


CURE 
Of all the aptitudes a wizard may pursue, the magic of cures is the most highly regarded, the most sought 

after & the most useful to a party of adventurers.  The power of flight is striking, the ability to cast forth 

fire from ones’ mouth or eyes is an amazing spectacle, but the ability to draw back the dead from out of 

the void, or the ability to spontaneously remove diseases are the most practical, functional & important 

techniques to any wizard.  

More than any other 
magical discipline, Cure 

will ingratiate a wizard to 

a court, a city or a 

company of adventurers & 

even cynically applied, this 

root of magic 

demonstrates the depths 

of compassion & care that 

a wizard is capable of.   

It is owing to this great 

empathy, this deep well of 
feeling that a wizard is 

able to use cures.  Seeing 

the world for its ruinous 

flaws & knowing that 

people are meant for more 

than to be hurt, to be 

consumed & killed, the 

Wizard wills a wholeness 

upon people, attempting to 

perfect their physical, 

mental and even spiritual 
selves.  As with all the 

Wizard’s magical roots, 

these spells arise from the 

Wizard’s daring & 

ingenuity at warping 

reality by will alone.  As a 

result, Curing is highly 

personal and is affected by 

the persona & identity of a 

wizard, which is reflected 

in alterations to the base 

spell seed by the wizard’s 

alignment.   

 



A Neutral Wizard, devoid of a cosmic agenda and happy to observe the vying cosmic forces as unrelated 

ephemera, focuses on what is immediate & important in the moment.  This sense of immediacy is 

reflected in how quickly, almost nonchalantly, she is able to grant the beneficence of her magical mastery.  

(Gain 1 turn casting time for Cure spells for free) 

A Lawful Wizard sees that there is already healing in the world, that people regrow their hurts, their 

injuries scab over, their diseases fade.  A Lawful wizard is bound by this observance of the world’s 
conventions & feels it proper to aid this process without directly superseding it.  Such a wizard is very 

unlikely to ever use the greatest variant of the Cure seed, seeing that death is the final stroke & that none 

should return from that last wound.  Not to say that such a wizard is prevented from using that power, 

only that he might decline to use it.  (Lawful Wizards heal 1d4 as a base amount instead of 1d6, however, 

all of their healing spells grant the identical healing effect to the same subjects on the round immediately 

following the original casting – that is, every one of the Lawful Wizard’s cures lasts for 2 rounds) 

A Chaotic Wizard recognizes that bodily health & bodily infirmity are stochastically associated with the 

rest of the universe’s forces – that it is merely an accident of happenstance that a headless body is dead 

but a live person’s head remains attached.  Taking none of these basic assumptions for granted, the 

Chaotic wizard is able to coerce the most bizarre results through the use of curing magic, reforming 

entire people around lost limbs, or spattered blood, reconstructing from scattered pieces another 

complete form.  (Chaotic Wizards can use the Regenerate Limbs feature to form entire new people from 

parts of another person.  Such a person is either a duplicate of the original individual, or an amalgam of 

all the parts used to create them).   

A Good Wizard is profoundly moved by the plight of others, and her empathy for their wounds & hurts is 

so great that her spells are empowered by this compassion.  (Spells of level 2 or higher have their level 

reduced by 1 if cast on others) 

An Evil Wizard is selfish, life & health belong to him alone & are not granted to others without due 

compensation.  (Spells of level 2 or higher have their level reduced by 1 if cast on oneself only.  A 100 Sp 

sacrifice condition is applied to all Cure spells to be cast on others for no reduction in level) 

Cures affect living creatures exclusively – they cannot be used to repair materials & do not reproduce any 

inorganic materials.  These effects are easily enough found within the Transformation seed, of which Cure 
could be, mistakenly, identified as a cousin.  Transform plays with the Wizard’s ability to trick substances 

to accept new forms, Cure is in fact, the opposite – it is based upon the ‘itselfness’ of living things.  An 

extant self-identity that all living things innately possess or learn to possess through time.  The role of 

experience, the development or investment of a soul, all of these uncertain, inexplicable qualities that 

construed together are the ineffective definition of Life are in the service of the magic of Cures.   

Essentially, at its most fundamental, the magic of Cures is the magic of allowing the physical body to 

manifest a representation of the intellectual & spiritual self.  As such – some Cures won’t work on some 

people.  For example, a peg-legged pirate with a self-identity formed around his peg-leg & hook hand 

might never be able to regenerate lost limbs – having come to inhabit this maimed identity as primary.  

This effect of cures – the limitations of the magic as a conduit of the Self’s expression is most notorious in 

its often ineffective use at bringing back the dead.  Sometimes the dead are dead & a Cure will not save 

them, irrespective of its power or the puissance of the casting wizard. 

Note that any Cure spell that grants bonus HP or HD is permanent in the sense that these HP & HD remain 

until they are lost through the character taking damage.  They do not recover naturally at all, however 

and once they are lost, they are permanently lost.   



