
Magic is very powerful effect in a modern setting.
Nothing can be more influential to a game.  But can
you imagine what a world would be like if the foulest,
devious and violent individuals could cast magic
spells? If you couldn’t then this PDF is for you. This
book is designed for the use of players and Game
Masters (GM).  Like with all d20 supplements it is the
duty of the GM to determine what material is appro-
priate in their campaign.  Player’s may argue for the
inclusion of some (or all) of the material in this book
into their current campaign but as always the GM is
the final arbiter of the rules used in his games.

Bad Word
Enchantment [Sonic]
Level: Mage 1; Components: V; Casting Time: 1
action; Range: Close (25 ft. + 5 ft./2 levels); Effect:
One Target; Duration: 10 minutes/level (D); Saving
Throw: Will negates; Spell Resistance: No

With this spell, the caster will delegate a single word
that is considered to be a “bad word” and every time
the target of this spell speaks this “bad word”, they
will suffer 1 point of damage per caster level.
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Bloody Mess
Necromancy
Level: Mage 3; Components: S; Casting Time: 1
round; Range: Touch; Effect: One Target; Duration:
Instantaneous; Saving Throw: Fortitude half; Spell
Resistance: No

When this spell is cast, the target of this spell will
cause blood and other bodily fluids to gush profusely
from each and all of their bodily orifices including
their eyes, if they have them.  Within a few seconds of
this spells effects, the targets body and clothes will be
complete covered in blood and other bodily fluids.
This spell deals 1d6 Constitution points of damage
and causes the target to lose its Dexterity bonus due to
being rapt in intense pain from the effects of this spell.

Bulletproof Vest
Abjuration
Level: Mage 2; Components: S, V; Casting Time: 1
round; Range: Personal; Effect: One Target;
Duration: 5 minutes/level; Saving Throw: None;
Spell Resistance: Yes (Harmless)

When this spell is cast, silver colored armor covers the



body of the target and gives them temporarily protection form
attack.  When this spell is cast targets receive 10 points of
protection.  When the caster is attacked the Bulletproof Armor
will reduce the first successful attacks damage by 10 points;
then the second successful attack damage will be reduced by 9
points; then the third successful attack damage will be reduced
by 8 points and so forth.  When the Bulletproof Armor damage
reduction reached 0 it will no longer function and the target will
take damage as normal. 

Fistful of Steel
Conjuration [Summoning]
Level: Mage 3, Components: V; Casting Time: 1 action;
Range: Medium; Effect: One Target; Duration: 10
minutes/level (D); Saving Throw: Reflex half; Spell
Resistance: No

With this spell that caster creates a pair of golden handguns that
appear in the caster’s hands.  The handguns fire magical golden
bullets from them and these handguns never seem to need to be
reloaded.  The guns will last for as long as the spell allows it.
These golden guns do D8 points of damage per level on a single
target or D12 points of damage per level on a single undead
creature.

Herron
Evocation [Energy]
Level: Mage 4; Components: S, V; Casting Time: 1 action;
Range: Close (25 ft. + 5 ft./2 levels); Effect: Cone; Duration:
10 minutes/level; Saving Throw: None; Spell Resistance: Yes

Remember those commercials that went “This is your brain, this
is your brain on drugs,” well this spell has brought it to life.
When this spell is cast, a cone of fine white sparkling dust that
sprays over an area and those that are in the cone’s effectives
area are effected as if that are overdosing on the illegal drug
heroin, better known on the streets as herron.  The effects of
these spell heightens all the senses of the effected by a factor of
a thousand and overloads their ability to concentrate and focus.
Doing the simplest of things a major task for those effected and
they will be easier to be attacked.  Any time an effected
attempts a half action or full action, they provokes attacks of
opportunity from threatening enemies.

Ink 
Illusion
Level: Mage 2; Components: S, M; Casting Time: 1 action;
Range: Personal; Effect: One Target; Duration: 5
minutes/level; Saving Throw: Negates (Harmless); Spell
Resistance: No

With this spell, it is possible to take an image and cast and illu-
sion of that image as a tattoo that can be placed anywhere on
the individual’s body.  The tattoo will appear to be completely
authentic and realistic to all that examine it.  When the spell is
dispelled or ends, tattoo image will disappear. 

Material Component: Purchase DC 5

Jawbreaker
Conjuration [Summoning]
Level: Mage 3; Components: V; Casting Time: 1 action;
Range: Medium (100 feet + 10 ft./level); Effect: One Target;
Duration: 10 minutes/level; Saving Throw: Negates; Spell
Resistance: Yes

When this spell is cast, it creates a large glowing round object,
the jawbreaker, that will lodge itself in the mouth and throat of
these effected making it impossible for the effected to speak or
verbally communicate.  Those that have fallen under the effect
of this spell are unable to cast any spell that has a verbal
component.  When the spell is dispelled or ends, the jawbreaker
will disappear and the effected can speak normally.

Pass the Buck
Necromancy
Level: Mage 5; Components: V, S; Casting Time: 1 action;
Range: Close (25 ft. + 5 ft./2 levels); Effect: One Target;
Duration: 1 round/level; Saving Throw: Fortitude (Half), Spell
Resistance: Yes

Pass the Buck is a spell that transfers all damage from one indi-
vidual to another with in range of the spell during a specific
amount of time. When the spell is cast, the caster will pick one
target with in the range of the spell that any and all attacks that
do damage and/or have an effect all this is transferred to target.
When the spell is dispelled or ends, the caster can be affected as
normal by attacks.

