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Jdnvocation and Evocation

(a warning to the unwary)

Welcome. J1 you have come here seeRing Rnowledge it will
be my pleasure to oblige if you are prepared to offer a bond of
service. I am a master of several arts which have empowered my
office and ferrified my enemies. 1 will share dark secrets that will
burn you with their power, searing their mark inte your unworthy
soul. When you have made your pact, read on but if you reject my
gracious offer you are warned to close this bookR lest 1 demon-

strate my prowess in the construction of blessings most dire.

Mete: There was seme kind
of a seal here and a passage
that was net in {::.n._:iri:‘-h.

Civeels or Gy other rcu-.gu.ugc

J could find, T have asked
the art ..].'r.hu‘fnh‘l'lf fo repro-
duce the seal in case it offers
some kind of protection, but J
hawve ne intantion of passing

A : -
11|L1H.|_} Hhe text v any form il
' £ ]

o can fi.]llw_' oud what i is.
:

The Black Arts and
the fifortal [i¥yth

@ne of your most potent
tools when dealing with mortal
prey is their astounding igno-
rance. Despite countless cen-
furies of interaction with our
Rind I remain im-pressed by
the sheer depth of their stupidi-
ty. Jn many ways. our true
power lies not in what we are
but in what we are believed to
be. Ro-where is this more frue
than the art.

Burdened as they are with dull

percepltion. lack of perspective
and short life span mortal wiz-
ards are limited to those few
magics they are capable of
comprehending. dn their arro-
gance they believe we are only
privy to those spells they have
encountered. This misconcep-
tion can be a considerable
advantage if properly exploited.

You are doubtless aware
of the thirteen tomes and the
libram of pain which contain
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the bulk of the spells available
to you but there are far more
potent magicks than these.
{fTost of these lesser works are
hoarded by various lords who
hope 1o use whatever edge they
can find against their rivals,
but there are a Tew that are
open to all.

The Grey Grimoire was
originally a compilation of
scrolls that included the
Forbidden Key and the scarlett
Verses Tfirst bound by
{fTaegrallith over a thousand
years ago. since that hime, it
has been passed from one
master to the next and has
been the property of lords Irom
every Order and ©rbit at one
time or another.

This copy is yours Ior as
long as J desire your Tavor. Jt
contains many secrets that
may be used to obtain great
power. Use it wisely and it will
serve you well but use it Tool-
ishly and 1 will rip all d have
given from your shrieRing soul.

Lesser Grimoire

Because of their relative
simplicity these spells have
become commonplace among
many of the fiends. particulary
those of the order of the Blood.
{ITost Tiends who have studied
black arts know a Tew spells
from the Lesser Grimoire.

@ne hundred and fwenty
years ago a Thaumaturgist
named Kellis Gren summoned

_-"\:;“h‘: jj\r- a1 P‘L‘I.lt"l\ i".-if'lh'ul.h‘l,
OS5 e 11\,:11 most demons
kinow 2 or 3 :—‘.pu![e—. fram this
list. Lessar demons of the
Ovrder of Bload will lknew a
number of 5[_19“5 equu! to 1\u|{
theiv wizard slill level, Dermon
lords and greater demons :.-nil
the Order of the Blood will

Lo most, iI- not all ;_-l'_}- the

!q."‘.-i‘:'w_' » ‘:ij."L‘“‘:'t.
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and bound a Tiend who fried to
use¢ the Grimoire against him.

Gren dared to transcribe Tive of
these spells into a form usable
by mortal wizards. @nly three
of these ever Tunctioned prop-
erly but they were sufficiently
uselul that they became known
as The Book oI Gren. @nly nine
copies of the BooR of Gren still
exist and most of these are in

the libaries of powerlul
Thaumaturgists. Two have
been missing Tor generations
and two have been destroyed
for use as scrolls that have
been scattered across the land.