Cure:  The simple and essential magic of healing.  Cures are the great balm of the world and the truest, 

surest sign of a wizard’s power.  As well, cures provide the wizard with an easy method of dissipating the 

hostility that their great power often engenders.  
 Base score – Restore d6 HP     

 Duration – Permanent 

 +1 per d6 restored 

 +1 per additional target affected 

 +1 die increases to d8 

 +2 die increases d10 

 +2 Cures Poison 

 +1 Add bonus temporary HP 

 +2 Add a bonus HD 

 +3 Cures Blindness or Deafness 

 +3 Cures any one Disease  

 +5 Regenerates a Limb 

 +10 Resurrects a recently deceased & intact corpse 

 -1 if the Spell heals a specific type of damage (fire, slashing, piercing etc…) 

 

Sample Cures – Guru Pakla’s Collection of Restorative Nostrums 

Guru Pakla has spent decades establishing, through trial & error a system of cures & health techniques based upon 

the use of exotic herbs, meditative trances & intense concentration as well as a liberal quantity of borrowing, 

copying and mimicry.  The various clans & schools of the healing arts tend to be generous with one another.  The 

techniques & recipes gathered here have been utilized by others with varied results, yet the Guru is still well 

known for his efficacy as a panacea & sage.  The Guru is first to admit that these results have more to do with the 

practitioner of the healing arts than the recipient of the cures or the cures themselves.  The Guru’s Retreat is a 

place of learning for those with the discipline to make sense of the frequently nonsensical practices of the Guru as 

well as the cult of health & bodily wholeness that has emerged around the retreat.  Those who the Guru regards as 

peers are frequently granted their own version of what follows here – a cache of loose paper recipes copied and 

overwritten by many hands over many years.  The passel of documents is precious though – and a good initiation 

into the curative realms of magic. 

Intentional Preparation for the Treatment of Burns:  The healer circles the scars & burns of the subject by 

brushing on a tincture of powdered salts and the ashes of certain exotic plants.  The cure emanates inward, sealing 

the burns & driving the heat of the wound deeper into the body where it can accomplish some good.  The motion of 

circling the wound with a painted on tincture & the use of valuable reagents are both functional aids to the wizard’s 

magic.  The reagents themselves have a value of at least 100 Sp.  The meditative act of grinding the dusts & then 

brushing on the tincture requires ten minutes of silent stillness.  This spell cures only fire-damage.    

Level: 1  Duration: 10 Minutes   

Effects:  Cures 4d8 HP with any excess healing becoming bonus HP   

Prodigy Of The Curing Breath:  By inhaling the smoke of certain incenses & herbal preparations and then blowing the smoke 

over wounds, the healer soothes the injuries suffered by up to four people – those who are able to sit & meditate while 

touching the healer.  The spell takes an hour to cast and it calls for the consumption of at least 100 Sp worth of valuable 

incense & herbs.  The healer breathes in the smoke and releases it over time, curing all those who are part of the ritual.   

Level: 3  Duration: 1 Hour   

Effects:  Cures 2d6 HP & removes a disease from up to 4 subjects.     



Ministrations Of Bodily Soundness Are A Gift Of The Land – The wizard takes a few minutes to activate some mud in order 

to create a plaster which is applied to injuries.  This mud aids the body in reforming a lost body part.   

Level: 3  Duration: 10 Minutes   

Effects: Cures d6 HP & restores 1 lost body part. 

The Immaculate Wholeness Of Body Is The Proper Course Of Dasein – The body has lost its intention, the anima having 

been driven out.  The wizard attempts to repair the body to match the spirit’s self-identity, luring it back into the physical form 

where it will be rejoined & reintegrated into the world.  This is a difficult process requiring great preparation.  For one hour 

the wizard must fashion a kind of cast over the corpse of the fallen using exotic plasters formed of mud & valuable plant 

materials (worth at least 100 Sp)  This process occupies the Wizard’s time & attention fully & may not be interrupted.  After 

the cast is formed it must be decorated with materials attractive to the departed spirit – usually something that the individual 

valued highly or desired (it is very often a large sum of money, or a valuable personal article worth at least 100 Sp).  The body, 

within the cast is then restored completely & the spirit may be incited to take up residence within it again.  A body that is not 

whole, that is missing limbs or wracked with disease or starvation may be too damaged to recover & could require multiple 

applications of this and other spells.  

Level: 5  Duration: 1 Hour   

Effects: Cures 1d6 HP & restores the dead to life.   

Through The Genial Sacrifice Of Kindly Plants Wounds Are Governed & Wholeness Resumed – Though injury is not 

uncommon, for a person to have many wounds is a surprise.  Have they been in a war? Are they warriors?  One must weigh the 

benefits of healing a warrior – for they may inflict more injury themselves!  A warrior may have no purpose but to fight – such 

a state is very bad for the mind.  A cure for wounds should not be applied unless attending to it is a cure for the mental wounds 

that have led one to wars.  This spell requires abundant, valuable plant products which are twisted into a knot and then 

burned, in a very quick motion while a firm word is spoken to the recipient – a warning to drive out the madness that has led 

them to conflict. 

Level: 5  Duration: Instant  

Effects: Cures 3d10 damage to a target & also cures them of a condition (usually mental illness)  

Meditation of Bodily Wholeness Mediated By Artisanal Oils – Pressing & extracting the fluids of specific plants into an oil 

which is then mixed again & again with a variety of salts, smokes & vapors.  The oil is very precious – worth 300 Sp at least.  

The wizard must, when using this cure, paint the afflicted persons with the oils while concentrating upon their absorption.  As 

the oils evaporate under heat or light (best under sunlight) they extract through chelation the poisons and pain within the 

subject.  Usually there is enough of the oil to cure up to 5 people.   

Level: 3  Duration: 1 Hour Casting Time  

Effects: Cures 1d6 HP & removes poison from up to 5 people.   

Potentiating Smoke For Enhanced Puissance– Grinding & using the horns & vital organs of predatory animals into a paste 

worth no less than 200 Sp, the Wizard slathers these materials upon the shoulders and neck of the subject.  This has the effect 

of shrouding the subject with the vitality of these creatures, improving the subject’s health & stamina.  The slathering of the 

preparation requires deep concentration & a humbling moment of self-denial by the practitioner as he must experience 

emotional pain for the sacrifice of the animals (a sacrifice of 10 HP)   

Level: 4  Duration: 10 Minute Casting time  

Effects: Increases the subject’s HD by 1 and cures 4d10 HP.  Any increase above the maximum HP are kept as bonus HP.   



































 





 


