made of feathers from
a white rooster and a black rooster, Difficult to
obtain; -1%), Costs Endurance (-%), Gestures
(-%), Incantations (-%), Only To Make Fear-Based
Presence Attacks Against Animals (-2), Requires
A Magic Roll (-%), Spell (-%). Total cost: 6 points.

Options:

1) Strong Spell: Increase to +50 PRE. 50 Active
Points; total cost 8 points.

2) Weak Spell: Decrease to +30 PRE. 30 Active
Points; total cost 5 points.

3) Free Spell: Total cost: 8 points.

4) Remove A -% Limitation: Total cost 7 points.

5) Remove A -¥% Limitation: Total cost 7 points.

6) Add A +% Advantage: 50 Active Points; total
cost 8 points.

7) Add A +% Advantage: 60 Active Points; total
cost 10 points.

8) Add A -% Limitation: Total cost 6 points.

9) Add A -¥ Limitation: Total cost 6 points.
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& STEAL THE WILL

Effect: Mind Control 12d6, Telepathic
Target: One character

Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: LOS

Magic Roll Penalty: -7

END Cost: 7

Description: This spell allows a black magician to
take control of the mind of another — usually, but
not necessarily, to make that person commit foul
deeds against his will.

Game Information: Mind Control 12d6, Telepathic
(+%) (75 Active Points); OAF Expendable (mystic
diagram written in human blood on a special
square of parchment, Difficult to obtain; -1%4),
Gestures (-%), Incantations (-%), Requires A
Magic Roll (-%2), Spell (-%:). Total cost: 20 points.

Options:
1) Strong Spell: Increase to Mind Control 14d6.
87 Active Points; total cost 23 points.
2) Weak Spell: Decrease to Mind Control 10d6.
62 Active Points; total cost 16 points.
3) Free Spell: Total cost: 30 points.
4) Remove A +% Advantage: 60 Active Points;
total cost 16 points.
5) Remove A -% Limitation: Total cost 21 points.
6) Remove A -¥ Limitation: Total cost 23 points.
7) Add A +% Advantage: 90 Active Points; total
cost 24 points.
8) Add A +% Advantage: 105 Active Points; total
cost 28 points.
9) Add A -% Limitation: Total cost 19 points.
10) Add A -% Limitation: Total cost 18 points.
11) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 17

points.
& STORMCALLING
Effect: Change Environment (create
storms), +/-10 Temperature
Levels, Varying Combat Effects
Target: 4 km Radius
Casting Time: 5 minutes

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant
Range: No Range
Magic Roll Penalty: -11

END Cost: 11 per hour

Description: With this invocation, a black magi-
cian can change the weather to create a storm. The
temperature falls or rises as appropriate for the
prevailing weather conditions, the sky clouds up,
and the appropriate precipitation falls. (It takes
five minutes from the time the spell is cast for
these effects to fully manifest.) The storm covers

a four kilometer area. The effects, being artificial,
disperse fairly quickly once the caster stops paying
END.
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Game Information: Change Environment (create
storm), +/-10 Temperature Levels, Varying
Combat Effects, Area Of Effect (4m Radius; +%4),
MegaArea (1m = 1 km broad, wide, and deep; +1),
Delayed Endurance Cost (once per Hour; +%2)
(110 Active Points); OAF Expendable (the heart
of a black pig or hog, Difficult to obtain; -1%4),
Concentration (0 DCV throughout casting; -1),
Extra Time (5 Minutes to cast; -1), Extra Time

(5 Minutes onset time; -2), Gestures (two hands
throughout casting; -1), Incantations (throughout
casting; -12), No Range (-%2), Requires A Magic
Roll (-%2), Spell (-%). Total cost: 12 points.

Options:

1) Strong Spell: Increase to Area Of Effect (8m
Radius; +%2). 120 Active Points; total cost 13
points.

2) Weak Spell: Decrease to Area Of Effect (2m
Radius; +%). 110 Active Points; total cost 12
points.

3) Free Spell: Total cost: 14 points.

4) Remove A +% Advantage: 100 Active Points;
total cost 11 points.

5) Remove A +% Advantage: 90 Active Points;
total cost 10 points.

6) Remove A -% Limitation: Total cost 12 points.

7) Remove A -% Limitation: Total cost 12 points.

8) Add A +% Advantage: 120 Active Points; total
cost 13 points.