MNeote: Gamemasters wha
want to add the Book of Giren
to thair campaigns shouled
n'luldu_- it Iu:l‘LJ tos 1'.ilui L:hLJ Lfiﬁi-
cult to use. Mowtal wizards
Ln-'ll}' hawve |'1.¢1.|1.+11L"H* vl
chance to laarn these 5Fw”5
and if H\Ey Tnl1 there should be
a [:Ir_=lm.|+}_-' such as forgetting
how to cast a s-pe.” Ilw.g.r |
alra L:tdy kinew. Tw additien,
|'|_‘|.\|.'.;.'lh.'-.|l s uf tHhese TR

icks will t'.fi\.';' the caster a

i
demonic tamnt,
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BLEED

Level: 3

Range: self
Components: V, S
Duration: | round [ level
Casting Time: |

Area of Effect; 1 person
Saving Throw: Neg.

gt is best to avoid direct
confrontation whenever
possible but there
are times when a
fiend has no
other recourse.
When mortals
have you cor-
nered. the
best is o get
the job done
as quickly as
possible. The
physical vessel
of the mortal spirit
is exceedingly fragile
and has many weaRness-
es readilly exploited by a cun-
ning fiend with knowledge of
the black arts. Recite the san-
guine verse and make the
scarlett sign. @ne of your
weapons will be temporarilly
enchanted, causing wounds
rthat open wide. eager to spill
your victims vitality.

This spell will affect one
physical attack of the casters choice

so long as it is only used in melee
combat and causes wounds that
bleed. Claws, fangs and bladed
weapons are all acceptable but fists
and clubs are not. For the duration of
the spell anytime the caster succesfu-
Iy inflicts damage on an opponent
with the affected attack form the vic-
tim must save vs, death or the wound
will bleed. Bleeding causes 1 point
of damage per round for every 3 skill
levels the caster has earned to a max-
imum of 4 points a round (1 pt a
round at skill 5. 2 poimnts a round at
skill 6-8, 3 points a round at skill 9-
Il and 4 points a round at
skill 12 or better.) The
victim will bleed for
a number of
rounds equal to
half the casters
skill level
(round down)
or until a dispel
magic or
remove curse is
cast on him,
which will stop
the bleeding of
" all of that charac-
ters affected wounds.

When the claws of the
beast mark you deep. bind the
wounds quickly with a knotted
cloth marked with the name of
vour sire and that of your
grand sire. JT this is accom-
plished within three minutes.
the damage caused by the
bleeding will Tlow less Ireely.
causing half its normal dam-
age. Take care to use a plain
white cloth and not a scrap of
crimson lest the cure become a
curse and your lifes blood spill
twice as Tast.
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CLOAK OF TORIMERNT

Level: 3

Range: self
Components: V, §
Duration: | round / level
Casting Time: |

Area of Effect; | person
Saving Throw: Neg.

Usually mortal man is no
match for the diabolic but
sometimes a fiend Taces an
oppenent who actually
poses a threat. The
old lords devised
many spells to
protect their
minions Trom
their mortal
foes. Drawing
the souls of
the damned
about him like
a cloak the
demon weaves a
protective ward
sealed with the unbid-
den sign and three redun-
dant blasphemies., The shield
Resilient will hold Tast against
most attacks. forcing the bound
souls to suffer instead of the
demon who bound them.

This spell conjures a shield
of bound souls that has 1D6 hit
points for every two wizard skill lev-
els the caster has earned (2D6 at skill
4, 3D6 at skill 6-7, 4D6 ar skill 8-9
and so on.) Any attacks directed at
the protected creature are resolved
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normally but any damage they inflict
will wound the shield instead until 1t
reaches 0 hit points at which pomnt 1t
is “killed' and the cloak comes
undone. A dispel magic will not
automatically destroy the spell but it
will cause damage to the shield
equal to the casters skill level.

