





Six Mythos Spells

By Derek Holland

inconsequence in a monstrous, unforgiving universe, in which things do go bump in the night and humans

v l he word “Mythos” brings to mind a certain ilk of horror that emphasize humanity’s utter isolation and
1

are the food or playthings of terrible entities. Most of those initial stories came directly from author H.P.
Lovecraft, but other writers of his era used the Mythos with his permission and put their own stamp on this
subgenre of early 20th century horror. Accordingly, the spells that appear here were inspired not just by the tales
Lovecraft, but also by the work of Clark Ashton Smith. They touch on the wrongness of reality, on the ability of
cultists to bend and warp it, and on humanity’s blindness to these things. The spells are in Labyrinth Lord and
“Basic” format, but can easily be used in most OSR games and those inspired by them.

Awaken ldol
Level: C6 Duration: 12 turns Range: 60'
With this spell a cultist can summon a tiny fragment of
the god or demon she worships and infuse it into a large
idol, thereby bringing it to life. Depending on its com-
position (and the whims of the Labyrinth Lord), the ani-
mated idol has the statistics of an iron, stone, or amber
golem. Most often, such idols are larger than human-
sized, but this does not have to be the case; for example,
a Labyrinth Lord could allow the appropriate number of
HD to be split between two or more smaller statues in
close proximity.

This ritual requires sacrifice of a Human or other in-
telligent being, the soul of which is absorbed into the
statue. Serving as both enticement and sustenance for
the possessing entity, the soul is consumed with no hope
of revival short of a Wish spell.

Once the idol wakes, it is controlled solely by the
god or demon and not the caster of the spell, something
that allows for some degree of risk (e.g., an irritated en-
tity might turn on the cultist). The only safeguard is the
spell’s duration and, when it ends, the idol walks back
to its pedestal and resumes its stance to the extent that
it is able to do so.

Create Unholy Food and Water
Level: C5 Duration: Permanent Range: 10'
With this ritual, the caster can summon food from the
kitchens of Hell or an equivalent plane. Like Create Food
and Water, the spell brings forth one cubic foot of food
per caster level. Evil creatures that partake immediately
heal 1d8 points of damage and get a +1 bonus to melee
damage for the next 24 hours. Although the food lasts
for about a week, it only bestows these benefits for 6
hours.

The provisions look unnatural or disturbing but are
usually not actually disgusting or inedible. Good and
Neutral creatures, however, can tell their vile nature just
by looking at them, and those who stare at the food long

enough might develop some minor mental issue as a
result (e.g., a nervous tick). If such characters actually
consume the food or water, they must save versus poi-
son or their alignment will be permanently changed to
Evil, and only a Wish or Dispel Evil spell can reverse
this effect. Those who make the save take 3d6 points of
damage instead.

Darklight Prism

Level: M5 Duration: Instantaneous Range: 30’

There are colors in the multiverse humanity has never
encountered, which may be found on other planes,
among the stars, or solely in the imaginations of unholy
gods. This spell is a more powerful, nightmarish ver-




sion of the 1st-level illusionist spell Color Spray and
brings one or more such colors into existence.

Besides the listed effects of Color Spray, anyone sub-
jected to Darklight Prism must also save versus spells.
Those who fail go insane, as per the the magic-user spell
Confusion (or any other mechanic the Labyrinth Lord
wishes to employ). Such victims also have a 10% chance
of mutating and losing 1d4 points of Constitution. The
exact mutation is never be beneficial, usually something
like enlarging a limb or organ, and Labyrinth Lords are
encouraged to be evilly imaginative with these changes
(post-apocalyptic games like Mutant Future can also
provide ample ideas).

The spellcaster is not immune to viewing these col-
ors and must save along with those in the area of effect.

Pass Flame
Level: C6/M6 Duration: 24 turns Range: 60

Pass Flame relies on the harmonics inherent in all mat-
ter and which connect minerals and objects to celestial
bodies and other planes by their shared resonances. With
thorough study of this heavenly symphony, keen al-
chemical knowledge, and 100 to 1,000 gold pieces worth
of the appropriate materials, a cultist can construct a
fiery gateway between her realm of existence and an-
other.