9) Add A +% Advantage: 130 Active Points; total
cost 14 points.

10) Add A -% Limitation: Total cost 11 points.

11) Add A -% Limitation: Total cost 11 points.

12) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 11
points.

DEFENSIVE SPELLS
@ CONGRESS WITH DEVILS

Effect: Power Defense (35 points),
Only Versus Succubi

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations

Duration: Time Limit (duration of 1
Hour, +1 hour per point by
which the caster succeeds
with his Magic roll)

Range: Self

Magic Roll Penalty: -3

END Cost: 0

Description: A favorite of young black magicians,
this spell confers protection upon the caster so
that he may cavort with succubi (or, for female
casters, incubi) without imperilling his soul
(assuming he still has one).
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Game Information: Power Defense (35 points)

(35 Active Points); OAF Expendable (a talisman
carved from meteoric iron and steeped in
menstrual blood for a fortnight, Very Difficult to
obtain; -1%), Concentration (0 DCV throughout
casting; -1), Extra Time (5 Minutes to cast; -1),
Gestures (throughout casting; -12), Incantations
(throughout casting; -%), Only Works Against
Limited Type Of Attack (succubus/incubus Trans-
forms and like powers; -2), Requires A Magic Roll
(-%), Time Limit (duration of 1 Hour, +1 hour per
point by which the caster succeeds with his Magic
roll; -14). Total cost: 4 points.

Options:

1) Strong Spell: Increase to Power Defense (40
points). 40 Active Points; total cost 5 points.

2) Weak Spell: Decrease to Power Defense (30
points). 30 Active Points; total cost 3 points.

3) Free Spell: Total cost: 5 points.

4) Remove A -% Limitation: Total cost 4 points.

5) Remove A -% Limitation: Total cost 4 points.

6) Add A +% Advantage: 44 Active Points; total
cost 5 points.

7) Add A +% Advantage: 52 Active Points; total
cost 6 points.

8) Add A -% Limitation: Total cost 4 points.

9) Add A -% Limitation: Total cost 4 points.
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Effect: Resistant Protection (4
PD/4 ED) plus Resistant
Protection (5 PD/5 ED), Only
Versus “Good” Magics

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations
Duration: Constant

Range: Self

Magic Roll Penalty: -3

END Cost: 2

Description: This spell protects a black magician
from attacks. It’s particularly effective against
“Good” magics. The exact definition of this is up
to the GM, based on the nature of the setting, but
it includes the divine magic of Good gods/reli-
gions, many of the spells of paladin-type charac-
ters and wizards aligned with the Light, and so
forth.

Game Information: Resistant Protection (4 PD/4
ED) (12 Active Points); OAF (an amulet of brass
set with an alectorius taken from a black rooster;
-1), Costs Endurance (-%), Gestures (-%4), Incan-
tations (-%), Requires A Magic Roll (-%) (total
cost: 3 points) plus Resistant Protection (5 PD/5
ED) (15 Active Points); OAF (an amulet of brass
set with an alectorius taken from a black rooster;
-1), Costs Endurance (-%), Gestures (-%), Incan-
tations (%), Linked (-%4), Only Works Against
Limited Type Of Attack (“Good” magics; -%),
Requires A Magic Roll (%) (total cost: 4 points).
Total cost: 7 points.
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Options:

1) Strong Spell: Increase to Resistant Protection
(6 PD/6 ED) plus Resistant Protection (8
PD/8 ED). 18 + 24 = 42 Active Points; total
cost 5 + 6 = 11 points.

2) Weak Spell: Decrease to Resistant Protec-
tion (3 PD/3 ED) plus Resistant Protection
(4 PD/4 ED). 9 + 12 = 21 Active Points; total
cost 2 + 3 =5 points.

3) Free Spell: Total cost: 5 + 5 = 10 points.

4) Remove A -Y Limitation: Total cost4 +4 =8
points.

5) Remove A -% Limitation: Total cost4 +4 =8
points.

6) Add A +% Advantage: 15 + 19 = 34 Active
Points; total cost 4 + 5 = 9 points.

7) Add A +% Advantage: 18 + 22 = 40 Active
Points; total cost 5 + 5 = 10 points.

8) Add A -% Limitation: Total cost3 +3 =6
points.

9) Add A -% Limitation: Total cost3 +3 =6
points.

