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. . . · air was hot cind humid ·~· · not enough to prevent fr~fitdsing 
into the air to blind .the eyeS,~nd choke the throat The man walking across the plains 
towards Leviathan's Spine wcis covered with a thin ,red coating of the stuff, and only 
the cloth wrapped ~round his mouth kept hftn from coughing constantly. 

His name, Venarish Kareel; his profession, Wylder. He was toll and leon, with the 
piercing eyes that so o~en mark the members of Troupial Hawk. The forge wings 
which thrust out from between the gaps in his cloak were ivory-white, shading to a 
rich brown along the tips. His brown cloak was dyed and cut to complement them. In 
his right hand he held a staff of dorkwood topped by the skull of a Homed Runner. 
His normal~ proud and noble figure was dulled by the dus~ and his shoulders bent 
with the weight of weary miles. 

His goof loy ahead, on one of the sma(ler peaks - little more than a foothill, 
real~ - on the western edge of the Spine. There he would find the Ring of Fangs, a 
group of sharp obsidian dolmens thrust into the ground centuries ago by some 
unknown power. But the Ring itself was not what he sought there - it was just a place 
of power one evil man had chosen to make his own. That man, Telzarac Shaon, one of 
the most feared Blight Crows in Providence, was Kareel's quarry. 

The Ravager of Rivers-Child, they called him, and they were right Kareef hod 
grown up in Rivers-Child, years ago when it was a thriving community. He was there, a 
mere stripling, when Shaan arrived. He was there when his parents, the leaders of the 
town, went out to confront Shaan. He was there when the Blight Crow stripped them of 
their Wird; Kareef watched as they died in torment Then he had to watch as Shaan did 
the same to the rest of the townsfolk, sparing just a few children such as himself to tell 
the tole. Shoon hod ffown away, laughing, glowing with the Wird he had absorbed. 

That day shaped Kareef's life. Bere~ of (ami~ and home, he was fe~ with on~ 
one thing- a desire for revenge. A burning, driving, hunger for vengeance on Tefzoroc 
Shaan. A want - no, a need - to destroy the man who had stolen his parents and 
childhood from him. That desire took him to the patchwork community of Monarch's 
Peak, where he met a man who first began to train him in the skills which would, one 
day, allow him to best the Ravager. 

And now that day was here. Banti grant that he be strong enough .... 

Underlying all that is Providence, and all that the Yas'Wailian exiles have 
accomplished in Providence, is Wird. Wird is the force which binds the world 
together, yet allows the Yas'Wailians to shape that world to their needs. Wird is 
also the force which bids to tear the world apart, bringing all of the 
Yas'Wailians' dreams to ignoble oblivion. 

The Book ofWird is XID Creative's guide to magic, and the practice of 
magic, in the world of Providenc~ ~ It explores and expands upon the rules for 

'_,._,,,F·-·- ,, ... ,,_ .... ,- ·_. -:, ,.,;,c'_.· . ·.;· , . ,._ __., ... _, __ ,_. . .. _, 



By and large, usirig this book should be simple for most players .. . .. • · .. • 
masters: it's a resource to be .used to improve games. It contains new rules for . 
spell casters in Providence, a~d includes many new spells and enchante4 items ..... ·.· .•. "' ............. , ..•.•.•.. 
Read through it, pick out the new spells you want your ch~ra~terto learn (or~ if 
you're a game master, whic~ you want to give to your player's), and go out 

, smite your foes! As a ga111~ master, you also now have access to a lengthy list . 
magical items which you can distribute to the characters in your campaign 
rewards; and to the non-player characters in your game· as weapons to . 
against your player's characters. ' 

Howeve~ you cando more with this book tha,nthal - atleast ifyo~;re 
game master. The Book ofWird provides you with a resource to juice 
campaign with a little bit of mystery and intrigue, provided you use it 
and keep your players fro111 reading it.(orat least parts of it). ·one ofthe things 
which makes magic magic is the mystery which surrounds and suffuses it It's no 
mistake that the word arcane means both something relat~d to magic, 
something that is enigmatic or hidden. Magic is, at its very 
the commoners. Only . those who · study hard and sacrifice of themselves 
unlock its secrets - wizards, or, in Providence, Wird casters .,.. can make 
its awesome powers. 

Unfortunately, the necessities of gaming qften leech much of that 
away. Magic is reduced to static rules and lists of spells that any player is free 
look up; but it doesn't have to be that way'- not entirely. It's not really possible 
in the .Creative System to get away from the need for rules governing magic, 
and lists of the spells which characters can learn. However, there's · no reason 
why you, as the game master, have to allow players to look ~t those spell lists 
and catalogues of magical items. The players already know the basic rules for> · ... 
using magic in the Creative System, and they've probably had a good look at .. . ..... 
spells listed in the Main 8,ule Book. But hopefully they h~ven'tseen the spells ·· . 
·and items in this boo~ yet.lf you cankeepit . that~ay, TheB~~k . o{Wird ···· 
help you to inject ~ome. ~fthemystery ofmagic ,ba.c~I~to yo~r gam~: . 





The Book ofWird is divided'into five chapters. 
·- ' -:-_ :-· } ~'-: · .. ;~: :::;:,,:=::; _:,:.~- ./--<: 

Chapter ~ne: Magi~ ID Providence, pfo~ides a basic'framewo[kfor .... ··•••· ···.·····•· 
more concrete discussions of ruiesfor magic ~hich follo\Y later in ,the. book.. · . 
The first part, A Thousand Threads, explores the nature of Wird and the . . . . 
theories of how it works.~ and the implications for each of these theories. It · . 
also discusses the"Tapes;ry, ·and the. Retributions th~t inevitably follow .from 

., altering it. The second part of the chapter is a detailed description of how s.pells .. 
. are learned in Providence, !)oth, ge~~rally and among.the various · 

Chapter two:· Ch~facter Cr~;tio~, prb:ides n~wTraits, .S~i~l~, /and other··· .......... , .... , 

abilities; for creatingWird-manipula,ting ~ha.ract~rs in the C~eative Syste.m. • 
more importandy for' many characters, it discusses the 'Arasswa'il, the ''deep 
mysteries" of lllagic in Providence ;'the powers which spell casters.of advaric~d 

·training and skill possess. · 

. Chapter three: The Grimoire, of. Providence, provides dozens 9f ne\'f. spells ·; 
· for characters. Most ofthem are available to any character, but there are also 
.. special spells whkh only members of certain organizations can learn. You'll also 
. find special lists of spells for the Serpenkine, Green People, and other races 

besides the Yas'Wailians. · . ··· 

Chapter four: Enchantmeri~ provides rules for 'the creation of magical items, 
such as enchanted swords, the ·. Moss Masl<s of the . Gath Hadatchi, and even · 
powerful relics and artifacts . • Ch~pter four also provides descriptions 'of 
differ~nt magi~ items which,players may create, find, or ~ave given ~0 them. 

~-~ G 



. Spider a~ok~ . ~ith ih~ dawfione morning and decided to weave a ~eb. Going 
forth from its hom!} ~mid the shady/eaves, of the p'ranna uee, it found two young 
twigs, just giving birth to bright green leaves, which seemed perfect for Spider's 
purpose. Setting to work, Spider wove its web well, anchoring it to the two twigs. By 
high sun Spider was pnished, and it sat at the centre of its web to await its prey. 

By day's end Spider had eaten well indeed. Many ffies and ants had come to 
visi~ only to be ensnared in the sticky strands ofits web. Spider went back to its home 
that evening well content with its day's work. The next day Spider decided that it would 
build an even bigger and stranger web, and therefore enjoy even greater success. It 
tore down its old web, which had served it so well, and began to build a bigger one. All 
morning and half the a~emoon Spider laboured, making its web larger and stronger, 
straining the very twigs which anchored it When Spider was dane, it had a web that 
any af its kin would be envious of, and its chest puffed up with pride. 

As before, Spider took its place in the web's heart Before long Beetle came 
ffying near it Never had Spider dared to try to trap Beetle, for it was large and strong, 
and could easily have torn free from any web Spider had ever built before. But this 
time Spider knew no fear, and it taunted Beetle into coming closer. 

Suddenly Beetle was snared! It buzzed and thrashed angrily, beating its powerful 
wings in an effort to break free. It was too much. The twigs, already bowed under the 
weight of the web, broke, burying Spider and Beetle in the sticky white strands. Spider 
found itself caught in its own trap; it was barely able to wriggle free before Beetle. 
Spider scurried back to its home to hide. There it remained throughout the rest of the 
day and the nigh~ sulking, hungry and afraid. 

- From A Thousand Threads: The Tapestry ofWird 
by Eranis Taklano 

A THOUSAND THREADS: 
THE...~ATURE __ Qf_WlRD ________________________ _ 

All things, living and dead, moving and unmoving, mundane and arcane, 
spiritual and profane, are a part of the great Tapestry that composes all 
creation. Yet the Tapestry itself is but a fabric woven of threads - threads that 
are made of the mystic energy known to the Yas'Wailians as Wird. Thus, one 
who wishes to manipulate reality- to work magic; in other words - must learn , 
how to manipulate Wird. 

The Yas'Wailians and other race!: which inhabit Providence have known of 
the existence ofWird since before their arrival in this world. Wird was one of 
the tools employed against the Elothorin.in the ..• Graryd;yyar. After the . rebe~s · 
arrived in Providence; stripped of their Wird po~ers, t() relearn how 



... ·.c '" . . ··· · d ,,. :'"/[!:$ · ~ ,,· . '· · .. ' '•X.<<UW<;.;, •. ;;x'<•>•<••..i·'<'<.· 
from them py .th~!f;f~P~~r~.· .,, , . .. . ...•. ... .. . . to :tdiusttlhos'e attiliti,es 
realities of their n7w bo~e. lri doing · they ... ... . . 
the existence and nature of 'tfird; ()i" ela,pci~~t7d . upo~ ~heo~es 
captors used .• In,, th~ )nterv~ning twe."c.tr ce~~urle~/th~se.' tbeories • · 
debated, expanded, 'revised: and in seine cases ~ts~arded ~$ rn.or~. exoenence· <<·.; •. • %> 

was obtained in the manipulationof Wird in Providence. Still, no one theory 
has been proven correct to the satisfaction of all, an9 so the arguments and 
discussions continue to rage. 

What follows is a discussion of some of the more widely-accepted views. 
of what Wird is and how it works. These are . not the bnly theories - many .. 
Wird-workers have developed their own private notions of what they are doing 

'and how they do it- but these ' are the primary ones which are debated 
discussed between the philosophers and metaphysicians of Providence. · 

Many books and scrolls c,ontain discussion of the theories described 
below. The best o( them, and also one of the rarest, is A Thousand Threads, by 
the Wird Weaver Eranis Taklano. Written over a thousand years ago, it laid the 
foundation for more than ten centuries' worth of discussion of these . subjects. 
Even today its approach to the subject is the usual starting point for any debate. 
Unfortunately, Taklano's work is mostly kriown second-hand; only a few copies 
of his work remain intact. Most of those are found in the libraries of "''"'"rr~nr 
rulers, nobles, Wird-workers; and ihe like. (F9r more information about A 
ThousandThreads, see page 188) . · 

LIFE FORCE 

The oldest, and most widely accepted, theory is that Wird is the life force ' 
that derives from and inextricably linksall living things. It is the sum of the 
"living energies" generated by the plants, animals, andpeople of Providence, 
from the tiniest plankton right on up to the Yas'Wailians; Lost Tribes, and 
Elothorin avatars. Every birth and every act of living, for good or ill, contributes 
to this pool of energy; every death, and every draining ofWird by Blight Crows, 
diminishes or poisons it. 

According to this theory, Wird-workers can manipulate this vast ocean of· 
life force. In essence they can "reach out" and "touch'; it, creating ripples, whorls, 
eddies, currents, and waves, which manifest themselves as ~hat~ver effect the 
caster .conceives of - a ball ?f flam~. a ~It of lightning, or the' power. to fly 
without wings, to take just a few examples, However, that is all Wird-W,orkers cap 

': l._ .... - . :··- _.,._· ' .• -· .... :<.- ·;'-

.do 7 they ~nnot total~ immerse themselves in the sea of yyird. They. can only 
touch it or s~oop somepfit ()~~ . . their own use. Not even ... ·. Dancer cari 

in the sea ofWird; or' fully 
how · · · 



. . . . • . ··.··•···•··.··. . . ·. . ... · ... · powerful 
. tlla~ ev~l{ili~ -g~eatest ofWird·worker~ alive today. 

···: ., , ... . ,,.,. · . .... . 

~eory go~s Sri{S·s~te ihatthenature ofWird provides it 
·. a karmic effe~t with which. it guards itself. The.life force will not tolerate 

used and abu~ed to cause the destruction of nature, from which it derives 
itself. The Tapestry can fight back against abuse. When too much Wird is used, 
or Wird is used too frequently in the same place, or Wird is used to destroy 
great quantities of nature, the Tapestry can lash back by creating Retributions -
natural "disasters'' designed to right the cosmic scales that the overuse ofWird 
has unbalanced. As long as Wird is used sparingly, for just purposes, and not to 
destroy nature for no better reason than delight in destruction, Retributions 
will not occur. The fact that Retributions have occurred with greater frequency 
and severity in Providence's recent history suggests to life force theorists that 
too much Wird is being used too irresponsibly. 

Wird Weavers and Wird Dancers most often espouse the life force theory. 
Some Wylders believe it, but many consider it to be sentimental nonsense. 

Another theory about Wird states that it is simply a natural element. 
According to this theory, Wird, fundamentally, is like air, sunlight, wood, rocks, or 
water - it is just somethihg that exists in nature. In some areas it is plentiful and 
pure; in others it is rare, or weak, or has been poisoned or spoiled by some 
outside force (often a Blight Crow or Elothorin Avatar). People can make use of 
Wird the same way they make use of, say, wood; the wood is there for their 

··· taking. If they take too much, it will eventually run out (or at least take a long time 
to grow back). If they are not careful, they can burn down the wood before they 
make use of it, or infect the trees with various diseases which spoil the wood. But 
as long as there is enough wood for everyone, there is no reason not to use it 

The natural element theory is often said to do a better job of explaining 
how Wird can be diminished or altered in particular regions than does the life 
force theory. For example, in the Bone-Wail Forest, Wird is often weak 
("hollow" is the Yas'Wailian term}, difficult to use or find, or even twisted and 
spoiled- much like the trees there. lfWird is a simple natural resource, then it 
can be corrupted or polluted by natural conditions or the actions of 
Yas'Wailians easily enough, just like more mundane resources such as lakes. 
However, since the life forms in most of these areas are similarly barren or 
corrupt, adherents of the life force theory feel that a link simply exists between 
the state of local nature and the state of local Wird. In other words, weak 
nature causes weak Wird. 

According to the natural element theory, a Retribution is a natural 
phenomenon resulting from the overuse of a particular resource. It is no 
different from drying out a lake by ta' ing too much water from the streams 

'that feed it, or causing a hillside to en)de by chopping down all its trees. This 



The third major the?ry rnn,r<>rruna . 

simply ·· the' result of, or.: a " ~astt product • deriving 'JI'C)m. the_ creation · of< 
Providence itself. This theory's ten~ts ~.tate that \Vird i~; for lack of 
'description, a s9rt of "radiation" which all rrtatter in the world emits due to the 
act of creation. ~me places arid' it~ins emit 111ore, anq some less, ~ue to ··.· 

,, natures Or other circumstances; Those people who are trained can ········<··· , ..... . 
and harness the force of this . radiation; they are capable of these feats because 
the Wird-radiation has "mutated" them, thus adapting them to it . . ~: ' .·· · ... ·•' ........ ·---... _.,,._.,.,,_,:·- ·-- - ·------:::;-

The cosmic by-product th~ory,explairi~ areis 9f 'weak or warped ,,Wird as 
alterations in the flowand pattern of the radi~~on of ~r.eation. These. alteration; T 
can result eithedrom flaws in the creati~n Rfareas, or flaws introduced into 
them by people. ·Retributions result when tf1e . flaws which pe~ple have . 
become so great :that the world itself must react to ' maintain the 

• "unive,rsal harmonies.".The theory does not. adequ<~tely 'explain exact~ v,.'hat 
"harmonies" are, why people cannot sens(them, and whyVvird users cannot 

. maintain them on their own without the need for Retributions. 

Although the · cosmic by·prOduct theory is . approximately as e~ecti~e as ·· 
'the life · force theory at explaining how Wird acts anrl'can be used, it has 
· fewer bel_ievers. It is much more abstract, and complex than the 
' theory, so it is only a few Wird caste~ (mosdy Wird Wea~ers), and. others who 

enjoy deep metaphysical speculation who believe in it · 
·' . . '---' .... 

One concern which adherents of this theRry have is its greater 
.·.· implications. If Wird is the '~background radiation" from . Providence's creation, . 
and Providencewas created (as some theorize) by the Elothorin; all yYird 
be, at its most fundamental level, corrupted by the Elothorin. Of course; this 
belief supposes that the Elothorin co~rupts Wird ~hen it makes use of il 
However, since Yas'Wailians were able to manipulate Wird long before the 
exiles arrived in Providence, few people worry rT'luch about this concern. 



seem to 
manipulate it in roughly the same ~y. I~ laym~~'ster~s. they ()pen their eyes 
to the perception ·.ofWird,/then · usetheirmi~ds . tomanipulate and alter the 
Tapestry to cause the desired ~ffect Hand gestures, incantations; and the like 
can all be used to ease the process of spell casting, but they are not necessary 
to cast spells. The trained mind of a spell caster is really all that is required. 