Many warriors of the
light are loath to parficipate in
the torment of the damned and
will vigorously persue any
available alternative. but direct
conirontation is sometimes
unaveidable. Legend
has it that a sword
that has been
painted white is
prool against
the ghastly
shield. 37 this
precaution is
taken, the
weapon's
effectiveness
decreases (-1
to hit and does
-2 damage) but
will do halfl of the
damage it inflicts
diretly to the demon
and half to the tormented
dead that protect it.




Level: 2

Range: | yard / level
Components: V, S
Duration: 1 hour / level
Casting Time: 1

Area of Effect: | person
Saving Throw: Neg.

)
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The sign of the
wolfl in the hands of
the Infernal is a
potent dweomer
when ecombined
with the silent
scream.
Begin with a
whispered
invocation of
lord desire
and lady rage
and close with
the configuration
of winter. Under
the sway ol this
curse the soul of mor-
tal man is eclipsed by the
beast he dares o deny, entic-
ing him to acts he finds
obscene. You may find the
revulsion of your prey amus-
ing. particularly when you tor-
ment him with the sanguine
tears of those they love. Take
care not to indulge yourself
overlong despite the sweet
temptation of watching the
righteous squirm.

If the victim of this spell fails
his save vs. death they are overcome

by bloodlust. For the duration of the
spell the sight of blood becomes a
powerful intoxicant that they must
save vs. spell to resist. If they fail
they must drop anything they are
holding and drink until they are
sated, which is a number of rounds
equal to their Stamina unless they
have recently fed in which case it
only requires half the time. If a vic-
tim is allowed to drink their fill they
musi save vs. paralyzation or go
temporarilly mad, acting like a
mindless beast for a number of tumns
equal to their Intelligence. During
this time the afflicted char-
acter is under the
gamemasters control.
The act of drinking
blood will cause a
paladin to lose
his abilities until
he seeks atone-
ment for his

foul deed.

A  simple

countermagic

was revealed to a

mortal wizard by a

captive demon with

no love for the Order of

Blood. When a victim of this

spell drinks their own blood they

may try again to resist the

curse(receive another saving

throw). J1 a character is wounded

this is easily done but if they are

unharmed they will be Torced to

cut themselves unless they have

taken the precaution of preparing

a flask of blood. Such Tlasks are

only good for three days. after

which the blood loses its vital

essence. This trick will only work

once (so if both saves are Tailed
there is no Turther recourse).
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Level: 3
Range: self

Components: V, S

Duration: | round / level

Casting Time: 1

Area of Effect: 1 person

Saving Throw: Neg.

Mortals are limited to
the Teeble physical weapons
they can Torge from the Truits
of the earth. The infernal can
inveke many dark mag-
icks that serve just
as well. LHeady
yoursell by
speaking the
blasphemous
mantra twice:
once Tor your
body and
once for your
soul. [Taking
the unbidden
sign invoke
vour inner fire
and speak the
name of your
pain. Performed
correctly. this simple
ritual will cause the
wounds you inflict to boil and
fester causing your victim fur-
ther suffering for daring to
OppOSE you.

This spell allows the caster
to inflict festering wounds with
one of his physical attack forms.
The attack can be a natural
weapon such as claws or bite or a
melee weapon but the spell only
affects one attack which must be
chosen when the spell is cast. For
the duration of the spell, whenever

the caster succesfully inflicts dam-
age with the chosen attack the vic-
tim must save vs. poison or
the wound will fester,
which causes 1-4
additional damage
and makes it
impossible to
cure with
magic, and the
wounds must
be allowed to
heal normally.
A cure disease
spell will make
all of a characters
festering wounds
curable magically if
cast within 1 hour of
the attack.

Experimentation has
revealed an alchemical solu-
tion to the withering effects of
this particular enchantment. I1
festering wounds are washed
out with the combined contents
of a healing petion and a phial
of holy water within ten minutes
curative spells will be effective
at hall their normal potency (a
cure light wounds spell that
would normally cure four
points of damage will only
cure two.)