@ IRON AMULET

Effect: Resistant Protection (8 PD/8
ED/8 Mental Defense/8 Power
Defense), Only Versus Demons

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant

Range: Self

Magic Roll Penalty: -5

END Cost: 5

Description: Because black magicians so often
traffic with demons, they often find it prudent to
provide themselves with extra protection against
demonic powers. An amulet of sky-iron and silver
offers just such a defense.

Game Information: Resistant Protection (8 PD/8
ED/8 Mental Defense/8 Power Defense) (48 Active
Points); OAF (amulet made of meteoric iron and
silver; -1), Costs Endurance (-%2), Gestures (-%4),
Incantations (-%), Only Works Against Limited
Type Of Attacks (attacks by demonic beings; -%4),
Requires A Magic Roll (-%2). Total cost: 13 points.

Options:

1) Strong Spell: Increase to Resistant Protection
(10 PD/10 ED/10 Mental Defense/10 Power
Defense). 60 Active Points; total cost 16
points.

2) Weak Spell: Decrease to Resistant Protec-
tion (6 PD/6 ED/6 Mental Defense/6 Power
Defense). 36 Active Points; total cost 10
points.

3) Remove A -Y% Limitation: Total cost 14 points.

4) Remove A - Limitation: Total cost 15 points.

5) Add A +% Advantage: 60 Active Points; total
cost 16 points.

6) Add A +% Advantage: 72 Active Points; total
cost 19 points.

7) Add A -% Limitation: Total cost 12 points.

8) Add A -¥ Limitation: Total cost 11 points.
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@ PATHS OF THE UNSEEN

Effect: Invisibility to Sight
Group, No Fringe
Target: Self
Casting Time: Half Phase
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: Self
Magic Roll Penalty: -3
END Cost: 3

Description: This spell renders a black magician
unseen by human eyes, thus allowing him to work
his wickedness unhindered and to hide from his
enemies. Casting it requires a special bone from

a black cat. The caster must boil a black cat alive
until the flesh falls off the bones, then test each
bone until he finds the one that confers the power
of invisibility upon him.

Game Information: Invisibility to Sight Group, No
Fringe (30 Active Points); OAF (black cat’s bone,
see text; -1), Gestures (-%), Incantations (-%),
Requires A Magic Roll (-12). Total cost: 10 points.

Options:

1) Remove A -% Limitation: Total cost 11 points.

2) Remove A -% Limitation: Total cost 12 points.

3) Add A +% Advantage: 37 Active Points; total
cost 12 points.

4) Add A +¥ Advantage: 45 Active Points; total
cost 15 points.

5) Add A -% Limitation: Total cost 9 points.

6) Add A - Limitation: Total cost 8 points.

MOVEMENT SPELLS
& DARK ROAD

Effect: Teleportation 40m,
x32 Noncombat
Target: Self
Casting Time: Half Phase
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: Self
Magic Roll Penalty: -6
END Cost: 6

Description: With this spell, a black magician
calls upon the infernal powers to transport him
from one point to another without crossing the
intervening space. A cloud of fire and brimstone
accompanies both the caster’s disappearance and
reappearance.

Game Information: Teleportation 40m, x32
Nomcombat (60 Active Points); OAF Expendable
(parchment talisman inscribed with invocations
and mystic symbols in human blood, Difficult to
obtain; -1%), Gestures (-%4), Incantations (-%),
Noisy (-%), Requires A Magic Roll (-%). Total
cost: 17 points.
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Options:

1) Strong Spell: Increase to Teleportation 50m.
70 Active Points; total cost 20 points.

2) Weak Spell: Decrease to Teleportation 30m.
50 Active Points; total cost 14 points.

3) Free Spell: Total cost: 27 points.

4) Remove A -Y% Limitation: Total cost 18
points.

5) Remove A -% Limitation: Total cost 20
points.

6) Add A +% Advantage: 75 Active Points; total
cost 21 points.

7) Add A +% Advantage: 90 Active Points; total
cost 26 points.

8) Add A -Y% Limitation: Total cost 16 points.

9) Add A -¥ Limitation: Total cost 15 points.

@ INVOCATION OF THE
GATES OF HELL

Effect: Extra-Dimensional Movement
(to one location in Hell)

Target: Self

Casting Time: 5 Minutes

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: Self

Magic Roll Penalty: -2

END Cost: 2

Description: By sacrificing a human (or other
sentient humanoid, in some Fantasy settings), a
black magician can open a portal to Hell so that
he can visit his infernal masters.