Of course, different spell casters have different personalities and different 
ways of perceiving the world. They may view Wird manipulation in slightly 
different terms, or employ different metaphors to describe to themselves what 
they are doing. Because of their training, most casters are accustomed to 
thinking of the Tapestry of Wird and manipulate it in those terms: they fold, 
unravel, rip, repair, crumple, bend, or press upon the Tapestry to achieve their 
effects. However, if a Wird caster is more comfortable conceiving ofWird as a 
fire, a pool of liquid, unconnected threads, a vast forest, or the like, they can 
certainly work Wird on that basis. Thus, instead of "folding the Tapestry" to 
work a spell, they might "stoke the Fire" or "draw water from the Great Lake." 

II:IE_EQ_U_R_ELEMEN.TS ______________________________________________ _ 

Virtually all Wird-workers, no matter what their Distinction or 
background, think of Wird as possessing four elemental "facets" - four aspects 
based on the classic elements Earth, Air, Fire, and Water. By focusing and 
manipulating these elemental aspects, spell casters are able not only to cast a 
spell, but, to a limited extent, to customize it to their tastes. 

EARTH 

AIR 

The Earth aspect of Wird relates to a spell's duration and permanence. 
The amount of Earth Wird a caster uses in a spell dictates how long that spell 
lasts. A character who wants a spell to remain in effect for many minutes must 
use a great deal of Earth Wird to achieve this effect On the other hand, many 
spells that cause damage (i.e., spells with a Duration of "Instant") have virtually 
no Earth Wird woven into them. 

Because of its relation to permanence and durability. Earth Wird is also an 
important component of spells designed to protect someone (or something) 

from damage, or to prevent change from occurring. Spells such as Water 
Armour or Wall of Air contain a great deal. of Earth Wird, despite their names. 

The Air aspect ofWird affects thl! caster's ability to focus; manipulate, and 
control Wird at a. distance. Wird casters first learn how to manipulate Wird 
near them, work their ~vay_up t!'. ~.ffecting at a range. ~ 



nature. In mundane terms, this affects the spell's ability to cause damage and 
achieve other gross effects. A spell such as Lightning Bolt or Flaming Weapon 
contains much Fire Wird; one that does not do damage (such as Blur or Magic 
Resistance) has very little. 

Fire Wird also acts as a metaphor for a speWs raw power. High level spells, 
or other spells that are extremely powerful for some reason, have much higher 
concentrations of Fire Wird than low level ·spells. A spell that · achieves a, 

· spectacular effect or result is someti!lles said to have been "blessed by lire" or 
"kissed by Fire." 

WATER 

The Water aspect of Wird is perhaps the most fundamental of all the 
aspects, for it relates to the directing, focusing, shaping, and alteration ()f Wird 
energies. Spells such as Fire Ball, which create a crude effect over a large area, 
have less Water Wird in them than more precisely focused spells like Spark 
Touch; however, all spells contain at least some Water Wird - Water Wird 
forms the basis or foundation for every Wird spell. Without it there is nothing 
to hold the other three elemental aspects togetheri they would unravel into 
meaningless (and perhaps dangerous) mor.lss of arcane energies. 

REIBlB_UILONS 
Whatever their personal beliefs or perceptions of Wird are, all Wirdj 

·workers, by ancient custom, refer to the entire pattern or sum total ofWird in 
Providence as "the Tapestry:' This has, in turn, given rise to many '.veaving or 
thread-based metaphors among Wird casters, and in Providence's culture as a 
whole. Wird casters "weave ... a spell, disrupt the ''warp and texture" of another 
caster's spell with Dispel Magic, and so forth. 

. . . 

Similarly, y.'hen too much stress is placed on the Tapestry at a particular 
point, it is said to become torn, ripped, ruptured, or "knotted:' This usually has 
dire consequences for the l~nd of Provid~nce , an~ sometimes for,the'person(s) 
who caused the knot as well. As mentioned above, the karmic scales of Vfird 

.. use are balanced through whai Yas'Wailians call a RetribU~()n :A R~tributi.9n , i~ .. '\< ., 
,. J in effect, a Wird backlash that occurs in the physical worid. It can be anything .::,,' 

'froiTllllinor disturbances (small eaithquakes or tr~mors, 
th.~ m<er ·· t<? world;sha~~ring:. err~cts, ' 
Sunderlancis · 



,, strainedthe ,, ,,, in a particular area/ tearing so wide a hole in it or 
building up such a large knot that raw, unbridled energy pours forth to "reset" 
a reality !ha~ has been manipulated too much.The Retribution may occur near 
the point · where the final amount of strain is placed upon the Tapestry, or 
possibly on the other side of the world (which makes the phenomena a 
difficult one to study and categorize). 

However, there are some recorded instances of Retributions occurring 
after a short period of extremely intense Wird use - such as a massive combat 
between two forces of Wird casters: These Retributions are generally minor 
ones, but in at least one case a "Lesser Retribution" (as they are known) caused 
the destruction of an entire village and the death of about I 00 people due to 
the formation of a small volcano. Even a Lesser Retribution has a very negative 
effect on the world of Providence. The lesson is a clear one: do not use Wird 
when mundane means will do, and use as little of it as you can. 

Unfortunately, not all Yas'Wailians are very concerned about the potential 
effects on Providence of their use of Wird. Blight Crows, of course, do not 
care; they use their magic when and where they choose. Many Wylders are also 
sceptical of the theories about what Retributions are and what causes them. As 
a result, Wird scholars who study such matters claim that these two 
Distinctions are responsible for the majority of Retributions. 

The exact manifestation of a particular Retribution seems to be based 
largely upon the type of magic that caused it The type that was predominantly 
used while the Retribution was building, or the type which is the final straw 
needed to break that particular Bawk'sha's back, is usually reflected in the 
Retribution, For example, if magic using Fire causes the Retribution, a volcano 
or firestorm might result. Earth magic might cause tremors or full-blown 
earthquakes. Air magic usually results in storms and the like; Water magic in 
flooding or parching. 

RANDOM RETRIBUTION GENERATION 

Retributions are usually best handled by the game master's fiat they 
happen when the game master wants them to, where the game master wants 
them to, and how the game master wants them to. However, some game 
masters ll)ay be uncomfortable with this state of affairs, preferring a more 
random method of determining the exact .~auses and effects of Retributions. 

The following tables are providE!d. to help such game masters, and to 
'···· , provide ideas for all game maste~s ·for possible Retribution effects. For the 

" still to have to decide Ol) the exact 



parameters of a Retribution -:- precisely where it occurs, when, and how strong _ 
it is - but the guidelines in these tables should make those final decisions easier. _ 

Amount of Wird Used Chance o( 



2 Conversion: 

. i.d~{ ':for~sB ' o~/ other large 
s~ructure falls 6~er, ~~!lapses, or 

crumbles:' In plain~ areas this result indicates 
the ope~ing of ch~~ms and fi;sures in the 
ground. The greater · the Retribution, the 
larger the object affected. 

Some natural feature is converted into 
something else. Trees become crystal instead 
of wood; rocks become wood instead of stone; 
grass becomes stone instead of plant matter. 
However, they retain their living condition, 
resulting in some strange (and perhaps even 
beautiful) topography. The greater the 
Retribution, th'e larger the area affected. 

3 Earthquake: Earthquakes rock some area of Providence. 
For. Lesser Retributions, this may simply 
indicate minor tremors; more powerful 
Retributions could even · result in quakes 
across all the land. 

4 Flooding: A body of water floods, or an area of land 
collapses and water wells up in its plate {this 
is what Yas'Wailians believe happened in the 
Sunderlands). The greater the Retribution, the 
greater the flood and/or the area affected. 

5 Freak Weather: Weather phenomena in some area become 
freakish. It may become bitter cold and start 
snowing {despite Providence's normally hot, 
humid weather), for example, or a rainy period 
may suddenly turn to drought The greater the 
Retribution, the greater the effect and the area 
affected; typically at least one week's worth of 
bizarre weather is the minimum. 

6 New Land Mass: A new land mass is created. This could be an 
island arising in the middle of a body of water, 
or a mass of stone being thrust up from the 
ground ,by volcanic processes. The greater the 

· Retribution, the larger the area of new land. 
Regardless of where the new land is created, 
it will be barren and, generally, worthless. . 



8 Storm: 

9 Volcano: 

10 Withering: 

, .. . .. · .. ·· .. ·. .·· .· the g;eater.ith; area ·· 7 Sr 
· · · . affeqed an? th~ , Ionge~ ilie mysticai dtought .· · 

, lasts .. Any'~tte~pt to create'l'ainor water' with 
spells 'or Shard powers b~comes, ~ore difficult' · 
(incr~ase any Target Numbers involved by 3 or 
more, and double or triple the Wird and/or . · 
Endurance cost ~f the ability). .. 

A terrible storm rises out 
spreading destruction, For Lesser 
Retributions this might just be a short, severe 
thunderstorm; for greater ~etributions, 

torpadoes, blizzards, and ... similar ph~nomena 
are the norm. Any attempt to dispel storms 
or alter the weather with spelis or Shard 
powers becomes .mon~ difficult (increase any 

. Target Numbers involved ~y 3 or more, and 
double or triple the Wird and/or Enqurance 
cost of the ability), 

A volcano or magma-filled fissure is created. The 
greater the Retribution, the, larger the volcano .. 

All plant life in an affected area withers and 
dies; nothing will grow there until .the effect 
passes. The greater the Retribution, the longer 

··· · the effect lasts and the greater the area it 
covers. One advantage to this otherwise 
terrible event is that the Green People will not 
enter an area affected by Withering. 

d I 0 Roll Location of Retribution 

At the place where the final triggering event occurs . 
2 Up to I mile from the place where the final triggering event occurs 
3 Up to I 0 miles from the place where the final triggering event occurs 
4 Up to 50 miles from the place where the final triggering evenfoccurs 

Up to I 00 miles from the place where the final triggering event occurs · 
Up to 400 miles from the place where the final triggering event occurs , 
Up to 700 miles from the plac~ where the final triggering e~ent occurs 

, Up to I ,000 miles f~om the place whe,re the final trigg~ring ey~nt occurs 
Up to I ,30Q,Jniles from ~~e, place the final triggering evert' , .. 

to I ,600 miles from th~ ' . . . e·, .r,en\. ·OC~IJ~ .. ::;;; •• ,,:,,,;,J; ; 



. ' · ....... prevent Retributions: use less 
.· is capabl~ of absorbing a certain amount 

.· . . ..... · .. .any harmful side effects. None of them agree on the 
exact amount, butall seem to believe that it is considerable. Over time the 
world ·· c~n··· apparently "adjust to'' or"heal" some degree of magical 
. manipulation: The problem; of course, is that Providence's inhabitants are 
currently using far more Wird than even the greatest of these estimates; their 
whole society depends, in large part, on Wird to survive. Many Yas'Wailians do 
not even believe there is any problem. According to some scholars, at the 
present rate ofWird use the Yas'Wailians could very well cause Providence to 

. .tear itself apart in only a few years. The creation of the Sunderlands, not to 
mention the massive volcano slowly forming in the Deep, is seen by many as 
proof that these theories are correct. 

No Yas'Wailian, not even the most accomplished Wird users known, has 
figured out a way to cast Wird spells without causing, or at least potentially 
contributing to, Retributions. The possibility of Retributions seems to be so 
intrinsic to magic that there is no way to avoid it. Therefore, the studies of 
many scholars who are concerned with this problem have been directed 
toward the possibility of preventing Retributions before they occur. 

To this end, there has been some experimentation with spells that can 
."relieve" the · pressure or build up of energies that eventually leads to a 
Retribution. As paradoxical as it sounds to use Wird to ease the effects of 
overuse ofWird, some advancements have been made. The greatest of these is 
a spell known as Tauriel's Unravelment, after its creator. This spell allows a spell 
caster to release the pressure existing at a "knot" in the Tapestry slowly and 
gently, thus defusing the potential Retribution. (see page I 07 for more 
information about this spell.) 

While at least one potential Retribution has been removed by use of this 
spell, the fact remains that Tauriel's Unravelment and all other means of 
tampering with knots in the Tapestry are fraught with danger. A failed attempt 
to eliminate a knot always seems to hasten the Retribution and make it worse. 
Furthermore, in the past there have been several attempts to "tap" knots to 
harness their raw power. Every such attempt has resulted in the death of the 
spell caster. The Yas'Wailian body simply cannot withstand the sudden influx of 

· Wird energies that pour forth when someone accesses a knot. As if that were 
not enough, such attempts have also inevitably led to powerful Retributions 
elsewhere in the world. Some schola.rs speculate that the White Crow or 
Elothorin Avatars may have developed ways to "tap" knots, but there is no 
proof that they have done so. 

... . Some spel! casters .. have expiQred 
.. , . a Retribution after it 

possibility of reversing or 
this has worked with . some 



All of. Pro~idence' is suffusMwithWjr~; whatev~r its s~urce or origin: > .·. 
Although f'!lOSt p~ople think that spell .casters. o,setheir ownWird to ~wer a ........ · . . 
spell, this is not entirely correct It would b'e· ITlore atcurate to say that a spell 
caster's body has the capacity to chann~l some or all of the ambient Wird in an ... 

· area, and spell casters think of this li!llit as utheir:'Wird energy .. 
. _.-.. -,-. .,. --·--.·... ,,. 

Under. most cirdlmstances, '.~is d~rific~tion is irrelevant However, 
Some SituatiOQS it becomes extremely important,for the nature and amount qf 
Wird available in different areas can differ. It matters. li~le that a Wird caster 
can channel ·! 00 peints of'Nird in a round: if there are only 25 points ofWird. 
available in the area. The situation becomes worse if several Wird users are 

'• casting spells in the same area at the same time; that may deplete th~ available 
Wird in short order. On the other hand, some areas are Wird~intensive, with 

. . more than enough arcane energy for every~ne i:o use.:· ' · · ' 

Spell casters also have to· ac~oun~for the quality of the Wird ~vailable 
a given area. In almost all areas of Pr~videnceWird is/ 'neutral" .:::. casters can " 
use it for any type of spell with n()restri~tion .. or variation. Some places, 
however, particularly those affected by .Blight Crow or White Crow 'magic, 

·. contain Wird ~hich Yas'Wailians call "corrupt"This makes it harder, or even' 
impossible, forWird casters to weave spells (unless one is a Blight ~roy_; of ' 
White Crow; theyrevel in such areas). Conversely, the Wird in some areas is 

' exceptionally ''pure.,, for Yas'Wailians, save. Blight Crows, making it,, easier for . 
them to cast spells. ·· ·· ·· 

. In game terms, m?st areas are. considered to have standard amounts of •·· 
· .Wird. They have more than enough Wirdto power any spells that are cast in 

that area during the course of a given adventure, without regard to the type or , 
. nature of spells being cast Howev~r. the game master may ~s?blish that . a • 

· • ' particular area has one or more of · · · · · ·· · · · ' 
;,_ ,· c , . ."•. "" , _-, · .. ,, :'-;· ....... : - . 

. ' . ~ :.;.-:·-: 



. . y . .. . . . . ... . . ... ·· area .r a normaL area. . renect ' fhe . 
decr~ased .availability of Wird, aU characters ~re ~or\sidered to .• have 75% (or 
less) ~f their normal Wird totahvith which to cast spells. Alternatively, the 
game master may assign a limited "pool" ofWirdto the area, for use by all spell 
casters; once they use up that pool, no more spells can be cast in that area until 
the Wird refreshes itself (see below). A large part of the Bone-Wail Forest is a 
Wird-Poor area. 

"CORRUPT" WIRD 

The Wird in this area is corrupt, or simply not easy to use for most Wird 
casters. All Blight Crows, and White Crow, are considered to have 125% (or 
more) of their normal Wird totals in such areas; anyone else is considered to 
have 75% (or less) of their normal Wird total with which to cast spells. In some 
exceptionally contaminated areas, non-Blight Crow magic may not be possible 
at all. Some parts of the Bone-Wail Forest are filled with "corrupt" Wird, as is 
the White Crow city of Aerie. 

Note that the term "corrupt" Wird is one of general use by Yas'Wailians; it 
is a comment on the quality of the "material" available for. use by most Wird 
casters. Blight Crows and White Crow magic casters would not consider 
"corrupt" Wird to be corrupt (the White Crow call it Shadow-Wird). Similarly, 
using "corrupt" Wird does not corrupt Wird-users, nor does it inherently make 
them "evil:' 

PUREWIRD 

The Wird in this area is extremely "pure" or refined, typically through 
Bright Oriole (see page 154) magic or similar means. All Bright Orioles (and 
other similar magic casters, such as Wird Weavers and Wird Dancers) are 
considered to have 125% (or more) of their normal Wird totals in such areas. 
Blight Crows, White Crow, and other similar spell casters are considered to 
have 75% (or less) of their normal Wird total with which to cast spells. In some 
exceptionally pure areas, Blight Crow and White Crow magic may not be 
possible at all. · 

Additionally, or alternatively, pure Wird may make any spell cast in the 
area more powerful. In this case, any spell cast in the area is considered to have 
125% (or more) points ofWird powering it than the points allotted by the spell 
caster. This will often increase a spell's duration. 