FIERY LAST OF TORMERT
URBEARABLE

Level: 3

Range: self
Components; V, 5
Duration: | round / level
Casting Time: |

Area of Effect: 1 person
Saving Throw: Neg.

Recalling the secret
names of pain the beasr the
fiend unleashes an
unholy cry punctuat-
ed with the nether
sign. an irre-
sisfible invoca-

system which does additional damage
equal to the casters level and if the
casters level is higher than the victims
stamina they are also paralyzed by the
pain for 3-12 rounds. Used against a
helpless opponent the lash can cause
madness if it is used for 5 consecutive
rounds and the intended vicum fails a
save vs. spell. The insanity caused by
the unbearable torment is identical in
all respects to that caused by the fee-
blemind spell.

Pain is a mortal foible too
easily exploited by the
Infernal host. but an
ancient tradition
provides an equi-

table defense

tion to the
mvisible mas-
ters. A liery
lash will
appear in the
casters hand
with which he

against the
unbearable
lash. Three
rings of geld
on a silver
chain worn
over the heart

may ‘torment
mortal Tlesh and
shred sanity with
the unwelcome caress

of bittersweet agony. When
mere claws are not enough.
this weapon is a readily avail-
able alternative Tavored by
warriors of the scourge and
lesser lords who have yet to
attain their avatar.

This spell conjures a lash of
flame which is the equivalent of a +2
magical weapon that does 2-8 dam-
age. Any mortal opponent who feels
its sting must save vs. death or suffer
a tremendous shock 1o their nervous

are said to ward
oIf evil humors.
Wedding bands are
said to be the most
effective but more con-
ventional jewelry will do. &
character who is pure ol heart
(of good alignment) who bears
this token rakes only half dam-
age from the pain caused (by a
failed saving throw) but it can
only offer this relief three times.
As usual with precautions of
this Rind only one token can be
of use at any given fime. When
the Tirst is destroyed a Tull day
must pass before another will
gain patency.




MARK OF THE BEAST

Level: 2

Range: 1 vard / level
Components: V, S
Duration: | day / level
Casting Time: |

Area of Effect: | person
Saving Throw: Neg.

Mortal dread of the
demonic can be turned against
them if rorment is more impor-
tant than triumph. With
the proper dedication
you can breaR the
will of your prey.
[futtering
Gulran's
Opening gnaw
at your own
flesh. draw-
ing a drop of
bleod which
must be spat
upon the
ground in a
clear inviration
to the invisible
dread. Your vic-
tim will be marked
with the taint of the
Jdnifernal, which will cast
him out of mortal society and
leave him alone, afraid and
ready for your return.

Usually used to torment vir-
tuous opponents this spell inflicts
its victim with symptoms of
demonic taint. If the target fails a
save vs, spell they will acquire one
or more afflictions. Some of the
more common afflictions are minor
physical transformations such as
clawlike hands or magical effects
such as the repellance of birds and
beasts, See Demons or Demons [I

for more examples. If the victim is
a player character the gamemaster
shuui}d make an effort to make
layer believe their character is a
alf demon. Spells such as detect
evil or know alignment will react
as though the character is evil
regardless of their actual align-
ment. In time, this affliction could
attract the unwelcome attention of
Slayers and Inquisitors and could
easily make them an outcast in
their own lands. Only a remove
curse will break the spell and put
an end to the victims persecution.

In lands where
fear of the infernal
has overwhelmed
reason casting off
demonic influ-
ence is often a
matter of life
an death.
The anlar sure
method that
does not
require magic
requires mutfi-
lation, which
leaves vyou
with a_grim
choice. IT you
choose to be free
hold your left hand
aloft. exhorting the
demonic faint to come
forth. This will have to be

done at least Tive times and is
often requires lengthy repeti-
tion. When your Tingers begin to
tingle. take up mallet and nail
and drive an iron spike through
our palm. transiixing the evil.
¢ a red ribbon around your
wrist as tighlly as you can and
wait Tor the hand to go numb.
ien you can no longer Teel the
nail strike off the offending
appendage. Performed PmPer—
ly. this simple ritual will Iree
ou of the taint but take care to
ury the hand on hallowed
ground lest the evil return in
another form.