Game Information: Extra-Dimensional Move-
ment (to a specific location in Hell) (20 Active
Points); OAF Expendable (human sacrifice,

plus ritual knife and other tools, Extremely
Difficult to obtain; -2), Concentration (0 DCV
throughout casting; -1), Extra Time (5 Minutes;
-2), Gestures (two hands throughout casting; -1),
Incantations (throughout casting; -%), Requires
A Magic Roll (-%2). Total cost: 2 points.

Options:

1) Strong Spell: Increase to any location in Hell.
25 Active Points; total cost 3 points.

2) Free Spell: Total cost: 3 points.

3) Remove A -Y% Limitation: Total cost 3 points.

4) Remove A -¥ Limitation: Total cost 3 points.

5) Add A +% Advantage: 25 Active Points; total
cost 3 points.

6) Add A +% Advantage: 30 Active Points; total
cost 4 points.

7) Add A -% Limitation: Total cost 2 points.

8) Add A -% Limitation: Total cost 2 points.

9) Ritual Black Magic: Casting this spell
requires several black magicians. Add
Requires Multiple Users (6 casters; -%).
Total cost: 2 points.
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SENSORY SPELLS
@ EYES OF THE NIGHT

Effect: Nightvision

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations
Duration: Constant

Range: Self

Magic Roll Penalty: -1

END Cost: 1

Description: A black magician knows darkness
well; it does not impede him.

Game Information: Nightvision (5 Active Points);
OAF (jacinth amulet; -1), Costs Endurance (-12),
Requires A Magic Roll (-%2). Total cost: 2 points.

Options:

1) Free Spell: Total cost: 2 points.

2) Remove A -% Limitation: Total cost 2 points.

3) Remove A -% Limitation: Total cost 2 points.

4) Add A +Y% Advantage: 6 Active Points; total
cost 2 points.

5) Add A +% Advantage: 7 Active Points; total
cost 2 points.

6) Add A -% Limitation: Total cost 1 point.

7) Add A - Limitation: Total cost 1 point.

@ SCRYING

Effect: Clairsentience (Sight
and Hearing Groups)
Target: Area
Casting Time: 1 Minute
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: Up to 35,000 km
Magic Roll Penalty: -8
END Cost: 8

Description: With this spell, a black magician can
spy on other people, learning their secrets and
weaknesses. Casting it requires a special reflective
focus, typically a crystal ball or a mirror created
specially for this purpose.

Game Information: Clairsentience (Sight and
Hearing Groups), Mobile Perception Point, Mega-
Scale (1m = 100 km; +1%) (87 Active Points);
OAF Fragile (-1%), Concentration (0 DCV
throughout; -1), Extra Time (1 Minute to cast;
-%), Gestures (throughout casting; -%2), Incanta-
tions (throughout casting; -%4), Requires A Magic
Roll (-%2). Total cost: 16 points.
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Options:

1) Remove A +% Advantage: 79 Active Points;
total cost 14 points.

2) Remove A +% Advantage: 70 Active Points;
total cost 13 points.

3) Remove A -% Limitation: Total cost 16 points.

4) Remove A -¥ Limitation: Total cost 17 points.

5) Add A +% Advantage: 96 Active Points; total
cost 17 points.

6) Add A +% Advantage: 105 Active Points; total
cost 19 points.

7) Add A -% Limitation: Total cost 15 points.

8) Add A -¥% Limitation: Total cost 14 points.

9) Ritual Black Magic: Casting this spell requires
several black magicians. Add Requires
Multiple Users (6 casters; -%). Total cost: 14
points.

MISCELLANEOUS SPELLS
& DECEPTIVE FORM

Effect: Shape Shift (Sight, Hearing,
and Touch Groups, any
humanoid form), Imitation

Target: Self

Casting Time: Half Phase

Casting Procedures: Focus, Gestures, Incantations

Duration: Constant

Range: Self

Magic Roll Penalty: -3

END Cost: 3

Description: With this spell, a black magician can
change his shape to that of any other humanoid
being, thus allowing him to hide his visage from
the eyes of others, or to work his malice while
wearing another’s face so that person takes the
blame.