As with corrupt Wird, "pure"Wird denotes quality, not the moral nature 
of the Wird. Using pure Wird does not make a character a better person. 

Characters who have the trait Wird Sensitive (Main Rule Book, page 57) 
or who use the spell Det~ct Wird (1'1ain Rule Book, page I 57) can detect the 

, ~mount and type ofWird in an area. If Wird in an area is especially intense, 
. . • ' " ' . ' , ' /. -, . . . -- ' · , .,.;· -·. -· -· '·/ 



some evidence that Wird 
"ebbs and flows,' ' travelling 
from Wird-filled areas to 
areas where the Wird has 
been used up, like wind from 
the mountains to the plains: 
On the other hand, there are 
Wird-poor areas that never 
seem to reach their full 
potential for holding Wird; 
whatever made them Wird­
poor in the first place 
seemingly created 'a barrier to 
Wird influx. The game master 
can use Wird refreshing as a 
dramatic plot device in some 
scenarios - will the area's 
depleted Wird recover in 
time for the characters to 
fight . the approaching enemy 
army with magic! Or, can the 
characters temporarily 
deplete an area's Wird to 
deny their enemies the 
chance to use spells! 

The nature of the Wird 
in a given area has no effect 
on Shard powers. Such 
powers are, apparently, fuelled 



C/c'VL''''<< ' "'·~' .·., .,,.,,.. < . / .. ,· '· rare- f~r :y:;.'t';;;;;~ ~6 be born with any sort of 
spell·casting ability. , itis necessary for those with the innate talent 

speHca~ting ·.:_· abOut · 4-5% of the . population of Providence - to undergo 
special .. education and training to develop those abilities. Only through such 
training can they learn to harness the gifts they have; otherwise, they will simply 
go through life with their potential unrealized and perhaps even undetected. 

Both the Alliance of Kings and the Wardens of Bone-Wail have special 
programs to discover citizens who have the gift for magic and train them to use 

skills. In the territory of the Alliance, such training is merely offered, and 
can be accepted or declined according to the individual's preference; in Bone­
Wail those with the talent are pressed into training and service to the state 
whether they like it or not 

Training in the ways ofWird typically begins when a Yas'Wailian is rather 
young - about eight years old. It lasts for at least ten years, and often longer, 

· though this depends upon the native talents of the person being trained. 
However, it is said, and with some accuracy, that Wird casters never stop 
training; they are constantly studying, practicing, and perfecting their ability to 
manipulate Wird. 

While any form of training other than that provided by the state is illegal 
in Bone-Wail, within the territory of the Alliance there are several different 
ways to obtain education in the ways ofWird. These include: 

The most common way for a Yas'Wailian to learn how to manipulate Wird 
is by attending a schooi.These schools are often run by a specific government 
for its citizens, a Troupial or Chapter for its members, or the like. 
Organizations such as the Kestrels and D'Shau Monks also have their own 
training facilities. However, there are schools which are independent, willing to 
teach anyone who can afford their fees. 

That last stipulation does more to limit the spread of magical knowledge 
than just about any other factor in Providence. Magic schools are expensive, 
and the better the training, the more it costs. Only the wealthiest families can 
afford the best schools or tutors (or their children. Many families cannot afford 
to send their magically talented childrE!n to school formore than a few years at 
most This results in a population ofWird casters who are forced to do much 
of their learning "in the field;' which has caused more than one catastrophe in 
the past. Even if the law did notrestrictwhich cast~ members can learn to 

. Wird (see below), the expe~ses involved would prevent most low caste 



·'.·. In addition to the qualit{of its teaching; the 'seininafy is k~ow~ for · 
.·, library, on~ · of~he largest ,in Pr;ovidenc.e: .It . ipclydes; among. other · ·--·-····· · 
. an original copy of A Thousand Threads. · • · •·· ··· 

.THE.WHITESUNSCHOOL , ··· ··· > 

This sch~l has llnd~rgone 'drastitchang~s' in recentyears.Thefacilities 
the school, once locate.~ 'in the eity ofSun Guard, were destroyed.V:.ith the ci~~ •. 
when .tJ1e Sunderlands . appeared .. However, mapy of the masters ~nd students .. 
survived, and they did Jnanage to rescue some of the school's mystic treasures. 
An effortis underw~y to find a ne~ loc~ti~n, for the' school, eitheFamong 
settlements established 'by the city'$ SIJrviyif\g citizens or in some other place. 

-,'' . .. - . '-,. . '>'·._ ., 

JASTRUEN:s ACADEr:·1Y 

·This, the youngest of Provldeili:e's independent Wird schools, is named 
after itsfounder· and masw, Karuelle Jastruen, a Wird Weaver of exceptionai .. 
power and abilitY, Sensing. a nee~ Jor a politically-neutral and 
fesponsible ·· magic· sch~ol; she fou~ded her acad~my. in. the ·mountains west 

. Bastion. The academy is a self-sufficient eridave in which the students learn not 
just magic. b~t agriculture and survival skills ... M()st ·of itt students ,be~onie Wird 
Weavers or Wird Dancers. 

THE TELEMAR SCHOOL 
"-<:;_' 

Located in Cliff-Spider, and ·· intensely ~ompetitive with' the . official 
government sc~ool there, the Telemar School has achi~ved a reputati<>n 

. skill of its graduates; This is due to the skill 
the 



learn th~irskill~ al)d spells by < . . .. .. · ·• .. ••.•• 

Typically, appr~mticeships begin when ~ child is eight, nine, or ten ye~rs old, and 
last for an indeterminate time. This. is because masters will promote their 
apprentice to journeyman, and then to master, only when they feel their 
student is ready. At a minimum, apprenticeships seem to last about ten years, 
the first three to five of which are mainly spent performing routine chores and 
tasks for the master. 

The virtues of an apprenticeship as opposed to a school are fourfold. 
First, many powerful Wird users have no desire to join the faculty of a school, 
so becoming their apprentice is the only way to train under them. Second, 
apprentices do not have to go through the regimented course of instruction 
common to most schools; they learn what their masters teach them, when they 
teach them, at their own pace. Of course, this may mean it will take them 
longer to learn some things, but mostly the system seems to foster creative 
thought regarding, and applications of, Wird. Third, because masters will have 
fewer apprentices than a school's teachers, the apprentices have more contact 
with their master and thus are likely to learn more. Fourth, if masters charge 
anything at all for teaching, it is a mere fraction of what the schools charge. 

The main problem with apprenticeship, however, is that it is often difficult 
to locate a spell caster willing to menor a pupil. 

SE.LE~.TEACHlN_G __ ~---------------

Although it is extremely rare, it is possible for highly talented persons to 
teach themselves how to manipulate Wird. This is usually done either through a 
slow, accident-filled process of practice and experimentation, or, more 
commonly, by studying mystical texts and grimoires and performing the lessons 
explained within. 

SELF-TAUGHT SPELL CASTERS 

In game terms, self-taught Wird casters ·can be of any Distinction 
(though there is an unfortunate tendency for their studies to corrupt them, 
turning them into Blight Crows). A Wird user's power depends in large part 
on innate talent, not on book learning or memorization, so self-teaching does 
not inherently result in weaker or less skilled Wird users. However, without 
the benefit of a mentor of some kind, a character may not be able to develop 
or exploit their talents to their fuiiE!St. On the other hand, some self-taught · 
characters occasionally experience bursts of arcane insight (and thus 

. - ~ . 
. increased power) which do not com'e to those who follow strictly regimented 
training methods. · 



7-8 The character's Wird potential becomes flawed due to some mistake 
on his' or her part The charact~r's starting Wird. is . ealculated as 
(Constitution +Aura + 7) x 3. ··· ·· · 

9 The character's Wird potential becomes flawed due to so~e . 
on his or her 'part. Calculate the character'sWird nor;rnally; 
he or she cannot learn Level Five and Six spells. 

i :. . ,,. 

I 0 The character expe~erices an arcane epiphany and .·learns i:o' develop 
his or her Wird to ~greater extent than most \:Yird us.ers. Calculate 
the character's startingWird as (Cqns~itution+Aura + 9) x 3. ·. _,,,,, 

CASJ"..E_RES.TRICILONS _____ . ~~~ 
Due to the regimented nature ofYas'Wailian society, not all persons with 

potential Wird talent can learn magic. By law, only the Pure, the Bles.sed, and 
the Fortuned may. learn to , manipulate Wird. Social strictures and potential 
disgrace can prevent the Pure and Blessed from learning to be Wird ·Dancers, 
but no law explicitly forbids this. In short Pure and Blessed characters who ' 
learn Wird Dancing can expect to lo~e some of the pres~ge associated with 
their caste standings. 

The Redeemed may not learn the Wird arts, save for Wird Dancing; 
however, if a trained Wird caster becomes Redeem~d due to an injury, they 
may continue to practice the arts, and even teach them to qualified students. 
The Fallen may not learn spell casting in anyway, shape, or form.' 

However, th_e fact that something is illegal does not mean that everyone 
respects the law. There is evidence of the existence of "black schools;' 
underground academies that teach the Wird arts io.people who belong to the 

. lowest . castes. ·. Some black schools are profit oriented, but most · of these ' 
educators are selfless Wird users who believe that magic should be available to. 
all, not just tho~e with working wings.Tru~ dedicati,on is, required'to operate 
att~nd a black school, for if one is in theAIIiance of · 

. > <,;, . ··:<·· "( , ..... ,,,.._. ,, ..... 



.......•..... · .. ·. · .. ·.· .. ·•· .. · .. . .· • ..· are usually much more limited 
~han those of legal schools or masters; students may not be able to learn 

. everything they wish to know. When characters who trained at a black school 
buy their starting spells, the game master should roll I d I 0 for each spell. On a 
roll of I, the character cannot buy that spell - their school did not have 
information on it or the resources necessary to cast it The character must 
substitute another spell instead. 

IRQUI!IALIRAI.N.I.N.G ________________________________ _ 

Troupials and Chapters often maintain their own schools to teach 
members of their groups the arcane arts. Some notes on this training follow. 
Troupials Hyena, jackal, and Rat do not have any known schools, but may have 
some black schools. 

Troupial Bat training tends to concentrate on Wylder and Wird Dancer 
arts, and on the Air and Water aspects of spells. 

TROUPIAL DRAGON 

Dragon schools often seem to emphasize the more powerful, flashier 
magics, such as Fire Ball. Their curriculum often concentrates on the Air and 
Fire aspects of spells, but a few are noted for the breadth and versatility of 
their training . 

. TROUPIAL EAGLE 

The training offered in Troupial Eagle schools usually focuses on steering 
students towards the Wylder and Wird Weaver Distinctions; the teachers tend 
to treat Wird Dancing dismissively, and have been known to hunt down and kill 
Eagles who become Blight Crows. 

TROUPIAL GARGOYLE 

Gargoyle spell casters, whatever their Distinction, often prefer spells that 
enhance or alter their physical forms. The masters of their schools are experts 
at using such spells; shape changing duels between Gargoyle Wird users are 
not unknown. 

TROUPIAL RAVEN 

Raven schools are well-regarded, which is not surpnsmg given this 
Troupial's emphasis on knowledge, learning, and the uncovering of secrets. 

Trying to V(rest a Raven spell caster's secrets is harder than repairing the 
· • Sunderlandswith needle and thread. 



to learn new spells have to 
find .. scimeon{ to leach· 
them or some source from 
which they can learnc the ? 
spell. This can rang~ fr~m 

. going back to school, to 
·returning to the tutelage of 
one's master, to . studying 
the spell from a book or 
scroll. The amount of time 
that this takes varies. 
A good rl!le of ~umb is .. 
that one day per level of 
the spell is a minimum if ·· 
the character has a teacher, · 
or two days per lev~l of the 
spell is a minimum if the 
character does not. If 
the characters', lea~ning 

· " ; processes are significantly 
interrupted . somehow (say, 
the character~ 'go . 
adventuring), they must 
start over when they begin 
· sFudying again. 



,.,. ..· .. 

When it comes to 'learning magic, perhaps the _most important facet of 
students' training ,is which Distinction they decide to pursue . . Because Wird 
users' Distinctions govern their approach to learning magic and casting spells, 
students have to make this decision early in their studies- in fact, many make it 
even before they begin formal training. Usually characters make this decision 
based on their personality, beliefs about and perceptions of Wird, and similar 
factors. After making this choice, students follow the course of training and 
study the spells that are appropriate to their Distinctions. 

WIRDWEAVER 

WirdWeavers tend to viewWird as a sort of"natural force" to be coaxed 
and subtly manipulated. The Wird Weaver works with Wird, rather than 
exploiting it, feeling the inherent curves and folds of the Tapestry and turning 
them to his or her desired ends. In essence Wird Weavers tune themselves to 
their surroundings, forming a spiritual bond with nature (and thus with the 
Tapestry) which allows them to work magic. 

Wird Weaving can be learned either at a school or through an 
apprenticeship. Because one's ability to comprehend and relate to nature and 
the Tapestry is a very individual thing, Wird Weavers often study via 
apprenticeship more than through schools. 

WIRD DANCER 

Wird Dancers are much like Wird Weavers, but they cast their spells 
through subtle (and sometimes not so subtle) body movements and gestures. 
Their manipulation ofWird is a physical thing that usually involves augmenting 
or enhancing their bodies rather than tossing around fire balls or calling 
lightning bolts down to smite their foes. Like Wird Weaving, Wird Dancing is 
taught in schools and by independent masters, but apprenticeships tend to be 
the more common way to learn this art 

Wylders tend to take a more direct approach to Wird use than the 
Weavers or Dancers. They view Wird as a form of energy to be used, not a 
natural force with which one harmonizes one's self. As such, their spells are 
often blunt and brutal; many of the rnore spectacular effects that the common 
folk associate with magic are the province of the Wylders. They are the most 
common form of spell caster. 

Most students in magic schools are Wylders, and they tend tq learn thei~ 
arts through memorization of formul~e. harsh discipline, and similar methods. 
Wylder apprenticeships are not unheard of,but they are relatively rare. 



trained or learn via an apprentiCeship. 

Two new (or, to be more accurate, newly-revived) Distinctions, the · 
Faithsingers and the Bright Orioles, are described in chapterthree of this book. 
Since both Distinctions are so rare, there is no formal training available for ' 
them at the Wird schools and academies- at least r\ofyel For thetime being, 
characters can only learn these.,arts through apprenticeships or self-teaching. 

,:. 

CASTING SPELLS 
Merely attending a Wird school or apprenticing oneself to a master Wird 

caster is not enough to guarantee success· in the arc~ne arts. Instead, students 
must learn carefully the skills of the Wird user. More importantly, they must 
learn how to apply them practically- if they wish to keep their skins and minds 
intact, that is. 

The most basic thing .which students. of 
Wird study is the skills common to their 
profession. In game terms, characters learn 
the skill Wird - Casting and four elemental 
Wird skills, which are described in the Main 
Rule Book. Spells are cast by using Wird -
Casting as the primary . skill, and the 
appropriate elemental skill for a particular 
spell as the secondary skill. 

The Providence Main Rule Book contains a 
minor error regarding Wird Skills. On page 97, it 
states that the Wird Elemental Skill is Primary, and 
the Wird - Casting Skill is Secondary. This is 
incorrect; Wird - Casting is Primary, as noted 
above and on page 153 of the Main Rule Book. 



.. . . • . some spells 
PIPnnt>n1·~1 aspect more than another; all elemer)tal aspects are ,._.-, .. >-~ ·· .. •I. . -.. .-.; 

-,, 

Before characters roll their Wird - Casting skill to determine whether 
they cast a particular spell successfully, the game master can allow th'em to make a 
roll before actually casting the spell. This roll takes one action and costs I point of 

; Wird. The Target Number for the Spell Manipulation roll is 7 + 2 for each level of 
a spell. Therefore, a first level spell hasa Target Number of 9, a second level spell 
has a Target Number of II , a third level spell has a Target Number of 13 and so 
on. Characters use their Distinction's Characteristic + Wird - Elemental Aspect 
(ie: Air, Fire, etc) to make the roll. There is no secondary skill for this roll. The 
margin of success determines the benefits the caster gains. 

Margin of Success Benefit 

0 +I 
1-2 +2 
3-5 +3 
6+ +4 

The exact effect of this bonus is listed under each elemental aspect. Any 
bonus a caster gains can only be used on the spell cast immediately (which must 
be the casters next action) after the Spell Manipulation roll. Spell casters cannot 
save bonuses for a later time. 

The Earth aspect of Wird governs a spell's duration and, in the case of 
defensive spells, the protection that the spell provides. The character must 
choose whether to improve a spell's duration or protectiveness before using his 
or her Wird Skill to enhance the spell. If characters make a successful Spell 
Manipulation roll, they can use the bonus to increase the spell's duration (used 
as extra Wird for the purpose of increasing Duration) or as a bonus to any 
armour provided by Defensive spells. 