Pimp Slap
Evocation [Force]
Level: Mage 1; Components: S; Casting Time: 1 action;
Range: Touch Attack; Effect: One Target; Duration:
Instantaneous; Saving Throw: Will negates; Spell Resistance:
Yes

A classic move by anyone who wants to prove themselves on
the cold hard streets, this touch attack spell will stun those who
are attacked. All those affected by this spell are stunned for D4
rounds and can not perform any actions during this time.

Pimp Stick
Evocation [Force]
Level: Mage 2; Components: S; Casting Time: 1 action;
Range: Touch Attack; Effect: One Target; Duration:
Instantaneous; Saving Throw: Will negates; Spell Resistance:
Yes

This spell will create a shimmering gold club made out of pure
force.  This spell deals 1d4 points of force damage per caster
level (maximum 5d4).

Pipeline
Conjuration [Teleporting]
Level: Mage 3; Components: S, V; Casting Time: 1 round;
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Range: Medium (100 ft. + 10 ft./level); Target: One Doorway;
Duration: Instantaneous; Saving Throw: None; Spell
Resistance: Yes

The caster will transform a doorway into a portal to travel to
another doorway with in the range of the spell. The caster and
up to three additional individuals may travel through the
pipeline created in the doorways.

Repentance Past
Evocation [Energy]
Level: Mage 3; Components: V, S; Casting Time: 1 round;
Range: Medium (100 ft. + 10 ft./level); Effect: One Target;
Duration: Instantaneous; Saving Throw: Will half; Spell
Resistance: No

You can inflict injuries on others based on the misdeeds they
have committed. This normally takes the form of an energy
burst that envelopes the target and leaves wounds according to
how spotted a past the target has. To use Repentance Past, make
a ranged attack roll against the target in order to activate its
history. If you succeed, the target must make a Damage save,
DC (base damage + caster’s level). Where exactly each target
falls in the spectrum of evil is up to the GM.  This analysis of
evil deeds should take into account the victim’s actual deeds,
the source of the Repentance Past and the moral tone of the
campaign. While the GM can choose to take the character’s
beliefs into account, the GM should make sure such leeway is
not abused.

Level of Evil Base Damage
No evil deeds (newborn child) 0
Occasional misdeed (average person) 5
Regular misdeeds (professional crook) 10
Willfully evil (murderer) 15
Downright vile (serial killer) 20

Resist Force
Abjuration
Level: Acolyte 2, Mage 2; Components: V, S, DF; Casting
Time: 1 action; Range: Touch; Target: Target touched;
Duration: 10 minutes/level; Saving Throw: Fortitude negates
(harmless); Spell Resistance: Yes (harmless)

This abjuration grants an individual limited protection to
damage from force based attacks.  The individual gains force
resistance 10 against the force, meaning that each time the indi-
vidual is subjected to such damage (whether from a natural or
magical source), that damage is reduced by 10 points before
being applied to the individual’s hit points. The value of the
force resistance granted increases by 5 points for every three
caster levels above 3rd. The spell protects the recipient’s equip-
ment as well. 

Resist Force absorbs only damage. The character could still
suffer unfortunate side effects.

Road Dawg
Conjuration [Creation]
Level: Mage 4; Components: V, S; Casting Time: 1 action;
Range: Close (25 ft. + 5 ft./2 levels); Effect: Phantom attack
dog; Duration: 1 round/2 level; Saving Throw: None; Spell
Resistance: None

The caster conjures up a red colored spectral attack dog that will
attack any target that the caster designates with in the range of
the spell. The dog will attack with a vicious bite (+10 bonus on
its attack roll, 2d6+3 points of piercing damage) once per
round. The dog is considered to have readied an action to bite a
target, so it delivers its first bite on the target’s turn. Its bite is
the equivalent of a +3 weapon for purposes of damage reduc-
tion. The dog cannot be attacked, but it can be dispelled.

Shank 
Evocation [Force]
Level: Mage 3; Components: S; Casting Time: 1 action;
Range: Touch Attack; Effect: One Target; Duration:
Instantaneous; Saving Throw: Will negates; Spell Resistance:
Yes

This spell will create a shimmering silver knife made out of
pure force.  This spell deals 1d6+1 points of force damage per
caster level (maximum 5d6+5).

S.T.D.
Necromancy
Level: Mage 4; Components: V, S; Casting Time: 1 action;
Range: Touch; Target: One Target, Duration: Instantaneous,
Saving Throw: Fortitude negates, Spell Resistance: Yes

The recipient of this spell contracts a S.T.D. (Sexually
Transmitted Disease) selected from the table below, which
strikes immediately (no incubation period). The DC noted is for
the subsequent saves (use S.T.D’s normal save DC for the initial
saving throw).

Disease DC Damage
Gonorrhea 17 1d4 Con
Chlamydia 13 1d4 Str
Hepatitis 15 1d3 Str and 1d4 Con
Venereal Disease 16 1d3 Dex and 1d4 Con

Artwork: Rowan Dodds

d20 Modern™ is a trademark of Wizards of the Coast, Inc., a
subsidiary of Hasbro, Inc., and is used with permission. Wizards
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including deriv-
ative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means
product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, story-
lines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio represen-
tations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernat-
ural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder's name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compati-
bility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected. 

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License. 

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc. 

Modern System Reference Document Copyright 2002-2003, Wizards
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