Game Information: Shape Shift (Sight, Hearing,
and Touch Groups, any humanoid form), Imita-
tion (33 Active Points); OAF Expendable (mask
made from the facial skin of a human being,
Extremely Difficult to obtain; -2), Concentration
(%2 DCV throughout casting; -14), Extra Time (1
Turn to cast; -%), Gestures (throughout casting;
-}2), Incantations (throughout casting; -13),
Requires A Magic Roll (-}2). Total cost: 6 points.

Options:

1) Strong Spell: Add Smell/Taste Group. 35
Active Points; total cost 6 points.

2) Weak Spell: Remove Hearing and Touch
Groups. 23 Active Points; total cost 4 points.

3) Free Spell: Total cost: 9 points.

4) Remove A -% Limitation: Total cost 6 points.

5) Remove A -% Limitation: Total cost 6 points.

6) Add A +% Advantage: 41 Active Points; total
cost 7 points.

7) Add A +% Advantage: 49 Active Points; total
cost 8 points.

8) Add A -Y% Limitation: Total cost 5 points.

9) Add A -¥ Limitation: Total cost 5 points.
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@ HAND OF GLORY

Effect: Invisibility to Hearing
Group plus Sight Group
Images (create light)

Target: Self/8m Radius

Lighting Time: Half Phase (Attack Action)

Casting Procedures: Focus

Duration: Constant

Range: Self/No Range

Magic Roll Penalty: -6

Charges: 1 Continuing Fuel Charge

lasting for 1 Hour

Description: Black magicians use this spell to
commit robberies without being heard or seen. It
creates a talisman that not only renders the caster’s
footsteps silent, it gives off a light that only the
caster himself can see.

To create a Hand Of Glory, a black magi-
cian must cut off the right hand of a murderer
hanged upon a gibbet. He wraps the hand in a
winding-sheet and squeezes out all the blood
and fat (which he saves), then pickles the hand
for a fortnight in salt, pepper, saltpetre, and less
pleasant substances. Meanwhile, he uses the fat
and blood to make a candle, often forming a wick
from the dead man’s hair. When the hand has
finished pickling, it's shaped to hold the candle.
The total amount of time necessary to craft the
candle and hand (as opposed to prepare them for
the creation) is six hours.

When the caster is ready to use the hand, he
lights the candle. While it remains lit, his move-
ments are absolutely silent. Furthermore, only he
can see the candle’s light, so he can carry it into
darkened rooms and buildings without waking
sleeping inhabitants or alerting guards.

In game terms, the candle is built as an
enchanted item, similar to an alchemical potion or
the like.

Game Information: Invisibility to Hearing Group,
No Fringe, Delayed Effect (may have available

a number of candles equal to character’s INT/2;
+%4) (25 Active Points); OAF (-1), Concentra-
tion (0 DCV throughout making; -1), Extra Time
(6 Hours to make; -3%), Gestures (throughout
making; -%), Incantations (throughout making;
-¥), Requires A Magic Roll (to make; -%2), 1
Continuing Charge lasting 1 Hour (-%) (total cost:
3 points) plus Sight Group Images, +2 to PER
Rolls, Area Of Effect (8m Radius; +%), Invis-

ible to Sight Group (only the user can see the
candle’s light; +72), Personal Immunity (character
can see the light even though no one else can;
+%4) (36 Active Points); OAF (-1), Concentra-
tion (0 DCV throughout making; -1), Extra Time
(6 Hours to make; -3%), Gestures (throughout
making; -%), Incantations (throughout making;
-14), Linked (-%4), No Range (%), Only To Create
Light (-1), Requires A Magic Roll (to make; -13), 1
Continuing Charge lasting 1 Hour (-%) (total cost:
4 points). Total cost: 7 points.
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@ VILE SUMMONING

Effect: Summon up to 16 bats,
rats, or wolves
Target: Animals
Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant
Range: No Range
Magic Roll Penalty: -6
END Cost: 6

Description: Bats, rats, and wolves are all creatures
associated with darkness and evil — and so they
respond to a black magician’s call. (See The HERO
System Bestiary for character sheets for these
animals.)

Game Information: Summon up to 16 bats, rats, or
wolves built on up to 104 Total Points, Expanded
Class (bats, rats, or wolves; +%), Friendly (+%) (61
Active Points); OAF Expendable (three drops of
blood mixed with special magical powders, Diffi-
cult to obtain; -1%), Gestures (-%), Incantations
(-%4), Requires A Magic Roll (-%2), Arrives Under
Own Power (-%2), Summoned Being Must Inhabit
Locale (-%2). Total cost: 14 points.