The Air aspect ofWird governs how well a spell can be manipulated and 
controlled at range. If characters make a successful Spell Manipulation roll , they 
can use the bonus to increase a spell's effectiveness at range. The range of any 
spell may be increased by 25% per bonus earned. Spells with a range of Contact 

. or N/A cannot be increased. 

FIRE 

The Fire aspect of Wird governs how much damage an offensive spell 
does .. Characters who make a successful Spell Manipulation roll can use the 

increase a spell's to increase theTarget Number for the 
effect . . ,. .· 



The basic elemental building blocks of spells -:-. Earth; Air, Fire, Water - and 
what effect they have on a spell have been discussed earlier in this chapter. This 
section provides some new, and strictly optional, bases for spells~ Game masters 
have two options for use of these bases. First, they can substitute these. bases for , 
the existingb~ses ofcertain spells;.a sugge~t~d list, of substit~tions is p~ovided 

,each new)ase~ S~cond, t,hey q~ ~llow tl)(neYI .b~~e~ ~? '!"'ork in tandem with 
" . t''· standard bases foi the listed spells, ' . '. some 5pells two bases and two 

.· .. Wird skills that can be used to easf.then,1; Spell .. · . . gam~ masters) 9n •\' 

··'·"· ........... ~ .~·~-,. which *II !Jley wish to ·use · . •h·,·_. '" .• ,,.,u. 
,· .. -.-, .. · '--:.·_·.---:_,,,_ _:;- .... ;..:.:.· .<'/-'··.:·_:_.'):?) 



-:::'·:-, ' ,_. .. ·:: :'::·:::,:·-·~ >·/<:/< .... ::~:- .. '::' -_ .. :' 

;jy!}j!,l> c'; J>iT't;,· ;i;; r~~?~~e~~ ,,, ', ,,,' ,'' ,''' a~d s~bde. bf el~ments, , 

combining,certain aspe~ts of Earth ,andyyaterWird. This includesWird used t~ 
restore things totheirpre~ious form (such as healingspells), ,toinvoke calm or 
quiet, or .to . affect something slowly:Wird Weavers, and especially Faithsingers, 
sometimes favor Ice, which suits their precise natures. 

Wird - Ice, the skill of the elemental Ice aspect, is the study of the 
healing, soothing, calming, and slowing facets ofWird. For a Wird user, it is the 
skill used to learn the effects of certain types of spells, such as healing and 
paralysis spells. The Wird - Casting skill acts as the primary skill when casting a 
spell, and Wird - Ice is secondary. 

Characters who use the Spell Manipulation option (see page 33) can use 
any bonuses they gain from a successful roll to increase the healing "damage" of 
healing spells or as a bonus to any protective, beneficial aspect of a spell. 

SUGGESTED ICE ELEMENT SPELLS 

LEVEL ONE 

Clipped Wings 
Fatigue 
Heal Self/Others 
Resist Cold 
Resist Heat 
Resist Pain Self/Resist Pain Others 
Revive Self/Revive Others 
Slow Disease Self/Slow Disease Others 

LEVEL TWO 

Mend The Broken 

LEVEL THREE 

Counter Spell 
Cure Disease Self/Cure Disease Others 
Enervation 
Heal Self/Heal Others 
Song of Serenity 

LEVEL FOUR 

Heal Corruption 

LEVEL FIVE 



ar~a. It mixes some aspeCtS . . . Ai~which·refle~t th~; ,· ., •r .. <tnin .. tl 

perVasive nature of W'ircl; ·Light, too, ,is a universal pro peri><' Ev~n . iri the [)eep 
()r .during the night cycle, one can alw~ys .. cr~ate light with ftre. o~ ~th~~ T~~n~. ig 
and a light, once ignited, can instantly travel as far as' the eye 'can see:·.;; . :. : ... ' ' 

•.. ; ... ····· ..... ., ...... ·. :.· .. 

Wird - Light, the skill of the elemental Light a~peci, is the study ofWird's' 
power to affect a broad area. For a Wird user, it is the skill used to determine ···. 
the effects of certain types of spells, such as offensive spells with large areas o( 
effect Characters using the Spell Manipulation option with Wird Light can use : 
any bonus they gain to increase a spells area. The area of a spell is increased 
25% per + I; As such, a bonus of + I would increase a spell's ar~a by25% while a. 
bonus of +4 would increase the area by I 00%. Obviously, this can only be 
with spells which have an area. If the area of a spell is indicated as Self or Target, 
then the spell cannot have its a~ea increased. . ········ 

SUGGESTED LIGHT ELEMENT SPELLS ·. 

LEVEL ONE 

Fog 
Light 

LEVEL TWO 

Darkness of The Deep 
Flash 
Sonic Blast 
Voice of A Torrader 

LEVEL THREE 

Fire Ball 
Silence 

LEVEL FOUR 

Ball Lightning 
Lightning Bolt 
Vacuum 
Whirlwind 

LEVEL FIVE 

Immolation 
Light Storm 

.·· Shattering Sound 
·windstorm 

. LEVELSIX 



·.·... ... ..... .·· .. . .. u~ers, no ~ai~ep>~oS · p:w~rlul they are, can ' ignore their 

·•••· .•• society co;,pletelyO' How soci~ty reacts to their ability to manipulate magical 
forces is important, for it can dictate (at least in p~rt) their ability to get along 
amic~bly wjth others, as well as their level of social and political influence. 
Society's reaction, in turn, can affect the Wird user's reaction to people who 
lack his 9r her abilities; . it is difficult to remain charitably inclined towards 
people who believe that you are an Elothorin-spawn deserving only to be 
burned alive, for example. 

Fortunately for Wird users in Providence, they rarely have to worry about 
such unpleasant fates as the stake, the noose, and the whipping-pole - or at 
least they do not have to worry about them just because they practice magic. 
Jndeed; the situation is often quite the reverse: Yas'Wailians realize just how 
much of their lives in Providence depend upon the use of Wird. Accordingly 
they respect and even revere those who can wield Wird. 

Without the ability to mould and focus Wird, civilization on Providence 
would very likely collapse and die. The Yas'Wailians never pursued extensively a 
variety of crafts, such as metal wo~king, in favour ofWird use. Why bother to 
mine, smelt, and forge metals, for example, when you can make a wooden or 
resinous object work just as effectively as metal with Wird? The same goes for 

• such skills as food production, architecture, exploration, and scientific 
discovery. Since Wird sees to their needs so well, Yas'Wailians have let fields lie 
relatively fallow, knowing that Wird can make them bloom artificially 

Therefore the Wird user occupies a prominent place in Yas'Wailian 
society. The ability to use Wird can vault one upwards in social standing; many 
of the world's nobles and rulers are skilled Wird users. Until the emergence of 
the Shards, virtually every major hero ofYas'Wailian legend was a Wird wielder. 

· ~D..AND_CASTES __________________________________ _ 

Only the Pure, the Blessed, the Fortuned, and the Redeemed can legally 
learn to manipulate Wird, and sometimes even they are restricted. The Fallen 
cannot learn to manipulate Wird at all. 

These restrictions (which have been bypassed before, and no doubt will be 
again many times in the future) colour how various members of society view 
Wird users. The Pure, the Blessed, and the Fortuned generally favour Wird use 
and Wird users; the Redeemed are a little more ambivalent, though many yearn 
for the desire to explore other Distinctions. The Fallen sometimes regard Wird 
users as their protectors and saviours, the ones who wield great powers on their 
behalf, Far more Fallen are ~itter and resentful of magic, since they are not 

. allowed to le~rn yYirduse,regardle~s CJfwhatever talent they might possess. 



COfltinues tb f.l~~.· . ' . . .. > .. :•. . . ~· ->. , > > 
> through use of .· ·.. ...• . iho~t dp,not · . ·. .. access to;'are destroying the.: f,-;:1< 

.'' world in which all of them must live. Some radical~ have: even beguh to call for .· ' 
a complete ban on the p,ractke ()f V'{ird manipulation exc~ptfor minor,. 
everyday tasks like ' shaping woo~en tooi~ (all scholars' agree tha~. such . 
"mundane" Wird-working poses no . danger~ whatsoever to the Tapestry under 
normal conditioris).Jhe rulers are not taking this demand seriously, bui 
are becoming increasingly conc~rned ~bout .this mqvemep~: and hovi 
support it may obtain:· . . . . · 

Within the territory of_ the Alliance 'of Kings, · there are many laws 
concerningWird arid Wird use. (lnBone-Wailand other Warden-held cities, all 
Wird use is illegal unless sanctioned by the tyrants.) First and foremost are the 
laws restricting th~ study ofWird to the'upper castes, as described above. These ······ 
laws are harsh and inviolate; anyo~e breaking them will v~.ry likely face execution. 

However; Wird users are also subject to the rule· of law. For example, if 
they use a spell on someone without that person's permission; they lllay very 
well face criminal charges of ;,trespas~ by arcane," A criminal who uses spells in .. 
the furtherance 'of a. crime (such as some'Wird-using cat burglars) faces a 

. longer (and often harsher) sentence if captured by roya.l guards. . . . 

With the growing awareness. of . Retributions and the general effects · of. 
excessive Wird use on the Tapestry, the Alliance of Kings is con~idering general'' 
laws that would impose some restrictions 01) the ability of spell casters touse j 

.,Wird. What amounts to "excessive" Wird use, how these laws would be 
enforced, and . what the penalties would be all remain thorny questions; many 
courtiers within the Alliance predict that no ·such laws will ever be passed . ,, · 
because these problems are unsurmountable. No,netheless, Cry-Star recently 
became the first, city in the Allian~e of Kings to legislate the use qfWird. Their · 
new· regulations attempt to restrict the us(of magic in the city's streets, Many 
people in the Alliance of Kings view Cry-Star's case as an experimentation on · 

· Wird legislation. For mor~ information, see Cry-Star:First of the Free. 
,, ,, .. ·_; ·:.> ,_:,:·-~-,-~,:x~ .. \.. .. 



in' Providence: As time passed 
-...·-- '-_.. · ,'-:.> .·.. · .... _.._.,_-._.·'"'·'- .. ,.r -:'.'-•·_:-:._,.. · _ • 

and the exiles . . . skills, one can see a corresponding increase in 
·. . ., , ,. . ·. · · . · ... ·. . .' . .,.. . . . 

their influence and power in society {at least in the territory now ruled by the 
Alliance of Kings and the ~erchant Bands,. In Bone~Wail, today, as then, the 
ruling Wardens control Wird use and users ~ith an iron hand. 

Since the rulers come from the upper castes and they have likewise 
restricted Wird use mostly to themselves, spell casting and political power still 
often go hand-in-hand. Many a king, duke, mayor, or noble is able to cast a few 
spells, and some are accomplished Wird users of the highest rank. For this 
reason, those who can manipulate Wird will often be looked up to or treated 
respectfully by the lower castes (especially if they look noble or dangerous). 
Wird users who are recognizable as such often receive better service in shops 
and taverns, are obeyed quicker by servants, and so forth. 

·,··. WIRD_AND_BEUG10.N ________________________________________________ _ 

Religion is not a major factor in · the lives of most Yas'Wailians. However, 
given the increasing visibility of the D'Shau Monks and the Slaywinds, it is 
becoming more important than ever. As well, there are adherents of the Old 
Ways and some newer cults that have sprung up during the exile on 
Providence, and some members of these religious groups are powerful Wird 
users. Indeed, an old Distinction long forgotten, the Faithsingers, whose abilities 
seem to depend in part on their religious faith, has recently come out into the 
light once more. And all this has happened despite the ancient realization that 
the Yas'Wailian "gods" were actually just powerful Wird users. 

The interconnection between powerful Wird users and the gods of 
Yas'Wail cannot be forgotten easily. In fact, some of the new cults arising across 
Providence are repeating the folly of their forebears by naming some very 
powerful Wird users as "gods" - a title the so-called "Providers" have not yet 
openly claimed. Whether they will do so, and what effect such acclaim would 
have on Providence society, remains to be seen. 

IHE_WIRD_Qf_T_HE_LQS_I_IRISE.S ____________ _ 
The Yas'Wailians are not the only people who can manipulate Wird. 

Providence is rich with arcane energies, and those who were here before them 
- the Serpenkine, the Green People, and .others of their ilk- are just as capable 
of using Wird, albeit differently, as tht!ir winged neighbours. 

What follows here is a brief summary of the types of magical practices 
common to ·· each of the Lost Tribes. More information, including spell 



called "botanomancy·•'- ...•..• rnagic.f~~~r wird ~se . center~ ~~i~ly, ,.. .•. · ........• 
exclusively, on spells that affect plantS.'.I)liiJli~ plants' abilities: or use plants as ., •.........•.•..•.• ,..,.,,,.,, 

medium. To .a lesser'ex~ent their Wi.rd use focus~s .on ~atu~~,i~' geQeral; like 
Wird Weavers, they seek'to establish a harmony with nature that allows ,them 
to work with the Tapestry. The difference is that the Gr~~n People are already : 
much more in harmony with their natural surroundings than any YasWaiHan is, 
ever likely to be. As . a result, their spells are correspondingly more powerful It 
and/or easier to cast They may not be able to cast Fire Balls or throw Lightning i 
Bolts, but in the right situation they can be just as powerful, perhaps even more 
so. In addition, the Green People, along with the other Lost Tribes, use magic 
a way that is not harmful to the Tapestry. Theorists have yett?und~rstandhoyt 
the Green People can do so. . .· · · · 

SERPENKINE 

The Serpenkine, the most "YasWailian': of the Lost Tribes, save perhaps' 
for the White Crow, practice Wird use with rituals and totems. Most of 
spells or rituals they perform take. much longer, but are much more potent'than 
most YasWailian spells. Nonetheless, there is very little that YasWailians know 
of Serpenkine magic. Like the Green' People, Serpenkine Wird use does not' 
harm the Tapestry. 

SWARM DANCERS 

The Swarm Dancers practice a form of Wird use that is similar 
YasWailians, but like the Green People and Serpenkine, is not harmful to 
Providence. Their preferences are spells with Earth and ~ir special effects, but 
this is a cultural phenomena and not an absolute restriction. 

One Swarm Dancer Distinction is known as Hiver. Hivers seek to 
· become one with nature just as they are one with their insect-like brethren. 

They tend to have a stronger link. to the faltering Swarm Dancer hive mind than 
most of their kin. 

-
Wird Flyers are said to attune themselves to the Tapestry so thoroughly 

that their wings beat on Wird, not. air, when they fly. With their exoskeletons and 
natural weapons enhanced by Wird spells, they make fearsome opponents indeed. 

Sharpstings are arrogant, angry, .often hqstile SYfarm Da~.cers who have " 
less of a connection to the hive mind than mostoftheir brethr~.n.They favour 
spells and other effects .· that , many : Swarm: Oance,rs . reg<1td as · ha:rs.h and 
unnecessarily d,estructive'. . . > : ,, • . . 

· The Swarm' Dancers are also cur;e;l' \\'ith .. the . 



of the Night 
,~;~nvm1a . Jt(~>n. . ·. . . .. or the Green People to strike at 

··>··· .... ;,,.;•···h" v:..'\.rv.:l':'." .. • ~~d ~their ~·sof(, Swarm Dancer brethr~n (''soft" being the 
insult in S~~rm' Dancersodety)~ . 

The most feared of the Lost Tribes, the one which makes even the threat 
of the Green People pale in comparison, is the White Crow. Some scholars 
speculate that White Crow Wird use is similar in many ways to Blight Crow 
spells. The White Crow are masters of Shadow-Wird. Spells that manipulate a 
darkness, which many speculate originate in another dimension or realm, are 
their province; they rarely learn any others. This Shadow-Wird lies thick over 
their home of Aerie. 

The White Crow have no Distinctions; all of their spell casters command 
the powers of Shadow-Wird. Their most powerful Wird-masters are said to be 
called Saden who refer to their spells as "Incantations:· As with the other Lost 
Tribes, Yas'Wailians speculate that their magic does not cause Retributions. 



'. Then ~ne of ~e ~th;r ,students raised a hand to ask a que~on: /(areel start;d 
to smile, thinking this might derail Fentrio~. Then he savf who v::as ~sking the_question; 
and his smile turned to a grimace,Tyrial/e.AII sh~ ~q~ g~ing to do was egg him on. 

"Master, isn't it true that certain b(anch~ of theWylder viewWi;d · 
Tapestry or a sea, but as a vast Fire?" 

Fentrios smiled. ''Yes,,Tyrialle, that is ·· so.' That philosophy was developed eight · 
hundred and thirty~seven year5 ago by .Ge~at Bright-FiSt, who postulated ·· that., 
Kareel's attention slow~ dri~ed away.frarn the conversatlo~ to wend its weydown the · 
paths of dreams. 

'7o Move Greatt~ Weights," the teXt read. Recorded in a frne, feathery script 
with the blackest ink, it still looked as fresh and. new as the dar it was written - ovei 
six hundred years ago. 

.. ·This •. was more /ike it, Kareel thought Actual discussion o(spells! Not 
,. meaningless philosophies and speculations - .spells! The library, not the masters, held 

the keys to power. He began reading avid~, absorbing every detail. 