=
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SARNCTUN JNRFERRNAL

= Level: 3

\ Range: self
Components: V, S

Duration: | turn / level

Casting Time: 1

Area of Effect: | person

Saving Throw: Neg.

8ince the accursed
Compact bound us to the
| Infernus the divine has been
ground under the heel of
\ | [ the diabolic. There
) may come a day
when the host
will thow off the
shackles of
creation and
return to our
proper sta-
fion. but until
then we must
fear those
who wield the
light with Taith.
Protection from
the invecation of
mortal priests is
possible to those
who know the trick of it
Speak four of the secret
names with the silent voice.
rending the air with the ward
of welcome. 8hielding your
eyes Trom the luminous heav-
ens. complete the conjuration
with a greater invocation to the
Grand Puke of each Order. I
your need is great the com-
bined power of the Great Lords
will protect you.

Only beneficial to demons
and certain half-demons, this spell
increases the casters infernal forti-

tude, making them resistant to the
ability of clerics and paladins to
turn them. For the duration of the
spell the caster is allowed a save vs.,
spell to resist the effects of a suc-
cessful turn unless the priests skill
level is more than twice the demons
wizard level in which case the spell
is useless.

As this spell winds its
way down the infernal hierar-
chy the priesthood is becoming
desperate to Tind a way to
counteract its effects. So far

there are only two methods
and neither of them is
readilly accesible.
The first is Tor the
priest to use the
true name of
the demon he
is attempting
to turn. This
method is
unpopular as
it requires
gextensive
knowledge of
the dInfernus
thalt many con-
sider corrupting.
Another danger is
that using the wrong
name is not only uscless.
but can attract unwelcome
attention that will only make
matters worse. The second
method is using a holy relic
instead of a holy symbol. I1 the
relic is authentic this technique
always works but such relics
are few and far between and
the church rarely parts with
such treasures. The search Tor
some other way to overcome
the protection ofiered by this
spell continues but so Tar there
is no reliable alternative to
these measures.
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@reater Grimoire

Jn addition to the seven
lesser spells the Grey Grimoire
contains five spells of great
power. These spells are usually
refered to as the greater gri-
meire though the original aufthor
made no such distinction.

Mote: Most demons will only
lnow o few :—q‘a'”r: 1i'|.‘ln. .‘i\l:-‘
list, if QY A lesser demon of
the Orvder of Blood will kknew
ane, o grealer demon will
lenaw 2 and a demon lord of
the veder of Blood will lerien
3, Few fiends lanow all af Hhe
:'.'_1.3”-_-'. fram this list.Cncounteor-
ing even one of these .~.|u-'||:-u

."-llULllr.'i {’L' 5('.”1‘\.'i|.‘ﬂ’|}-’ |ll IO =

-1 4 il FPRLT i Era e
ing !.H' most charachkers,
:

DWEQHERDIRE

Level: 3

Range: | vard [ level
Components: V, S
Duration: | tumn [ level
Casting Time: 3

Area of Effect: | person
Saving Throw: Neg.

Pathetic as it may be the
sorcery of mortals can De frou-
blesome o lesser fiends. This
magic offers retribution rather
than protection so it will not
ward off spells, but it will pun-
ish those who dare to use them
against you. Uftering a pas-
sage Trom the Tourth canto of
the Torbidden meditation. make
the signs of blood and Tire with
hands or wings. Take care to
throw off the mists of doubt or
the power will turn and the prey
will resist your efforts. When
properly cast the victims aura
15 Touled and any attempt to

shape magical energies will
cause their blood o burn.
inflicting agony that can be
lerhal if the ool is weak. One ol
the adwanrz;ggs of this spell is
that the ward is reactive so the
more powerful a sgzll is the
more gerous the bacRlash.