Options:
1) Strong Spell: Increase to 32 bats, rats, or
wolves. 69 Active Points; total cost 16 points.
2) Weak Spell: Decrease to 8 bats, rats, or wolves.
54 Active Points; total cost 13 points.
3) Free Spell: Total cost: 20 points.
4) Remove A +% Advantage: 51 Active Points;
total cost 12 points.
5) Remove A +% Advantage: 41 Active Points;
total cost 10 points.
6) Remove A -% Limitation: Total cost 15 points.
7) Remove A -% Limitation: Total cost 16 points.
8) Add A +% Advantage: 72 Active Points; total
cost 17 points.
9) Add A +% Advantage: 82 Active Points; total
cost 19 points.
10) Add A -% Limitation: Total cost 13 points.
11) Add A -% Limitation: Total cost 13 points.
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ORDER MAGIC

It stands to reason that
if such a thing as Chaos
Magic exists, then it
must have a counterpart
— Order Magic. Order
Magic would concern
itself with stability,
preservation, creation,
and repair. Some of

its spells would just

be opposites of Chaos
Magic. For example, it
would include an Order
Shield spell — Resis-
tant Protection (PD, ED,
Power Defense) that only
protects against Chaos
Magic. Other spells you
can adapt from Divine
Magic, Thaumaturgy, and
other types of spells in
this book.
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GLADS WABIG

n some Fantasy settings, the fundamental
forces of Chaos and Order (or Law) underlie
all of reality. Chaos Magic is a category of
spells that allow a spellcaster to manipulate
raw Chaos (or, as some style it, “Chaos energy”)
for various purposes. Chaos spells tend to be
powerful — they typically work by exposing
the target to Chaos in some way, thus changing,
warping, or “unmaking” (reducing to its compo-
nent parts) it to achieve a specific effect. However,
many of them are also dangerous, their effects
at least partly unpredictable and their energies
difficult to control; significant Chaos Magic roll
penalties and Side Effects are common.

Some practitioners claim Chaos lies at the root
of all magic, since magic of necessity involves
imposing a willful (and often unpredictable)
change on the orderly world. These spellcasters
often study Arcanomancy (page 22) as well, seeing
it as just another expression or manifestation of
Chaos.

At the GM’s option, the use of Chaos Magic
may have negative side effects just like Black
Magic does (see page 47). Instead of corrupting
the soul, exposure to the stuff of Chaos warps the
caster’s body and mind, making him physically
repugnant (and perhaps less physically capable,
depending on the exact changes the body experi-
ences) and mad.

OFFENSIVE SPELLS
& CHAOS BLAST

Effect: Blast 12d6

Target: One character

Casting Time: Half Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Instant

Range: 100m

Magic Roll Penalty: -12

END Cost: 6

Description: Perhaps the most basic of Chaos
Magic spells, Chaos Blast hurls a clot of raw Chaos
at the target, causing great harm and pain.

Game Information: Blast 12d6 (60 Active Points);
OAF Expendable (meteorite pebble carved with

a Chaos-rune, Difficult to obtain; -1%), Gestures
(-%), Incantations (-%), Limited Range (100m;
-1), Requires A Magic Roll (-1 per 5 Active
Points; -1), Side Effects (Blast 6d6; -12), Spell (-%2).
Total cost: 12 points.

Options:

1) Strong Spell: Increase to Blast 14d6. 70 Active
Points; total cost 14 points.

2) Weak Spell: Decrease to Blast 10d6. 50 Active
Points; total cost 10 points.

3) Free Spell: Total cost: 16 points.

4) Remove A -% Limitation: Total cost 13 points.

5) Remove A -% Limitation: Total cost 13 points.

6) Add A +% Advantage: 75 Active Points; total
cost 15 points.

7) Add A +% Advantage: 90 Active Points; total
cost 18 points.

8) Add A -% Limitation: Total cost 11 points.

9) Add A -¥% Limitation: Total cost 11 points.

10) Deadly Chaos Blast: Change to RKA 4d6. 60

Active Points; total cost 12 points.