He looked up a few hour$ later when someone put a hand on his shoulder. jerking 
.... ' ' ... ; ... , 

himself upright in. his seat with a start, he looked over his shoulder to .see Master 
Fentrios, his black master's cloak ominous in the candlelight that held back the gathering · 
dusk outside. "Venarish, are you all right? You missed the bel/for evening m.eal." 



.:;.:;,: .. ,. 

Kareel blink~d ·back sweat His attention. was completely (ocuse~. on · the stone 
before him; he could brook no distractions if he were to succeed. He reached out with his 
mind, tapping the energy within him, touching the Tapestry with his very self. He could 
almost feel the Wird energies on his hands as he gestured at the rock. The waves ofWird 
energy in the air were almost visible as the stone began, ever so slowly, to rise ... 

A few moments later he had raised it more than a foot off the ground. He 
couldn't help but grin; the . rock was far larger than he could manage to li~ with his 
own two hands, but with 'f"ird he could pick it up easily. Well, not easily - sweat was 
pouring off his brow and back now, dripping onto the ground and soaking into his 
tunic, but he was managing. With time would comepeater ease of use. 

With time would come the power to destroy the Ravager forever. 

This chapter of The Book of Wird contains a few notes and ideas for 
creating characters who are Wird users. It covers everything from existing Skills 
and Traits, to new ones. Many of these rules and abilities are new, and they may 
not be suitable for all Providence campaigns. Be sure to check with your game 
master before using any of them to create a character. 

SKILLS 
EXLSilNG __ SKILLS ______________________________________________________ _ 

COMBAT MANOEUVRE - COORDINATE (SPELL) 

This skill, described in The Recognizers, may be purchased by Wird users 
as Combat Manoeuvre - Coordinate Spell. It allows a spell caster to coordinate 
the casting of spells with another spell caster so that both of them gain +I die 
to their rolls against a single target for a single round. The caster with the skill 
CM - Coordinate · spell must roll against a Target Number of II . A successful 
toll means that both the caster and one ally engaged in combat with the same 
target gain the bonus. This bonus can only be applied to spells. Use of this skill 
does not cost an action but it must be rolled at the beginning of each round if 
the casters want the bonus. The ot·dinary Combat Manoeuvre - Coordinate 
skill will not work with spells. 



When attempti~g to intimid~te another Wird user with a display power,· 
or magical prowess, Wird users may substitute their Distinction's Primary 
Characteristic for Charisma by spending one point of Wird. This reflects their 
ability to cow another Wird user by showing them that they are mystically , " 
out~atched. The target of the Intimidation may automatically use his or her''' 
Primary Characteristic ~ to resist the attempt; this does not cost the target ~.· 

~~clW~ . 

LANG.UAGE 

With the game master's permission, Wird using characters maybuy the 
skill Language: Lost Tongues & Ancient Scripts. Casters can gain a familiarity with 
the old languages in which mystic manuscripts and tomes are often written due 
to studying them on and off for years. Characters with Lost Tongues & An~ient : 
Scripts cannot speak or write those languages quickly or easily, but with enough 
time to study a manuscript they will be able to translate it correctly. 

QUICK STUDY 

This skill, described on page 19 ofThe Recognizers, fl)ay be purchased by'' 
Wird users. It is a good way to represent the study skills and mental discipline ' 
that many Wird users ' develop because of their training. .· . 

TEACHING 

Wird users who are mentors and take apP.rentices must know this skill. 
. Without it teachers will not be able to communicate arcane concepts to 

their students effectively. In game terms, they will take twice as long to learn 
spells, and they will have to spend twice as much of their own time working 
with them. 

STUDIED SKILLS 

Virtually any of these skills could come in handy for a trained Wird 
user. Most Wird users know at least one or two of them, which they learn 
as an adjunct to their arcane studies. Archeology, History, ·andPhilosophy 
are favourites. 



. ALCHEMY (Characteristic depends onWird Distinction; see Main Rule Book, page 150, or below) 

Type: Active 
Category: Studied 

Benchmark: Creating a Healing Potion. 
Support Skills: Biology, Chemistry, Enchantment, Medicine, 

Metallurgy, Philosophy 

Alchemy is the ability to brew potions, philtres, elixirs, unguents, 
ointments, powders, solvents, and similar substances from natural materials; 
these are based upon the materials' mystic or quasi-mystic properties. Unlike 
Chemistry, a science that depends upon unbreakable scientific laws and 
principles, Alchemy is a mystic art that resembles a science, but in which the 
laws of science are routinely flouted and violated. It is, in a sense, a blending of 

. science and Wird. 

To create a potion or other item, an alchemist must first gather the 
proper materials. Exactly what materials work best for what potions is a hotly 

' debated topic among alchemists; many seem to have their own unique 
formulae and Tables of Correspondence (long lists of substances and their 
mystical properties), which they typically record in large grimoires or on 
scrolls. For example, to create a healing potion, one alchemist might use a few 
drops of blood (representing the blood that will be returned to the body) and 
the sticky resin of the pine tree (to "glue" the wound together). Another might 
rely on the leaves of a plant known to have a numbing effect when pressed 
against a wound, plus the saliva of a lizard which can regrow severed limbs. 
Which method is better? No one can say; to most people, both potions will 
work equally well. Finally, to create the potion, a caster must weave a spell 
within the mixture - generally the spell which is released when someone 
drinks the potion. 

The Target Number to create a particular potion is listed in chapter four. 
The game master can extrapolate the Target Numbers for other potions by 
using the ones in chapter four as guidelines. Characters who fail Alchemy rolls 
may not realize they've failed; at the game master's option they may have 
created a completely different potion, a deadly (yet pleasant-tasting and 
smelling) poison, or something else which they didn't intend to make. 

Brewing a particular potion usuatlly takes at least an hour, and often much 
longer. · In geneiCII, the more powerful a potion is, the rarer (and more 
expensive) its ingredients are, and the more time it takes to create jt (and thus, 

· more opportunities for accidents or · failure exist). Generally, alchemists can 
only create potiof)s that simulate up to level. 3 spell effects . 
. '·· ' ··- . _.,,.: . -...... ,_ 





resin, or 
crystal to be enchanted for use as ,,a common 
tool or weapcin; · 

Alchemy, Appraisal, Artistic Expression 
(Sculpture, Woodcarving, Goldsmith, and the 
like), Wird Lore 

Enchantment is the ability to prepare items to be imbued with Wird. It 
does not provide the ability to make the items - that requires various forms of 
Artistic Expression and other skills -or the power to imbue them with magical 
power - that requires various spells. Instead, it allows a character to detect 
when an item is good enough to carry an enchantment, and to more easily 
invest that item with Wird power. 

In game terms, players should substitute Enchantment for the appropriate 
Wird skill when casting spells such as Enchant Item or Store Spell. A 
Distinction's primary Characteristic + Enchantment roll against a Target 
Number of 7 can be made when examining any item to learn if that item is 
good enough to carry an enchantment, and if so what the best way to apply 
that enchantment is. 

For more information on creating enchanted items, please refer to 
chapter four. 

_ N .EW_SKLLL ___ , __________________________________________________________________ _ 

The following skill is intended mostly for Wird casters, though other 
characters, if the game master. approves, may buy it if they wish. 

DIVINATION (Intelligence) 
Type: Active 

Category: Studied 
Benchmark: Telling the fortune of an average person for the 

coming week 
Support Skills: Philosophy, Wird Lore 

Divination is the skill of "reading" the future by analyzing some mundane 
phenomena. This can be anything from the reflections and ripples in a pool of 
water, to the cracks in the ground, to the entrails of a Bawk'sha, to a crystal 
gathered from the heart of the Deep. When characters purchase this skill, they 
must choose a method by which they attempt to predict the future; thereafter 
that method is the only one theyuse with this skill. They may learn other 
methods by purchasing this skill again. One of the mostcommon methods of 

-Divination:c. . be~ause it has no stars. 



ure . . . . 
.,-· <i'-- . ·-> . -.:-.- . -_ -· __ - . - .:,:·_:- ·_ •'- . . :··. ·-· ' ., ·:;~, :-; '·"i.f;".'· '' . ,. 

more) preparing to read,~efutu.re... . • . ··. . ·. · .• . depends ~n the(r,t'•'H· 
'method of divining things':A ~ha~cter usirg harus'picy (the St\ldy of thtentrail(' > ' 
of birds and beasts) would have to slaughter the appropriat~ ~.nimal a~ p~rt of a>.£' 
ritual and then study its entrai.ls. Someone who receives'' visiqns whei(~riQg ' ' 
into a special crystal would have to gaz~ i~to the crystal for 'a~ hour. The game . 
master may require characters to spend !)lOre than an hour if they are seeking · 
to divine eventS in the distant future, events that are particularly important (or 
of which foreknowledge may grant the character some great advantage in the 
days to come), and so forth. 

A standard Divination roll has a Target N~mber of II. The game master can 
adjust this up or down depending upon the nature of the information the 
character seeks; again, the more important or distant in time the information is; 
the harder it should be to use the skill. Some particularly "pure" or magical 
Divination focuses (like an enchanted crystal ball) may reduce this Target Number. · 

If characters succeed, game masters should provide them with 
appropriate information on the subject the character are inquiring about. This 
information should be enough to give characters an "educated guess" about a 
possible future; the more the characters make the roll by, the more information 
they should get It is always up to the game master to determine whether the 
guesses and assumptions the character makes abou~ the future are, in fact, 
"correct" The information characters receives may be vague, imply one thing 
while really meaning another, or suggest that something is true while it is not..: 

I 

or characters may simply leap to the wrong conclusions; Unless game masters 
are comfortable with locking in a result for their game, futures viewed through 
Divination should never be unavoidable. They merely show one result, 
something that might happen, if the characters act correctly. The characters 
must create their own fates, not rely on Divination to tell them everything they 
have to do. 

Even better, game masters can give their characters info~mation 

symbolically, or in the form of clues, rather than directly. Instead of telling the 
characters, "You see yourself seated on a throne, wearing the crown of Cry­
Star, with thousands of people chanting your name in awe:· game masters can · 
instead say that they experience a dream in which they are walking along a road 
and come across a broken wagon. The wagon is filled with some item that, 
indirectly, represents royalty (for example, purple silk, gold coins, or swords). 
The character fixes the wagon and drives it into town; where the townsfolk are 
happy to receive the long-awaited goods. This represe~ts finding a city in chaos, ., 
solving its problems, and being made, king bya gratef~J populi\~e. ' . . 

. . 

If characters fail a Divination roll, . they may receive no information at. all . ..,. 
· or they may receive thewrong information and think t,harit is correct: A · 
. game master can have ali · · · with · · 



.. 

way to personalize Wird-using characters and make 
stand out from all the other spell ca~ters running around out there. Here 

are some notes on existing Traits, and a few new ones specifically,, designed for 
· Wird users/ ' . .. ·.· 

EXlS_II.tKi.IRAII5_ ___ . ________________ _ 

Spell casters, in many cases, form (and break) friendships and alliances 
easily. Wird users are always in need of something - ingredients for their latest 

, potion, a scroll detailing PellaTeravai's research on the subject of the interaction 
between the Fire · .. and Water aspects of Wird, or assistance with some 
particularly tricky invocation. Contacts are an excellent way to represent this; a 
Wird-using character may owe a favour to one spell caster, but be able to call 
on favours from another one. 

This Trait is a fairly common one among Wird users, who sometimes 
delve into "things man was not meant to know" and live to regret it Among 
other. things, . a Wird-using character's flirtation with Blight Crow-type magics 
makes an excellent Deep Secret 

The flip side of Contacts. Wird users can make enemies just as easily as 
they make friends. Some Wird users are petty, mean spirited, jealous, and 
spiteful, and will turn on their brethren at the drop of a wand if they believe 
their secrets are being stolen or their privacy is being invaded. 

Many Wird users, especially those who study at schools and/or in 
libraries, become near sighted (a -2 Trait). 

LITERA TE/1 LUTE RATE 

Wird users are usually literate {even those like Wird Dancers whose 
magic rarely involves the written word). 

MILITARY/POLICE RANK 

Wird users are sometimes valued members of military and law 
enforcement organizations. Their minimum rank in any such organization, simply 
because of their ability to manipulate Wird, is + 3; they often go much higher. 



Characters with this Trait b~:long to an organization or a support network 
of like-minded allies; For a limited time, they can draw upon certain inherent: 

• resources when necessary (i.e., the Traits Contact or Wealthy, and/or additional 
help from other members of the Organization). Members do not · keep an 
organization's contacts astheir own. however, and . must eventualiy repay 

, borrowed money and replace used resources. Characters cannot freely exploit 
. an organization; belonging to one brings responsibilities as well as privileges:· . 
. ·Therefore·, they must return favours for services ·rendered, and help other 

members of the organization when requested to do .~o. 

Characters with this Trait gain a+ I to +S.bonus on Charisma related rolls 
when dealing with pther me,mbers of the Organization (+I bonus for every two .:· 

· levels in the Trait). Other members are willing to do favours for such 
. characters. The organization's hierarchy is also more li~ely to give characters 
whatever resources they need to fulfil their obligations to the organization or 

"successfully undertake missions on its behalf. It woul~n't .• m~ke . much sense, 
" after all, to askmembers to do something, then deny them all reasonable tools 

and resources ~o help them succeed with that mission. 

If game masters feel that characters are exploiting this Trait. they can take · 
several actions to prevent the players from doing s9 in the future. First. the 
game master ca~. lower characters' standing within the organization, since they 
have not been contributing their fair share. This will make it harder for those 
characters to obtain favours and assistance .in the future. Second, the 
organization's drawbacks ca~ be used against the characters; this would include 
things like dragging the characters into the. organization's "shadow war" with 
some other group. Third, in the worst cases, the Trait's positive value might 
change to a negative value, indicating that the characters once had allies and 
resources, but they now have enemies. If the characters once had access to , 
wealth, now they have debts. In essence, the' character's bon~s to Charisma 
rolls becomes a p~nalo/· ' 

... ~' 

< . With . magical ~·;gani~i~os', the' h.el~ · and resources ''provided 
drganization most' often come. iri ';teriris of; access to books of ne:-¥ sp~lls, 

}assistance Wit!l' 'Qagic~l re~_earch, ~nd the like., ~agical .brgahizations · us~~lly .do 

'\fl<·· tt>~•n• .. •tvli•k•,~e :~l[f~7't~f~~· , ' . .. , . '. . . • . .. · .. Hn'>N""'"~' '··•.•••.·· 



ORGANIZATION STATUSCHART 

Cost Description 

+I New member of an organization of any size. 

+2 Medium-ranking member of a small organization. 
Very low-ranking member of a medium or large organization. 

+ 3 High-ranking member of a small organization. 
New medium-ranking member of a medium organization. 
Low, but noted, ranking member of a large organization, 

+4 Leader of a small organization. 
Noted medium-ranking member of a medium organization 
(character is now part of the organization's hierarchy). 
New medium-ranking member of a large organization. 

+5 Respected medium-ranking member of a medium organization. 
Noted medium-ranking member of a large organization. 

+6 High-ranking member of a medium organization. 
Respected medium-ranking member of a large organization. 

+ 7 Respected high-ranking member of a medium organization. 
High-ranking member of a large organization. 

+8 Leader of a medium organization. 
Noted high-ranking member of a large organization. 

+9 Respected high-ranking member of a medium organization. 

+I 0 Leader of a large organization. 

REPUTATION 

This Trait applies to Wird users only to the extent they are known 
outside of the community of Wird users. Within the Wird using community, 
use the new Trait Altanas, described below, to represent much of what 
Reputation represents. 



Wird-using characters who are .. . . . . . . }l~pecially at using spells 
based on a. particular Element~ EarthiAir, Fire, dr Water (or one:. or the 
elemental bases described in chapter one, if the game'master i~ ~sing them),'' 
When casting spells with that elemental basis, they receive a +I on all die rolls 
(not +I die, + l .to all die rolls). · . · · . 

With the game master's pe~mission, charact~rs may buy ~dept m6re than 
once, to reflect their skill with many differenttypes of spells. However, this can · 
quickly lead to characters who receive bonuses for 'virtually every 
they cast Game masters should mo,nitor this ~ituation~arefully to 
disbalancing the campaign. 

·:;_~ 

ALTANAS ___________ ~---------------~------:_ _________ ":.---"----~: __ .:__~_7 _____ ~~c· .· 
COST: -10 to +10 

Altanas- a word from an ancient Yas'Wailian dialect which t~anslates best 
as "respect"- is a term Wird-workers use to refer to a~ individuaiWird user:s. 
standing within the worldwide community of casters.This is not a hard ·and fast 
rank; the community ofWird users is not nearly that organized, and contains far 
too many renegades to enforce such a system in any event,. 

Instead, as the translation suggests, Altanas indicates something more akin 
to respect - respect for a Wird user's power, skill, ·accomplishments, and 
abilities. The greater the Altanas of a Wird user, the greater the number of 
other Wird casters who have heard of them, know of their capabilities, and 
respect them enough not to mess with them. , . . 