Dweomerdire is a curse that is
only effective against wizards. When
the spell is first cast the target is
allowed a save vs. death to resist its
effects. If the initial save is failed the
victim must save vs. spell every time
he casts a spell or take they take 1D4
damage for each of the spells skill
levels (a skill 3 fireball spell would
inflict 3D4 on the wizard who casts 1t
unless he makes his save.) A dispel
magic or remove curse will free the
wizard of the dweomer before the
duration has runs its course but if the
victim tries to cast either of these
spells on himself he must still save or
suffer additional damage.

Mortal sorcerers have
vet to discover a means of
evading this spell but there is a
way to resist the damage the
curse can cause. A wizard who
uses material components that
have been blessed by a novice
Enesl‘ at dawn will only take

alf damage (if they fail their
save) when casting a spell. (It
is believed that in this case
the term ‘novice priest’ refers
to a priest of skill level 3 or
lower). Considering the Tre-
quent misunderstandings
between the priesthood and
practitioners oI the mystic arts
obtaining such blessings may
be difficult. Obviously this tech-
nigue is only effective Tor
spells with material compo-
nents but as it is the only pro-
tection available it is better
than nothing. IT a wizard sus-
pects he will Tace an infernal
ul_}ln_punent with knowledge of
this spell he would be well
advised to rely on those mat};—
icks rthat can incorporate
blessed components.
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GRIEVOUS sYMTPATHY

Level: 4

Range: special
Components: V, S
Duration: 1 round / level
Casting Time: |

Area of Effect: | person
Saving Throw: Neg.

The tenacity of some
mortal heroes is surprising
considering their moral
frailty. I1 you are out
manuevered by
unusually power-
ful opposition.
simply turn
their strength
against them.
Invoke a lord

of blood and
call upon the
wards within
you, crying
out an impro-
vised blasphe-
my. Call up a
shard of your
heart and hurl it
against any mortal
opponent that you can see. Any
pain the Toe dares inilict on
you will be shared by your
prey. a rare justice Tor a war-
rior of the pit.

This spell sets up a sympa-
thetic bond between the caster and
his victim. It can be cast on any
opponent the caster can see. The tar-
get is allowed a save vs, death to
resist the effects of the curse. If they
fail, for the duration of the spell any
damage taken by the caster will also
be taken by the victim unless he

makes a save vs. death. It is possible
for the demon to affect more than
one character in which case they all
suffer the full effects of the bond as
though each were the only victim.,

This spell depends upon
sympathetic magic that can be
confounded by clever wizards
wheo have the Toresight to pre-
pare a Spirit Vessel. The theo-
ry is similar to that used in
the construction of a magic
jar. but on a much smaller
scale. & small pot is cralted
oI virgin clay into which
the character writes
his true name.

Qver the course
of 2 week the
celebrant
pours seven
drops of his

blood into the
vessel. recit-
ing his name
three times
forwards and
three times in
reverse. A char-
acter who carries
such a vessel with
them only sulfers hall

damage when they fail a
saving throw to resist the
sypathetic bond.
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4 JRFERRAL TRGESTIORN
Level: 4

Range: Touch
Components: V, S
Duration: | round / level
Casting Time: 3

Area of Effect: 1 person
Saving Throw: Neg.

For us the physical body
is a mere manifestation of the
spirit but most mortals
believe it defines thier
entire existance.
Corupting the mor-
tal form is usual-
ly more effec-
tive than

damage the caster takes 4 and the
ingested victim takes 4.) When the
duration runs out or the victim or
demon is killed, the victim's body is
automatically disgorged at which
time they must save vs. spell or lapse
into a catalyptic state that lasts a
number of rounds equal to their
Intelligence. It is possible to absorb
more than one person, in which case
the damage 1s divided equally
between the caster and all of his
prey. A dispel magic or remove
curse cast on a demon who has
absorbed one or more victims will
allow all of those victims another
save vs. death. If this save is
made they are immedi-
ately disgorged.