& CHAOS INFUSION

Effect: Aid STR 6d6, Side Effects
(target becomes Berserk)

Target: One character

Casting Time: Half Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: Touch

Magic Roll Penalty: -7

END Cost: 4

Description: This spell infuses another person
or being with the stuff of Chaos, temporarily
reducing him to a more primitive state. He
becomes immensely strong, but also immensely
stupid and filled with berserk rage.

Game Information: Aid STR 6d6 (36 Active
Points); OAF Expendable (sinews of a bear,
Difficult to obtain; -1%), Gestures (-%4), Incanta-
tions (-%4), Only Aid Others (-%2), Requires A
Magic Roll (-1 per 5 Active Points; -1), Side Effects
(Drain STR 3d6; -14), Side Effects (recipient of Aid
becomes Berserk in combat and cannot make 14-
recovery roll until all points gained from the Aid
fade; -0). Total cost: 7 points.
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Options:

1) Strong Spell: Increase to Aid STR 8d6. 48
Active Points; total cost 10 points.

2) Weak Spell: Decrease to Aid STR 4d6. 24
Active Points; total cost 5 points.

3) Free Spell: Total cost: 10 points.

6) Remove A -% Limitation: Total cost 8 points.

7) Remove A -¥% Limitation: Total cost 8 points.

8) Add A +% Advantage: 45 Active Points; total
cost 9 points.

9) Add A +% Advantage: 54 Active Points; total
cost 11 points.

10) Add A -% Limitation: Total cost 7 points.

11) Add A -% Limitation: Total cost 7 points.

12) Long-Lasting Spell: The eftects of the spell
don't fade for a long time. Add Delayed
Return Rate (points fade at the rate of 5 per 5
Minutes; +1%). 81 Active Points; total cost 17

points.
& CHAOS WAVE
Effect: Blast 8d6
Target: 32m Line
Casting Time: Full Phase (Attack Action)
Casting Procedures: Focus, Gestures, Incantations
Duration: Constant
Range: 40m (see text)
Magic Roll Penalty: -11
END Cost: 5

Description: This spell creates a “wave” of Chaos
32m long. (At the GM’s option, the caster can
make the Line less than 32m long.) The character
creates the Wave anywhere he wants within 40m
of himself. Place the center point of the Line on
the target point. Anyone within the Line is, of
course, affected by it. In later Phases, the caster
can move the wave up to 12m in any direction.
The wave remains in existence as long as he

concentrates on it (i.e., spends END to maintain it).

Game Information: Blast 8d6, Area Of Effect
(up to a 32m Line, see text; +%2), Constant (+%),
Mobile (+%), Reduced Endurance (2 END; +%)
(110 Active Points); OAF Expendable (strip of
patchwork cloth, Difficult to obtain; -1%), Extra
Time (Full Phase to cast; -%), Gestures (-%),
Incantations (-%), Limited Range (40m, see text;
-Y), Requires A Magic Roll (-%2), Side Effects
(Drain STUN 3d6; -%2), Spell (-%). Total cost: 23
points.

Options:

1) Strong Spell: Increase to Blast 10d6. 137
Active Points; total cost 29 points.

2) Weak Spell: Decrease to Blast 6d6. 82 Active
Points; total cost 17 points.

3) Free Spell: Total cost: 31 points.

4) Remove A +% Advantage: 100 Active Points;
total cost 21 points.

5) Remove A +¥% Advantage: 90 Active Points;
total cost 19 points.

6) Remove A -% Limitation: Total cost 24 points.
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7) Remove A -% Limitation: Total cost 26 points.
8) Add A +% Advantage: 120 Active Points; total
cost 25 points.
9) Add A +% Advantage: 130 Active Points; total
cost 27 points.
10) Add A -% Limitation: Total cost 22 points.
11) Add A -¥ Limitation: Total cost 21 points.
12) Deadly Chaos Wave: Change to RKA 2%2d6.
110 Active Points; total cost 23 points.

& CHAOTIC MIND

Effect: Major Transform 6d6 (sane
person to insane person), ACV

Target: One character

Casting Time: Full Phase (Attack Action)

Casting Procedures: Focus, Gestures, Incantations

Duration: Instant

Range: 100m

Magic Roll Penalty: -9

END Cost: 9

Description: This spell introduces a perception

of pure Chaos into the target’s mind. Since most
people cannot fully comprehend or tolerate Chaos,
this drives the target utterly insane. Chaos mag