Wird users just beginning their careers,; such as most graduates of the 
Wird schools, begin with a very low Altanas -typically -I 0. The only exception 
is for ex-students who achieved something great in their' studies · (invented a 
new spell, for example), or who have had some sort of adventure that attracted 
the attention of the community of Wird users. After that, a character's Altanas · .Y 

level can vary tremendously; there are young, yet highly experienced, Wird 
users with Altanas ratings of +5 or higher, and agedWird 'users who have never 
done anything notable and. remain in the negative. range. Player. character Wird ··. 
users, who usually are 'the fo~uses, ,;ot,/frpportan~, events . in . the wo,rld of . 
. Providence, typically buy off any negativeAitanas. very quickly, a~d· 'then begin 
advancing up the ladder ofWirdly fame arid ioftuoe. ;·: ;:(;,; •· · · 



users, indicates that the 
training, possess a psychological dependence, or some 

an' item or "prop';, when they casnheir spells;Without this 
. item they cannot cast spells at all, even if they have the Wird available to do so. 

The value of this Trait depends upon the nature and type of Focus the 
· character uses. The first thing to consider is how easy it is to take the Focus 

away from the character. If the Focus is difficult to take away (it cannot be taken 
away from the character in combat with a CM - Disarm or CM - Grapple) 
then this Trait is worth -2 points. Examples would include a ring, helmet, 
bracelet, suit of armour, belt, or similar object. If the Focus is easily accessible 
and can be snatched away from the character in combat, this Trait is worth -4 
points. Examples of this type of Focus include wands, staffs, necklaces, most 
weapons, medicine bags, and the like. A Focus that is fragile or easily broken 
counts as "easily accessible;· since it can be taken away from the character in 
combat by breaking it Focuses that are difficult to take from a character are 
generally difficult to damage. 

The value of this Trait is adjusted based upon the uniqueness of the Focus. 
If the Focus is defined as a type of item - any sword, any wand, any staff- then 
this Trait's value decreases by -I (to -3 or -5, depending). If it is a specific item 
- the Wand of Kaldon Rejor, a special crystal sword, a 
staff that the character crafted during his or her 
apprenticeship ..,. then this Trait's value .decreases 
by -3 (to -5 or -?,depending). 

With the game master's 
characters may be able to re-create a 
Focus if their original one is broken, 
otherwise lost to them . . However, this should 



'·· . . . ... , . ·:· 

The most common type . of Formula is probably gestures. Th.is 
means that charaeters cannotcastspellsunless. they cari niake arcane gestures · . 

. with their hands. The gestures are<specifi( a'nd distinct fo~ each spell; and 
generally involve broad hand and arm motions that can be seen from a distance. 

·. Furthermore~ th,ey, are ,. ur\misukably .reiated . to · the ~ractice . of magic; 
.Characters ·cannot . disguise ihem as. mund~ne hand .. motions, ,signals, 
something similar; ar\yor\e seeing .them will kno-.y thatthey are part of 

... c~sting (or at leasfthat they are ,very odd).lfa. spell has a duration · 
Instant, the ~aster must c~ntinue gesturingthroughoutthe du~ti9n, and ca~,not 

· ~ast . any other spells duringtha~ time, ' since •· onlyone s~{ofgestures . c~n . 
made at one time, · . · . . · . ··. ' · · 

·... Another frequently·used F~rmula is in~antations. This Formula says 
.·· characters cannot cast. spells unle~s they . c~n speak a~ arcane formula. The 

Formula could be anything frotn "double, do~ble; toil arid trouble"to special 
words in a ~re language known ·only io .. the Wird user and others . who have 

. '·"········ .. · 
trained . with hif or her master. Regardless of what they sound like, 

,. incantations must ·be loud · anddistirict ~nd cannot b~ disguised as ··~· · • ..~:n,,., .,...,,,, •.· "''··• 
speech or .. communication. Characters cannot :mutter iuider their breath 

. that they can cast spells oh others· by surprise.lfa spell has a.duration g'reater 
than Instant, the caster mu~t co~tinu~ in~~nting thr?ughout the duration, and 
cannot cast any other spells during that time; si~ce only one set of incantations 
can be. made at one time. . . . . . . .. 

~itual is another common FOrmula (and one which is often granted a 
higher value by game masters). Characters'.whose spells · are all rituals 

.; spend a long timeto cast spells '"- thus effectively making their magic useless in 
combat. As a rule ofthumb, any ~pel! that measures its casting time in seconds 
takes one minute to cast. Convert any spell .that measures its casting time in · 

.- minutes to hours(a"l minute" I hour). Casting times . 
~ny _ 5 



WhilesomeWirdu~~rs~re~~li~ry .·.. oth~rs ar~ quitegregariou's. They 
enjoy gathering with others of their kind to trade spells and mystical 
knowledge, tell stories, . and learn. As a way of facilitating thi~ .process they 
sometimes ,form groups, a few of whom are ·described below .. Characters who 
wish to belong to one of these groups can do so by purchasing an Organization 
Trait (see page 5 I); the size of the group is provided with each description. 

IHE_ARKENEJRE __________________________________________________________ _ 
ORGANIZATION SIZE: Medium 

This organization is a loose fellowship of Wird users who favour Fire­
based spells. As such, it is heavy with Wylders; relatively few Wird Dancers or 
Wird Weavers can agree with the group's philosophy or outlook. 

Since Fire-based spells are, of course, best known for causing damage 
and destruction, the members of Arkenfire are often skilled Wird-using 
warriors. Many leaders regard them as potent battlefield assets and try to 

hire them when war is imminent Although acting as a "magical 
mercenary clearing house" was not the 

organization's original intention, that is a large 
part of what .it U~'••.,.YU<<J• 

There is very iJittle formality to this 
organization; meiT)bers meet when and where 
they want to discuss issues of mutual interest 

here are a few restrictions. First, all members must pay annual dues (which, 
though not oppressive, are not small, either). In exchange for these dues they 
receive the right to identify themselves as members, and to wear the order's 
distinctive badge, a flaming spear. Anyone 'who falsely claims to be a member will 
be hunted down and killed. Second, all members have to attend a "Grand 
Convocation" every five years in Cry~Star. Here they elect their leader, called the 
Torchbearer, who serves until the next Convocation. Torchbearers have the right 

· to appoint up to a ·· in their duties. . 



The Brotherhood (also known as "the PGrple' Qrder", because of 
members' distinctive purple robes) is the largest organization for Wird us~rs 
Providence. Its membership numb~rs over 5,000, according to some , . , . ·.· . ,, .... 
and Brothers are important facets of community life in all cities and towns ·.>• '"""'''"' ~ "''· 
across Providence (save, ·of ·~curse, ,Bone·Vfail ' an~ the other . 
controlled areas). . · , . . . 

The Brotherhood's purpose is to foster and advance ~h~· ~;gical a~ in . ••• 
Providence, and tQ look out for the interests of Wird users everyv-ihere. 
example, if the rulers of a particular citY are considering whether to outlaw ·· · 
spell casting, a delegation froll) the Brotherhood will request a )11eeting with 
them to try to convince them that such a law would be harmful to the 

· However, the Brotherhood's main activity is to support 111agical 
and research. It maintains (or helps to maintain) many of the schools 
throughout Providence, and also has libraries and other resources of itS own. 
Any member may use these resource~ for free (or for a nominal fee intended 
only to defer related expenses).· 

Full membership in the Brotherhooq is, of course, limited to those 
are able to manipulate Wird. There js however, . a form of '"aSliOCiate 
membership" open to scholars and others who are interested in Wird l9re but 
are not practicing spell casters. All members must pay annual dues and swear to 
abide by the Brotherhood's restrictions and codes of conduct. The best knoVt'n 
of these is the Brotherhood's . First Law, which states that members will not . 
attack other members, with either hand or spell, on pain of expulsion and 
other punishment. Player charact~rs who belong to the Brotherhood may take 
"Code of the Brotherhood" as ~ -I point Behaviour; game masters are free to 
elaborate on the Code further their own r•n,noiian. 



.···:····· 

This organization ofWird Dancers and Wird 
.... c weaveFs: veryfewWylders or members ofbther.Distinctions belong to it. The 

'reason for.tbis is th~t it is an organization devoted topreserving (and repairing) 
, the Tapestry and the natural world fromwhich they believe the Tapestry derives 
from. In short, its members are "environmentalists" and believe that Wird use 
should be limited or restricted to prevent Retributions. They do not want to 
give up using Wird entirely, but they believe spell casting can be limited to just 
the most crucial · needs. Greenweavers think that with proper guidelines and 
restrictions, spell casters can harmonize with the Tapestry and Providence can 
heal itself. Needless to say, this attitude has put the Greenweavers at odds with 
the Brotherhood ofWird on more than one occasion. 

There are no formal requirements for joining the Greenweavers; one need 
only prove one's devotion to the group's ideals and be accepted by any existing 
member. There are occasional meetings where the members gather to discuss 
their beliefs and plan their strategies, but these are not formal affairs. The de 
facto leader of the Greenweavers, a Wird Weaver named Tannar Relkwist, 
presides over such meetings when he can attend. 

THE _ _LEAG.UE_Of_THE_S_CARLET_IH_U_NDERBOLT __ 
ORGANIZATION SIZE: Small 

Most of the groups listed here have noble goals, or at least good 
intentions. The League of the Scarlet Thunderbolt is not such a group. Its goal is 
nothing less than the conquest of Providence. 

According to the League's philosophy, Wird is the source of most of the 
power in Providence. It underlies the entire Yas'Wailian civilization, allowing the 
construction of vital tools. It even powers the Shards! Therefore, it makes sense 
that those who know Wird best, and can manipulate it - Wird users - are the 
most powerful persons in the world, and it is they who should rule. 

The League is a small and extremely cautious conspiratorial organization. 
Its agents, who are usually unaware exactly who they are working for, have 
infiltrated many major cities and other regions. It rarely takes in new members, 
for a conspiracy that grows too large inevitably lays the groundwork for its own 
defeat Only those who share the League's attitude and are willing to work hard 
towards i~ goals are even considered tor membership. 

The League has a rigid, hierarchical structure in which everyone must 
unquestioningly obey their superiors. The group's overall leader is a Wylder, 
Pelatto Garim; he is known as "M~ster of Thunderbolts:· His chief lieutenants 
are the four"Shadow Princes;· one for each of the four elements that form the 

o(all Wird spells. Each Shadow Prince has a "court" of several "Royal 



Only a few Yas'Wailians; most ofthemRecognizers and Watch-ers; suspect . 
that the League exists. These people have put together ciQes from several 
isolated terrorist-like incidents, and their conclusions have led them to believe 
that some group was orchestrating these crimes. Wh~therthey will be ·able to . 
carry their investigations further, and perhaps even expose the League, remains 
to be se~n, If the League comes to suspect that these people know about it, if . '- ., __ .. ~ ·--~- . 
will not hesitate to kill them. '-; . . '. 

IHE_SW_QRD __ Q.E_LIGHI __ -"-------~--~:_·--~-~;:'---------~~--~-~~· . 

-.''); 

ORGANIZATION SIZE: Small . . . . 

This organization: founded just a few years ago by the Bright . Oriole 
Kendrya Welivon, is an extremely small group of Wird users who, whatever 
their distinction, believe in the goals of justice and truth that the Bright Orioles · 
espouse. Welivon saw a need for just such an organization when she realized 
how often certain Wird users had come to her . ~ssistance during her 
adventures. She realized that there needed to be a way to harness both their 
powers and their good /intentions 'to protect the people against the many 
threats that Providence contains. 

The Sword is organized somewhat like a military battalion, though it is not 
nearly so large. Kendrya Welivon is 'the "Commander;' though she prefers that 
others call her by name instead of that title, since she doesn't see herself as 
that sort of leader. She has three "Lieutenants" who lead the three branches of 
the group; each Lieutenant has one or more "Sergeants" to assist them. Few 
commands need to be issued by the leaders. because the members are usually 
united in their purpose and agree on.whatne~ds to be done to accomplish it 

·/ '·. .., 

The Sword meets annually, usually in Cliff-Spider or Cry-Star, At these 
meetings it consi.ders new business, and the members vote on appli~ations for 

.. membership. A unai1irno~~ vote is required; P"?spective members must provide 
·proof of their good · deeds and devotion to the cause. New members have to 
,swe.ar an oath of loyaltY and fealty. Member~ ,can usually be i~entified by their 

. sign, a glowing em~'. sword, \Yhich they wear as .a badge or pin, .. ·.· 

·. , <Curre~tly,;the S~ord's ~in·g~als:·~re 'i9Aef~~t and d~st~ythe yYhit~ Crow 
towbrk f()~·thef!~fe,at .. C>f ·. · · · ' ;o(iheir, · ··· · 

but the Sword . ,., .. , .. u/.''"! .. , 



one can ·. . •.... ·. ·• powers 
Providenc~ ~re quit~ impressive. However, there are sd~e magica!'~bilitie~ that 
only the most skilled, talented, and exp~rienced Wird users can manifest. These 
are known as the Arasswa'il, 'or "deep mysteries," ofWird. 

The Arasswa'il represent, in a sense, the pinnacle of mystical power in 
Providence. Only the greatest spell casters are ever able to develop these 
abilities. A spell caster who possesses several of them is definitely a person to 
be feared and respected. 

BU_YJNG.ARAS.SWA~It._.P.QWE.RS ___________________________ _ 

In game terms, characters don't just manifest Arasswa'il abilities 
whenever they feel like it - they must buy them with points. It is possible to 
buy them with Magic points during character creation. This would typically 
represent characters who have already had a long and distinguished mystical 
career, and whose understanding of Wird have allowed them to develop 
Arasswa'il powers. Alternately, it .could represent a recent Wird academy 
graduate whose innate talent is so strong that they possess Arasswa'il abilities 
from a very young age. · 

However, that sort of situation is rare. Instead, it is much more likely that 
players will purchase Arasswa'il powers long after the character's career (both 
in the world of Providence and in the game itseiQ has begun. To encourage 
characters to wait to buy Arasswa'il abilities with experience points, the 
following rule applies: the cost listed below for each of these powers is the 
same for both character creation points and experience points. Normally, the 
cost to buy something in the Creative System doubles when you "re-spend" 
experience points, but that's not the case with Arasswa'il abilities. Their cost 
remains constant 

Game masters should consider awarding Arasswa'il powers to 
experienced Wird users in the place of raw experience points. After a long 
adventure in which the characters have made good use of their Wird spells and 
sacrificed of themselves to achieve a noble goal, perhaps they will achieve 
greater understanding of Wird and its uses. Instead of just giving Wird using 
characters' experience points, grant them Tira su Gatira or an Attunement to 
signify their personal growth as Wird users. Or, if you prefer, hold back one or 
two experience points each game session from the character's award. When 
you've collected enough points, "buy" the character a Wird power and give it to 
them as a fait accompli. · 

If they pr~fer, game masters 
, with character creation 

forbid the purchase of Arasswa'il abilities 
instead to • those characters who 



Characters who are Wi~d Sensitive or who use a Detect Wird spell can 
tell that a Wird user possesses an Arasswa'il ability. This is aut?matic; no roll is 
required. If characters then make an Awareness + Perception roll . against a ... 
Target Number of II, they will know which Arasswa'il abilities the target has. 

ARASSWA'IL POWERS 
AT_T_lJ.NE.ME.NL . ....._.....,,....---'-::-
cosT: 25 points 

Over the centuries1 Wird users have found that some of their brethren 
are naturally skilled at using spells with a particular elemental base (Earth; Air, 
Fire, or Water). Something about that base appeals to their fundamental self in 
ways which makes it easier for them to manipulate that , type of Wird. 
Sometimes this manifests as an Attunement to that particular base~ 

Wird users who are attuned to one of the four elemental bases gain 
certain benefits whenever they cast spells, as follows: ,, ' 

EARTH 

AIR 

Any Wird spent to increase a spell's duration will have double effect (this 
includes extra Wird gained from making a Spell Manipulation roll, seepage 33) .. 
For example, if a spell has a duration of three rounds plus one round per extra· 
point ofWird spent, and the character spends two points ofWird; the spell's 
·duration will be seven rounds (3 + (2 x 2) = 7). This Attunement has no effect 
on spells with a duration of "Instant" 

The character rriay spend Wird . to decrease the penalty for making an 
attack at Range (see pages 225 • 226 in the Main Rule Book). Each point of 
Wird spent will reduce the Range penalty by one. Thus, spending four Wird 
eliminates Range penalties altogether: .. 

FIRE 



. . damage, 

. . .. . . ... . . .· .... · .. · ... · do fuU damage, the attack roll must 
succeedby rno~e. If characterswho areAttuned .to Fire successfully hit a 

.;:,; targ~t with a spell that ~au~e~ da111ag~, they may spend two Wird per point to 
.····• ····• "buy" t11e extra points of success needed to increase the percentage of damage 

they do. Characters do not have to decide. whether to spend Wird to do this 
until after they make their attack rolls. 

For example, suppose that a Fire-attuned Wird user makes her attack roll 
with Fire Ball by one. Normally that means she only does SO% of the spell's 
listed damage. However, because she is attuned to Fire, she can increase her 
success by spending Wird. She spends four Wird to buy two more successes. 
Now she has "made" her attack roll with three successes above the Target 
Number, so she does 75% of the listed damage. 