Physical
absorption is a

destroying it.

Make the
signs of
blood and
fire. crying
out an invoca-
tion to the
secret mas-

ters. Whisper
the seduction of
Pax and reach out
for your prey with

our favored limb.

evel in the sensation and the
revolted torment of your digest-
ed Toe but be sure to disgorge
all when you are through lest
sympathy taint you.

This hideous spell mingles
the body of the caster with that of his
chosen prey. The intended victim
must save vs. death or their body is
absorbed into that of the caster. For
the duration of the spell the victim
cannol take any action. Damage
inflicted on the caster is divided
equally with the victim (if an attack
against the caster does 8 points of

terrifying
gxperience
that can drive
even the most
valorous of
meortals to an
untimel
demise even i
they survive the
egxperience as
madness and sui-
cide oTten Tollow dis-
gorgement.
Fortunately. there are limits
to what the corpus diabolus can
endure. 1T the target of this
spell has consumed holy water
in the past seven hours his
body is less indigestable. An
demon employing this spel
must steel himsell (save vs.
oison) to absorb a mortal who
as taken this precaution and
even then the victim is
absorbed the demon 15 wracked
with pain (takes 2-12 damage a
round) until they release their
captive, expelling the holy
water from their system.
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Level: 4

Range: special
Components: V, §
Duration: | round / level
Casting Time: |

Area of Effect: special
Saving Throw: Neg.

-~ -~
- ﬁ—""%'n"_’ﬂ-—r

Raised in the outer noth-
ing before we were cast
into the Tiery pit of the
Infernus. we are no

The black light comes streaming
out of the casters eyes in beams that
cannot pass through solid objects,
creating shadows of light where the
caster cannol see, Not only is this
darkness impervious to normal
sight, it is so inlense that il causes
2-8 damage a round to hiving crea-
tures unless they save vs. spell. The
caster can see normally and is
immune to the spells damaging
effects. The cone can easily be
repositioned by turning the head
and will move with the caster.
Trying to cast light-related spells in
the Utterdark creates a
powerful backlash that

strangers to the
dark. ©@n the
other hand,
mortal man is
a creature ol
light who was
raised to Tear
the dark and
the horrors
they believe it
conceals.
making it an

causes 3-18 damage
to the casting char-
acter.

The only
shelter Trom
the true dark-
ness for mor-
tal man is a
Lantern of
Eternal Tyope.

eflective
weapon against

such devices
are few and Iar

them. Scribing the
thrice cursed mark
of the void on the air
belfore you recite the invoca-
tion of night, parting the cur-
tain of reason with out-
stretched hands. I7 the ritual
was performed properly the
utterdark will come streaming
through the Tocal lens of your
physical body. Rot only will it
confound their siﬁhr. exposure
to the void it will eclipse the

pitiful candles of their souls.
causing them untold pain.

Utterdark creates a cone of

darkness as far as the caster can see.

between because
the only Tuel that
will burn within them
are the tears of innocence. a
rare commodity indeed. Rew
lanterns can only be created
by a sRilled glassblower work-
ing in concert with a wizard
who serves the gods ol law.
@nly the pure of heart may
light the argent Ilame. which
will burn as long as the bearer
believes in its power. The
globe of light cast by the
lantern offers protection from
the Utterdark but cannot pene-
trate the mists of doubt.




WATCHWARD

Level: 4

Range: | yard / level
Components: V, §
Duration: | round / level
Casting Time: |

Area of Effect: 1 person
Saving Throw: Neg.