The ritual requires a bonfire or larger flame, formu-
lated with specific elements to create alchemical songs
powerful enough to bridge realities. As the ceremony
proceeds, the fire gradually turns blue and begins to hum
as the notes blend and balance and then open the por-
tal. Those who leap into the flames are transported to
another plane or world. The materials in the fire deter-
mine the exit point, so, unfortunately, even a tiny error
can result in a very different destination.

The fire exists in both planes and may be used to
move back and forth. If the origin flame is extinguished,
however, those using the gate are drawn back to their
starting point. If the flame dies on its own after 24 turns,
or if the destination flame is put out, the travelers re-
main trapped on the far side of the gate.

Reverse Staircase
Level: C6/M7 Duration: 1 hour Range: 10'

This spell allows cultists to warp space, allowing them
to hide things like their temples and castles in plain
sight. When the casting ritual is complete, the stairwell
base remains in its original position, but the rest of the
staircase is reversed in an impossible manner and leads
to a room that cannot otherwise be reached, even using
spells like Wish or Teleportation.

While the spell is active, anyone can use the steps.
Unfortunately, people in the stairwell when the spell is




cast will be shunted off into another universe (exactly
where being up to the Labyrinth Lord). Because the sanc-
tums are accessible for such a short period, Reverse Stair-
case is often used in conjunction with the Summon De-
monic Mason spell, as the unholy construction crew can
build the secret space within the limited time without
trouble. Other cultists use their staircases as a way to
speak to things that even demons and the other deni-
zens of Hell avoid.

Summon Demonic Mason
Level: C7/M9 Duration: 8 to 12 hours Range: 30'

Cultists who want to send an unequivocal message that
demonstrates their power and willingness to wield it
use this spell to build a structure overnight. The ritual
summons a demonic master mason, its slaves or under-
lings, and all the infernal building materials necessary
for the job. The construction usually takes 8-12 hours,
depending on how large the desired structure is, but a
single room will take significantly less time.

Any limitations on the construction’s size are up to
the Labyrinth Lord, though it should be restricted to a
small town at most. This means about 50 buildings and
no more than 1 square mile (but this could comprise
one single building). Although the area might seem im-
mense, those familiar with demonic builders understand
this is small potatoes for a fiendish crew.

The cultist must pay the demon in human souls, cash,
and/or magic items worth at least five times what the
structure would normally cost. As a rough guideline, a
0-level character’s soul might be worth 1 gold piece.
Souls of characters with classes fetch 100 gold pieces
per level of experience. Souls of rulers or those of great
importance could be bartered for up to 100,000 gold each.
Demons, being demons, are not afraid to haggle for the
very best price, but, surprisingly or not, the quality of
their work is unimpeachable.

These prices are for “normal” constructions. There is
a lot of potential in this spell for the unusual, even if
only used to create something like a statue or small cot-
tage. The cost of other features are left up to the Laby-
rinth Lord (e.g., larger on the inside that the outside,
alive and sapient, able to open/close/lock doors at will,
able to project illusions, able to heal/repair itself).

Although expensive, having a building constructed
of hellish material and designed by infernal architects
does provide benefits. Evil creatures feel at ease within
the structure and gain a +2 to hit and damage bonus in
melee combat. Neutral creatures are uncomfortable and
suffer -2 to hit and damage in melee. Good creatures
have a difficult time not retching and their Strength score
and movement rate are reduced by half while within
such places, unless they have some kind of supernatu-
ral protection.
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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 trademark
owners who have contributed Open Game Content; (b)"Derivative Material"
means copyrighted material including derivative works and translations (in-
cluding 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, procedures, 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, storylines, plots, thematic elements, di-
alogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abili-
ties 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 oth-
erwise 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.

3.0ffer and Acceptance: By Using the Open Game Content You indicate 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 con-
veyed 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, in-
dependent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility 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 owner-
ship 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 in-
dicate 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
unenforceable, such provision shall be reformed only to the extent necessary
to make it enforceable.

15. COPYRIGHT NOTICE. Open Game License v 1.0 Copyright 2000,
Wizards of the Coast, Inc. “Six Mythos Spells” copyright 2021, Skirmisher
Publishing LLC.
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