Characters with Water-attunement may spend Wird to improve their 
ability to aim attacks, When the characters take aim (as described on page 226 
of the Main Rule Book), they receive +I die for making ranged attacks. When 
aiming spells, a Wird user who is attuned to Water may buy extra aiming dice at 
a cost of two Wird per additional die, up to a maximum of +5 dice bonus for 
aiming (for a total cost of ten Wird). . 

In the history of Providence, there is no recorded instance of any Wird 
user being attuned to more than one elemental base. Most scholars and Wird 
users believe this is' impossible. However, they have no proof this is impossible; 
that is merely their deduction based on the evidence of history. 

Although forgotten, they are not gone. The ancient gods of the 
Yas'Wailians exist still, though no worship is offered them - or so some 
scholars and monks claim. Wird users believe that, once every so often, 
someone comes along whose insight into Wird is so profound that even the 
gods themselves are impressed. They claim that Santi, the Spell Weaver, touches 
such a person, blessing them with further revelations about the working of 
Wird, and thus increasing their power. 

Wird users who receive Santi's B;lessing can improve the effectiveness of 
one aspect of their spells. Consult the Magic Chart on page I 52 of the Main 
Rule Book. When characters purchase this Arasswa'il power, they may choose 
one ofthe spell aspects listed there - Damage, Defenses, Wird Effect, or 

they cast a spell, it is considered to be one lev~! higher. on 
o[. deterrninin{ thataspest; any other functions 



users 'are ; well aWare that ' the elem~~~f 
produced by _th~i~ spells do not al~~ys· inte~ct with maximum efficiency. fo~ .. 
example, spell ca~ters know that if they are counting on Flame Armour to . 
protect them, it will off~r. less ·,protection against Earth-b~sed attacks ,;.:.. the · 
Flame Armour counts as. a Level . 2 spell iDstead of LeveL 3 for purpose$ of 
calculating the D~fenses it provides when the wearer is attacked with ,a?J~~-· 
based ability. ,·. ., · .... 

... ,, Fortunately for them, there is a way to reduce this ~ffect. Certain' learned .. 
Wird . users h~ve discovered that there. are harmonies . ·between all of the · 
~rious 'elemental effects, .. and one. who ~n~~rstands · this· can weave spells 
accordingly to decrease the negative interactions between those effects. This 

known as invoking Elemental Harm~ny .. ···•·• 

When characters purchase Elemental Harmony, theymust choose one of 
·. the standard elemental effects (Air, Cold, Earth, Electricity, Flame, Light, Sound, 
. or Wat~r)·. Every spell they cast which has that elemental effect will ha~e all' 
elemental interactions increasefpositivelybr, one:To continue with the Flame .······· . 

, Armour example above, Flame Armour is at -I · Level for Earth and .Jight . 
attacks, +0 L~vel for Flame attacks, and + I Level for Ice attacks. lf ,a Wird user 

·who has bought Elemental Harmony: Flame casts FlameArmour, it will provide 
+0 Level protection against . Earth and Light attacks, +I , Level . against Flame . ~ 

,. attacks, and ,+2 Levels against Ice attacks. , · , · . · ' 
-:,.; ,,. _, .. , ' '• .''· · ·,.~ ... ;.:;_,~;c\ , ... ~.· 

··· With the ga~e··~a,ster's perqii~~i66, ~il"{b~er~· ~a{ .. 
. Harmony for, rp~ltiple ~lemehtal\effec~.;They _may; also · 
times for the~ same ~lemental .. ·., effect 'and . ·. . . co't reS)lOI)din~:ly 

"~buf:this is e~~rern'ely rar~: .> .·.·· .. ·· ' 



. · .. ·. . ~·::· :.'··:· .->. >;:·/ . 

. power, . .· . .· . •... . •. sc~pe 6feffect of 
their ;p.elld. Through their. intense stljdies ofWird energy, they h~ve learned 
how to enhance certain aspects of their spells 'without their losing'any vitality in 
another aspect 

When Wird users buy this ability, they must define whether it affects the 
Range, Area, or Duration of their spells; once made, this decision is final. After 
that, all spells they cast have that aspect increased by one unit of measurement 
For example, if Range is chosen, a spell with a normal Range of ten yards now 
has a Range of II yards. A spell that affects a two-yard radius area will affect a 
three-yard radius. A spell that lasts for three rounds plus one round per extra 
point of Wird spent will remain in effect for four rounds plus one round per 
extra Wird. 

With the game master's perm1ss1on, a . character may purchase this 
Arasswa'il ability more than once, for the same or different spell aspects. For 
example, a character could buy Enhancement twice so that her spells' Range 
and Duration would both be increased . 

. HUMMlNG.BIRD_MI.ND ___________ _ 
COST: 20 points 

One of the greatest restrictions on Wird use in combat situations is the 
fact that most spells take a long time to cast- several seconds at the very least, 
and often more than ten seconds. Events can move quickly in a battle; during 
the time it takes to cast such a spell, a sword-wielding warrior or Green Person 
with poisoned darts, can kill a Wird user. 

Wird users with this Arasswa'il power have an advantage over their 
compatriots when it comes to casting spells: they can do it more quickly. The 
advantage is not an enormous one, but it is significant - and in combat, every 
edge counts. 

When characters purchase Hummingbird Mind, every spell that they cast 
takes one time unit less to cast. A spell with a casting time of 13 seconds can be 
cast in 12 seconds; one that takes four minutes now takes only three minutes; 
and a ritual requiring two hours can be performed in but one hour. 

With the game master's permission, characters may purchase this 
Arasswa'il ability more than once, to decrease their Casting Times even further. 
However, we suggest an upper limit of -3 time units, and inany event the 
minimum time needed to cast a spell is one second. 



u~ers ... . . . ... .. . . . Disti . . a~ .. ;a~sl• 
term used more th~~ a millennia ago ~h[~h h~s. fallen:. int~ di~use a~~~g the;':.( / 

. general popul;ti6n. Most Wird us~rs ch~ose a Di~tinction early in their mystical ' . ''~:·· 
career, and it never changes thereafter. Among · other thing~, Wird ·. 
Distinctions define what spells they ~an choose to learn.' · 

Wird users with this Arasswa'il power are not so limite& Although they 
must choose a Distinction for themselves, they may also choose a "secondary 
Distinction:' or Second Path, thus g~eatly increasing the scope of their sp~ll 
selection. This is most common among Wird Weavers and Wird Dancers, who 
choose each other's Path; Wylders rarely seem to gain this Arasswa'il power. 
Wird users who choose Blight Crow as t~eir Second Path are considered a fulLY 
Blight Crow in the eyes of the people a~d the law, and Will be. captured and · 
executed if possible. 

As with Attunem~nt, recorded history does not discuss any instances of a· 
Wird user who had more than one Second Path (which presumably would be 
called the Third Path, Fourth Path,' and. so on). Howeyer, some scholars 
speculate that the now-deceasedYas'yyailian gods, who proved to be nothing 
more (or less) than extremely powerfuiWird users, may have been walking on 
all Paths simultaneously, meaning they possessed this Arasswa'il power multiple 
times. This would certainly explain their powers, but other. scholars remain •. 
sceptical. In any event, this Arasswa'il ability is extremely rare. 

SP_ELL_LO_CKIN.G ________________ ~--:---~---~L::._~-----~----~--~-~~---.,--~-, ..... . 
COST: 20 points 

Some Wird users are 
especially skilled at creating 
enchanted items. This is in fact 
an Arasswa'il ability - Spell 
Locking - and not necessarily 
just a matter of, in game terms, , 
buying the necessary skills at , 
very high levels. A Wird user 
.:Vith this. power receives a +3 
result bonus on all Enchantment 
and Alch,emy rolls;Jhe 



) > -Venarish Kar~llanded on tap of the hill where the Ring of Fangs glittered like a 
, crown of black ice. Venarish's wings carried him to a point just outside the Ring; that 
was Telzarac Shaan's place of power, and · he dared not set foot inside it without 
permission ""'.or a ~ght 

The face that confronted him did not belie the harsh tones in which the Ravager 
· of Rivers-Child spoke. It was a cruel countenance, marked by years of hatred and 
···· bitterness and spite, so~ened not one whit by the inestimable amounts ofWird which 

Shaan had drained from other Wird users and the very being of Providence herself. 

"Th~ on~ death here this day will be yours, Ravager. So I have sworn." 

"Then you will be an oath-breaker as well as a corpse," Shaan said with a laugh. 
"Come, step inside the Ring, so I may ~nish this business. More important matters 
press upon me, and I have little time to waste on you." 

,Careful~. but con~deney, Kareel stepped into the Ring, his /e~ wing brushing 
against one of the obsidian dolmens. He felt a slight electric tingle there, an indicator 
of the power this place P,ossessed. 

Almost before Kareel could prepare himself, the Ravager launched a bolt of ~re 
at him. It was strong; he barely managed to deffect most of it with his Wirdstaff before 
it would have hit him. Even with tho~ his clothes and wings were singed, and he could 
feel the heat of its passing upon his now-blistered face. 

Before the next attack came, Kareel gestured, and the ground beneath his feet 
erupted. When the dust and dirt cleared, he was clad in glittering Earth Armour made 
of obsidian. Then he hurled an Ice Bolt at his foe. 

The bolt shattered on the Ravager's own Earth Armour, which he had called forth 
while Karee/ prepared his Ice Bolt spell. Again the Ravager laughed. "If that is the best you 
can do, stripling, I need have no worries about the scant seconds this battle will take." 

Shaan gestured at him, a sho~ malicious slash of the hand and arm. Almost at 
once a weakness struck Kareel; his head reeled, and his knees shook. He could fee/ his 
. Wird being leeched (rani him by the Blight Crows foul magics. 

Never! he thought as he struggled to retain his feet and his power. With a burst 
of willpower he threw off the spell and stood tall once more. He had less power to call 
on now, but not much less - more than enough remained to destroy Te/zarac Shaan. 

The Ravager smiled, his eyes ffashing like the obsidian armour he wore. "Very 
good, stripling. I see I shall have to ~ght harder than I ~rst thought to take your Wird. 

it and I will enjoy feasting upon it soon." 



Sumrriarfcharts conr-ainlng all o(th~se spells, as well}sall . . · 
published in currently available Providence' game 'products (through to The . 
Kestrel.s: BecomingFire), can be found at the end of this book. • 

. . ·.'*: . :,;:r?:".-::·-·- >--': :· . .:'·.--_,;. ~ .. 
. -::.'-



\ < .. ·· · .. ·.. ...•.• . ··... . . . .• •.. •. .. . > ar~ ·~~w handl.e~. diff!!rently. 
In ord~r to castthe spell;;as·~ithall •·· . t~e caster has to ~oil ~gai~st a Target . 
Number of 7.Jf the sp~H is cast ~~ r.willi~g targ~F (oft~n th~ case with Heal 

· Others, for example), there is no modifier to the caster's roll. If ca~t on a target 
who wishes to resist the effect ofthe spell, the caster recieves a negative die 
modifier equal to the target'sAura plus Willpower. For example, a Wird Weaver 
with Wird - Casting at level 3 and a Psyche of I has 4 dice to cast an alter body 
spell. If the target has am Aura of Q and a Willpower of I and wishes to resist 
the spell, the Wird Weaver's roll is now made at {4 -I) 3 dice. 

Furthermore, targets of alter-body spells can roll their Aura + Willpower 
against a Target Number of 7 plus the caster's margin of success to resist the 
affect of the spell. If targets fail this roll, they are affected by the spell normally. As 
an optional rule, game masters may allow spell casters to substitute their skill 
level in Wird - Casting for their Willpower when resisting the effect of an alter­
body spell. Finally Wird Armour still provides protection against alter body spells. 

The effects of an alter body spell end either when the "damage" is healed 
{treat as Soft damage for healing rates {see Main Rule Book, page 228) unless 
otherwise indicated) or at the end of the spell's duration, if a duration is indicated 

The affected alter-body spells are: 

LEVEL I 
Heal Self/Others 

LEVEL 2 
Disguise Self/Disguise Others 
Sleep 
Village Idiot 

LEVEL 3 
Cure Disease Self/Cure Disease Others 
Heal Self/Others 
Sleep 
Speed of the Sloth 

LEVEL 4 
Alter Body Others 
Cause Disease 
Strength of the Newborn 

Alter Body Others 
Total Healing Self/Total Healing Others . 



, ; .. ,.:.,·. ·~\ :.'':~::;._-?:: ·: : 

'"-·-"·. '······. · .·- ...... Ball, Air 
a r~ll against the ;sarr{~T;rg~t N~inb~f;of · to be .cast su~ce;sfully. ~owever, 

;. since the spell must physically strik~ a target in order·~~ . be 'effective, ' . 
·successfully casting It, may noemean it successfully hits the targ~t As. ~ith basic:· 
combat resolution, spell casters mustpit their skills against their target's. Speli , 
casters must calculate the total number of dice they' have against an opponent's. • 
dice (Coordination + Hand to Hand, ~M :- Dodge are used most often). 
Casters subtract their opponent's number of dice from their own 'dice, then 
roll against a Target Number of 7 to determine whether or not the spell is cast 
successfully as well as whether or notit successfully .hits their target The roll 
to determine. whether the spell hits the target is .the sameroll used to 
determine if the spell is cast successfully. Game masters 'can c~oose to describe 
a failed roll as either the spell missing the intended target or the casfer failing> 
to cast the spell - the choice is theirs though the end result is the same - the 
spell does not affect the target ··. 

REVISIONS~--,­

LEVEL I 

ANIMAL LORE 

Spell casters who cast Animal Lore. successfully gain +4 dice to their 
Biology - Fauna roll. " · · 

BREATH OF LIFE 

This spell, when cast successfully, allows Wird users ·to hold . their breath 
for an additional 30 seconds + their Aura in minutes. Therefore, caste~s with an ,,, 
Aura of 2 can hold their breath for an additional 2 minutes, 30 seconds. This is . 

· in addtion to the normal amount of time characters can hold their breath; 30 
seconds + (their Constitution xI 0). 

FOG 

When cast successfully, the fog blocks sight similar to Very Bad light 
conditions, resulting in a -2 dice penalty on all rolls requiring sight {ie: combat, 
sight-based Perception rolls). 

LIGHT 

The bonuses listed change to. ffc!i~e for,VyirdyVeave~~nd ,t9diceJor 
Wylders. · · · ····. . . · .. · · ... ·. . · . ' · .· .. ' · 

SPARK TOUCH 



or resin reinforc.ed weapon. Thismeansyou cannot choose to have a Weapon ,, . . 

.of ke do the. damage of-a crystal sw?rd plus the spell's bonus - it does the 
damage 9f a normal sword plus the spell's bonus. 

FLAMING WEAPON 

As with Weapon of Ice (see above), use the damage of a standard wood 
or wood reinforced weapon. 

FLASH 

Targets of this spell can make an Aura (or Constitution if game masters 
prefer) roll against a Target Number of II plus the caster's margin of success in 
casting the spell. If they succeed in this roll, they avoid being blinded. If they fail , 
they are affected by the spell as normal. 

SCENT OF THE WIND 

The Targer Number of anyone attempting to perceive the caster of this 
spell is increased by + 18, not + 14. 

SPARK TOUCH 

This spell works exactly like the I st level version of this spell (see 
above). The reason it is a 2nd level spell with the damage of a I st level spell is 
that Wylders and Blight Crows manipulate energy such as electricity well 
unlike Wird Weavers and Wird Dancers (who use the weaker 2nd level 
version of this spell). 

VILLAGE IDIOT 

The alter body spell does 9 points of damage. Characters affected by this 
spell have their Intelligence reduced by I and their Initiative reduced by three 
until the "wound" heals (as per normal alter body spells - see page 68). 

LEVEL 3 

AIR BOLT 

· This spell does 9 points of damage, rather than 3. It is also now available 
toWylders. 



·. SILENCE 

· This spell causes a -9 dice penalty on all hearing-based Perception rolls' . 
. and provides 9points of protectio11 from sound-based atta~~s. . ' .. 

LEVEL 4 

ALTER BODY OTHER 

The damage of this spell increases to 30 points. · 

STRENGTH OFTHE NEWBORN 

The ~Iter body spell does 30 pointS of damage. Characters affected by this ' 
spell have their Strength and Constitution ;educed by 4 and their Body is · 

· recalculated accordingly. This· affect lasts ~ntil the :·wound" heals. (as pe( normal 
alter body spells - see page 68) .. 

WHIRLWIND 

The whirlwind has a Strength of 9. This m~ans it can now lift 2100 pounds 
rather than 1320. 

LEVEL 5 

ALTER BODY OTHER 

The damage of this 'spell increases to 45 points. 



·.. Eahtl' Armour) 
illterracf with the ·· various · · ·· . elements ·For . e~ample, Earth 
Armour protec~ againstair-based attacks yery well but is poor at protecting 
characters froili electricity-based attack~. The following are the Elemental 

· lnterractioris Charts. It should be noted that the interraction is with the spell's 
element effects. In other words, if a spell's magical element is Fire but the spell's 
effect is to project a blast of water at ·the target, refer to the elemental 
interractions with water. 