The spells of mortal wiz-
ards pale to the sorcery of the
Infernus but they can be a nui-
sance nonetheless. Long
agoe the invisible
masters created a
phantom web of
living tissue to
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The victim must save vs. spell or
their spell is interrupted and the crea-
ture may attack with a THACO of 7,
doing 1D6 damage for every 4 skill
levels the caster has eamed (1D6 at
skill 4, 2D6 at skill B, 3D6 at skill 12,
etc..) As soon as it strikes the ward
returns to the casters shoulder and
becomes dormant again until another
spell 1s cast.

Preparing a defense
against this cunning dweomer
was a dilficult task that

required the cooperation of
an archmage and a
high priest. The
only way fto bring
down the ward
is to dispel it,

be drawn out
by any Tiend
with the clev-
erness 1o
reach beyond
the shackles
of reality.
From the
cphemeral

but deing so
subjects the
caster to
attack. Their
solution was
to create a
decoy that
would attract
the attention of

strands craflt
your desire. mut-
tering an invocation
to your Tavored lord
and a hated Toe. Weave the
mark of retribution and set
yvour ward upon vyour lelt
shoulder. demanding its vigi-
lant obedience.

This spell creates a living

ward that feeds off of the magical
energies produced by spellcasting.
When at rest the ward is a shadowy
blur similar an unseen servant. If a
mortal wizard casts a spell within
range of the caster the ward springs 1o
lite, becoming a feral beast with mas-
sive fangs and a snakelike toungue.

the living ward.
luring it away from
its intended prey. The
best lure is a ring of
mistletoe wound with brass
wire prepared by casting
magic aura on the device. As
long as the spell is in effect,
the first time the bearer falls
victim to the spell (fails their
save), the ward will automati-
cally strike the decoy.
destroying it instead of the
wizard. Carrying more than
one decoy is useless as the
contradictory eminations ruin
the effect so only one lure ecan
be carried at any given time.

_.




A Final Rightmare

There is one final spell in the
Grimoire but it is not presented in a
form that is readilly accesible. The
text of the thirteenth spell 1s woven
through the entire work so that the
other twelve spells contain
the last. Only wizards
who posess the entire
Grimoire and have
read all of the
spells may try to
learn the last and
to do so they
must save vs.
spell. 1f an
attempt is failed,
knowledge of all
of the Grimoire
spells is irrevoca-
bly lost.

TEARS OF BLOGD

Level: 4

Range: | yard / level
Components: V, §
Duration: 1 round / level
Casting Time: |

Area of Effect: 1 person
Saving Throw: Neg.

Mote: Hiere was some king
of wiarning here but it

u::\uh‘l not translate. s the

introduction .'-iLi.:__'I:;HSFL‘.Cr the

text for this spell was hid-
rjlen Im |'|\r'r_ vt L_."['- +|4u-: man-
uscri ol bt O miane ig-.‘:'.l o
fervat mest of it out. J hope
what J was able to sal-
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The victim must save vs.
death or on the following round they
begin to weep tears of blood. Each
round this bleeding causes 1-4 dam-
age and the victim must save vs.
death or they are blinded. Once
blind the bleeding does 2-8 damage
a round and the victim must save vs.

death or their eyes are

destroyed and the bleed-

ing causes 3-12 dam-

age a round.

Mundane healing

cannot stop the

bleeding. Only a

dispel magic or

Iemove curse

can close the

unseen wounds.

Once the bleed-

ing has stopped

the and the victim

merely blind

their sight can be

restored by cure blind-

ness, dispel magic or

remove curse. If the victims eyes

were destroyed they must be

restored by a regeneration spell

before cure blindness will have
any effect.

Prepare a blindfold cut
Irom the hem of a high priests
gown and mark the cloth with a
cross over each of the eyes.
Keep the blindicld and a phial
of holy water at hand. When the
fiend appears. pour the
blessed water over the blind-
fold and held it ready. IT the
beast tries to use this spell.
quicRly hold the cloth to your
eyes and wipe away the first
drops of blood. and with them