. AIR-BASED ARMOUR 

Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack 

Sound Attack 
Water Attack· 

EARTH-BASED ARMOUR 

Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack 

Sound Attack 
Water Attack 

Modifier to Armour's Rating 

No Adjustment 
Level -2 

Level +2 
Level -I 

No Adjustment 
Level -I 
Level -2 
Level -3 
Level +2 

No Adjustment 

Modifier to Armour's Rating 

Level +I 
Level +I 

Level +I 
Level -I 

No Adjustment 
No Adjustment 

Level -I 
No Adjustment 
No Adjustment 

Level -2 



Air Attack •· .. ·. 

Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack , 

Sound Attack • ' 
Water Attack 

FLAME-BASED ARMOUR 

·· Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack 

Sound Attack 
Water Attack 

ICE-BASED ARMOUR 

Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 

Level-l 
level -2 

No Adjustment 
level +I 
level .-1 

.. · .. NoAdjustment . 

Level-l . 
level ~ I 

Level -3 
Level-l 

No Adjustment 
No Adjustment 

No Adjustment 
Level +2 



Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack 

Sound Attack 
Water Attack 

SOUND-BASED ARMOUR 

·Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Electrical Attack 
Light Attack 

Sound Attack 
Water Attack 

WATER-BASED ARMOUR 

Attack Element 

Blunt Attack 
Edged Attack 

Air Attack 
Cold Attack 
Earth Attack 
Flame Attack 

Level +I 
No Adjustment 

Level -I 
No Adjustment 

Level -2 
Level +2 
Level -2 
Level -I 

Modifier to Armour's Rating 

Level +I 
Level -I 

No Adjustment 
Level -2 
Level +I 
Level -I 
Level -2 
Level -3 
Level +2 
Level +I 

Modifier to Armour's Rating 

No Adjustment 
Level -I 

Level +I 
Level -2 

No Adjustment 
Level+ I 
Level -3 
Level -2 
Level -2 



. Wylder: ln~epigence 
Wird Weaver. Psyche 

· Wir~ Dancer: rsyche 
. Blight Crow: Willpower . 

I ... ·, '. 

. This spell enablen spell caster to balance 
upon small or narrow surfaces as' weil as· a cat': 

, While this spell is :activ~, the Wird user can run 
, along ledges anhooftops; stand on cliff sides, 

·and walk on tightropes without fear of~ I ling, 
AvailableTo: . Wird pancer, · Wird ,' 

···.· Weaver ··· 
.... .. , ..... ,., ........ ·.·.····. 

Type: .Miscellaneous;Wird · · 
Element: Air ... · 

Casting Time: 
Range: 
Area: .. Self 

Duration: I minute . +. minute 
· per extra Wird . 

If characters have tomake any Corirdi•nati.~n 
. to keep their balance while die · · 
. their roll, as follows: .. ;~ ... 



s 
it .difficult or impossi~lefor. the .. . ··. . 

Available To: . Blight Croy..t,'Wird 
·.· Type:: Offensive, Wird 

Element: Fire (Ice) · 
Casting Time: 6 seconds 

Range: I 0 yards 
Area: Target 

Duration: Special 

This spell functions like as an spell alter body spell (see page 68), in that it 
does "damage" - 9 points of damage- to the target which is compared to the 
target's True Body. The extent of the wound suffered indicates the extent of the 
change worked upon the target A Slight wound reduces the target's flying 
speed by one Tier, a Grave wound by two Tiers, and a Devastating wound by 
four Tiers. The target heals from this ''wound" as if it were Soft damage. 

As with all alter body spells, the caster recieves a die penalty equal to the 
resisting target's Aura +Willpower to cast this spell. If cast ~uccessfully, targets 
may resist the spell by rolling their Willpower + Aura against a Target Number 
of 7 plus the caster's margin of success. 

If the flying speed of victims is reduced to zero, they become completely 
unable to fly; if they are in the air when this happens, they will fall to the ground 
(see page 224 of the Main Rule Book for rules on falling damage). 

Bright Orioles, Faithsingers, and right-minded spell casters of other 
Distinctions cannot oppose evil and injustice if they cannot find it This spell helps 
them do that by detecting the energies of Blight Crows, White Crow, and the like. 

Available To: Bright Orioles, Faith singers, · Wylder, Wird 
Dancer (self only), Wird Weaver 

Type: Miscellaneous, Wird 
Element: Air 

Casting Time: IS seconds 
Range: IS yards I NIA 

Area: Target I Self 
Duration: I round + I round per extra Wird, 

This spell tells casters whether there are Blight Crows, White Crow, 
Elothorin avatars, Shadow-Wird, or another similar presence within their are~ 
of perception (generally d~fined as an. area eq~al to as far as a normal person 
could see with his or her unaided eye, ignoring obstructions such as walls). This 

' includes enchanted items created Crows orWhite Crow, and any area 
F''>./..:••.c••;•,· ·· '/ . ., . ' •'• ,, • .· ..• ,.. .. . 

\-. .,~ , ,, .,Y ,_,...,· Speils 



[ 

FATIGUE 

Element: 
CastingTime: 7 seconds 

Range: I 0 yards 
Area: Target 

Duration: Instant 

When this spell is used, the caster may drain up to 4 points of the victim's 
Endurance. The victim recovers this Endurance normal~. Spell casters do not get 
to use this Endurance themselves; it is simply wasted and drained out o(the victim, 

Although not nearly as poorly . regarded as Drai~ Wird, ···. this 
nevertheless is not looked upon kindly by Yas'yYailians. Ariy spell caster 
uses it will almost certainly be suspected of being a Blight Crow. 

NIMBLENESS OFTHEMONKEY 

Monkeys are common sights in Providence's jungles. With this 
Wird user can climb as well as any of them. 

Available To: Wird Dancer (self only), Wird W,eaver 
Type: Miscellaneous, Wird 

Element: Air 

Casting Time: .15 seconds 
Range: N/A or Contact 

Area: 



7 seconds · 
IOyards 
One type of animal 

Duration: 3 rounds + I round per extra Wird 

When this spell is cast, casters must specify what species of animal they 
can communicate with ~Tiger-Wolves, house cats, falcons, Dreas, or sharks, to 

just a few examples. They will be able to . converse with that species of 
animal, in its own "language;' for the duration of the spell. If casters wish to 
communicate with another species of animal at the same time, they must cast 
the spell again. Speak With Animals only works on animals with an Intelligence 
of -3 or lower. 

In keeping with the conventions of classic fantasy, animals should be 
reasonably intelligent conversationalists who can answer the caster's questions 

some clarity. However, for the sake of humour, their answers and ability 
to respond may be coloured slightly by their nature or instincts. For example, 
some animals may be more interested in talking about the delicious food they 

smell in the caster~s pack than in the troop of armoured warriors which 
the caster is seeking information about Others may have difficulty with 

'abstract concepts such as numbers or time ("Have any soldiers ridden past 
here recently, little brother?" "Yes, sir." "How many were there?" "A lot" In 

. this case, "a lot" could mean three .or three hundred, depending upon the 
· animal's perceptions; the caster will get further by making comparisons 
between, say, the . number of fingers on a hand and the number of soldiers. 

"recently" could mean within the hour, or within the week.) The 
more precise the caster's questions, the more accurate the information he or 

Furthermore; Speak With Animals gives casters no ability to control the 
creature they want to speak with. Not all animals may be willing to talk co the 
spell caster; some may request a "bribe" of food or shiny objects before they 
will start a conversation. However, for the most part the game master should 

ani~als be cooperative, friendly, a nd helpful towards the casters of this 
sp~ll , provided they treat them with frie:ndship and respect 



While this spell is 
active, the swimming "i 
speed of casters is 
tremendously' 
increased. Their base 
swimming speed .. goe; 
up by nine yards per·>· 
second . 

. ·sTONE LORE 

Element: 
Casting Time: IS seconds 

' 
Range: Contact 

Area: One stone or rock 
·; 

Duration: Instant 



This spell turns a flyer - skilled or otherwise - into. an expert in the arts of 
flight Characters can turn on a dime, maryoeuvre in midair inways which . make 
their dogfighting opponents despair of hitting them, and pull off aerial stunts and 
manoeuvres that they could otherwise never even dream of accomplishing. 

Available To: All Distinctions (Wird Dancers - self only) 
Type: Miscellaneous, Wird 

Element: Air 
Casting Time: 8 seconds 

Range: N/A or Contact 
Area: Self or Target 

Duration: 3 rounds + I round per extra Wird 

This spell simply grants +6 dice to all Flight rolls a flyer makes to perform 
aerial stunts. 

CLOAK OF THE MODIAS 

This spell allows casters to blend into the 
background, much like its namesake, the Modias 
lizard. As long as casters remain still, the chances 
of someone seeing them are very remote. 

Available To: All Distinctions (Wird 
Dancer - self only) 

Type: Miscellaneous, 
Elemental 

Element: Air 
Casting Time: 10 seconds 

Range: N/A or Contact 
Area: Self or Target 

Duration: 3 rounds + I round 
per extra Wird 

Cloak ofThe Modias provides spell casters 
(or someone whom they touch) with camouflage 
abilities, allowing them to blend into any 
background. As long as they do not move, any 
Perceptionroll made to see them are made at • 
16 diw. If casters walk at no faster than I foot 



Element: Fire 
Casting Time: 5 seconds 

Range: N/A 
Area: Self 

Duration: l ,rounds + I round · 
Wird 

. Grip of The Retarri provides spell casters with two 
rel.ated abilities. First, it grants them' the skill . Combat 
Manoeuvre - Grapple at level two (or, if they already know that 
skill, improves it by one level) .. Second, it increases their 
Strength by 4 for purposes of grabbing and holding things (with 
or without the skill) and for breaking free of similar grabs. The ··· 
Strength does . not apply to increase damage, or to help a 
character escape from bonds such as ropes, chains, or the 
strands of a Great Web. 

KLAXON. 

This spell allows casters to set an alarm that will awaken 
them and their comrades if the defined event occurs •. 

Available To: ·All Distinctions 
Type: Miscellaneous, Wird 

Element: Air 
CastingTime: IS seconds 

Range: Special 
Area: Special 

Duration: One night (or similar 
sleep) 

To use Klaxon, the character must define two things: 
first, the event or phenomena that will trigger the .. alarm; 
second, the area protected by the spell. ·•· ' ' 
:. ,. --. • .-,_._,,_._.>···· 



unless they 
is ~orne qu~sfion as to the 

ga~e mast~i-'s Puling i~ final. The protected 
20-yard. radius. ·• .... 

... ·.• . . ...... .. by this ;spell mus~ be loud and distinctive, but 
otherwise depends upon the caster's whim. For example, it could shout, "Wake 

· up! Wake up!;' cry "Intruders approaching!;' or simply let out a loud shriek. 
Anyone in the protected area who is asleep will wake up immediately when 
they hear the Klaxon go off. 

This spell, illegal in virtually all parts of Providence, allows a Fallen 
character to grow wings, albeit temporarily. It can also strengthen the weak 
wings of the Redeemed, allowing them to fly under their own power for a time. 

Available To: All Distinctions (Wird Dancer - self only) 
Type: Miscellaneous, Wird 

Element: Air 
CastingTime: I minute 

Range: N/A or Contact 
Area: Self or Target 

Duration: Special 

Pinions allows casters or some other person to grow a set of functioning 
wings, orto restore function to useless or atrophied wings. This spell functions 
as an alter body spell (see page 68), in that it does "damage" - 9points of 
damage- to the target which is compared to the target's True Body. The extent 
of the wound suffered indicates the extent of the change worked upon the 
target A Slight wound grants the target one Tier of flight; a Grave wound two 
Tiers; and a Devastating wound four Tiers. The target heals from this "wound" 
as if it were Soft damage. The character's speed and manoeuvrability can be 
enhanced through spells like Flight and Aerobatics. 

Wylders who use this spell do not create normal feathered or leathery 
wings. Instead, they create wings of pure elemental form - fire, air, stone, 
whatever they wish. 

This spell works like the Alter Body Others spell. Targets of this spell are 
usually willing to be affected by it, so no resistance is made to it If targets do 
want to resist for whatever reason, they roll Willpower +Aura against a Target 
Number equal to 7 plus the margin· of success achieved by the caster. 
Remember to subtract the resisting ta rget's Willpower +Aura from the caster's 
roll when they cast this spell. 

Because this spell violates many laws and customs regarding the 
differentiation of the tastes, is blatantly illegal. In most places, using it, or even 



Element: 
Casting Time: 

Range: 
Area: 

Duration! 3 rounds.'+ I r()yn~ . per . extra Wird 
..... •. . .. 

Skin of The ,Gargoyle . provides defer1se, wifh no elemental variations; 
though the levelofthe defense depends upon the Distinction; Wird · 

.· get level l defenses . ( 14 points)i Wylders ind Blight Crows get level 
defenses (7 points) . . · . . .... . · < 

Skin of The Gargoyle visibly alters the characte~:s . s~r1. makirtg it _._ -6 •• , ., .... ,<·:< 

leathery, and usually greyish in colour. If casters have s6me special affinity for 
particular elemental base, their coloration may be influenced by that; Gargoyle 
colour patterns are d~scri~ed on page· I 09 of the MainWorld Book. .. · .. · · . 

Some casters have developed a _more serpent-like version of this 
which they call Scales ofthe Serpenkine. It differs only in appearance; the 
effects are identical to this spell's.The Serpenkine' the111selves use just such a 
version of the spell. .. . . . .. 

STENCH 



. . area of · 
rnrr·pmruv ·IC)UI·!;mellllnll ~apours. Anyone,within 20 
yards will be able to smell it easily. Those actually 
inside the radius must make Constitution rolls 
(Target Number .of 7) at -I die ev~ry round or 
become violently ill. While ill, they can do nothing 
except collapse to their knees and retch, leaving 
them extremely vulnerable to many attacks. 

Characters who belong to Troupial Rat, who 
have a highly enhanced sense of smell, are more 
susceptible to the effects of Stench than other 
characters. Their Constitution rolls are at -4 dice. 

Green People seem to be completely immune 
to the effecu of this spell. 

STING OF THE SATORASS 

This spell makes the very touch of spell casters deadly, for it causes their 
skin to exude a lethal poison. 

Available To: Blight Crow, Wird Dancer, Wird Weaver 
Type: Offensive, Wird 

Element: Fire 
CastingTime: 9 seconds 

Range: Contact 
Area: Target 

Duration: I round + I round per extra Wird 

When this spell is active, the skin of casters is poisonous. Anytime they 
touch, or are touched by, another person's skin (not including their wings or 
glider membranes, if any), they will poison that person. The poison causes Hard 
damage; it does a base of I point of damage with a frequency of every round 
and a duration of 4 rounds. For every 2 points of margin of success on their 
Characteristic + Wird - Casting roll, casters may change one of these three 
parameters. They may increase the damage done by I point (maximum of 3 
points), decrease the Casting Time by 2 seconds (maximum of 4 seconds), or 
increase the Duration by I round. Thus, for example, if the margin of success of 
casters was 4, they would have 2 bonuses available to them. With that, they 
could alter two aspects of the spell by I or one aspect by 2. 

For complete rules on poisons, please refer to Providence: The Ecology, 
page 96. 



A popular spell among the Yas'Wailians, Talons of the Hawk transforms 
the caster's hands into razor-sharp claws. 

Available To: Blight Crow, Wird Dancer, Wird Weaver 
Type: Offensive, Wird 

Element: Fire 
CastingTime: 12 seconds 

Range: N/A 
Area: Self 

Duration: 3 rounds + I round per extra Wird 

The caster's hands become claws which do 9 points of damage per attack. 
While the spell is active the ability of characters to handle objects is limited; 
while they still have the same number of fingers, they become thicker (the extra 
muscle needed to use the claws properly) and have sharp claws on their tips. If 
appropriate, the game master should require Coordination rolls (perhaps at a 
penalty) to maintain a grip on some items. 

VALERAD'S SPELL OFTHE NIMBLE FINGERS 

Valerad Bandule was a member of Troupial Rat who, despite his Fallen 
status, nevertheless managed to learn how to manipulate Wird. Although he is 
said to have developed many new spells, this one, which makes the caster more 
dexterous and flexible, is the only one to have passed into general knowledge. 

Available To: Wird Dancer 
Type: Miscellaneous, Wird 

Element: Air 
CastingTime: IS seconds 

Range: N/A 
Area: Self 

Duration: 3 rounds + 
I round per 
extra Wird 

While the Nimble Fingers is in 
effect, casters gain +I Coordination. 
Furthermore, they have the 
Ambidexterity and Double-Jointed 
Traits, and gain +4 dice for the skills 
Sleight of Hand and Pick Pockets. 



> 

Although slow and seemingly vulnerable, the Drea is actually a fierce and 
heavily-protected creature. Its shell is so hard and durable that it is ,often used as 
decorative armou~ This spell gives a spell caster (or someone whom they touch) 
similar protection without the risk of losing a finger or hand to the Drea's claws. 

Available To: Wird Dancer (self only), Wird Weaver 
Type: Defensive, Wird 

Element: Earth 
CastingTime: 6 seconds 

Range: N/ A or Contact 
Area: Self or Target 

Duration: 3 rounds + I round per extra Wird 

Armour of the Drea provides 14 points of defenses. The effect is that the 
person's skin becomes as thick and hard as that of a Drea {though it does not 
change to the Drea's colours). There are no elemental variations based on the 
type of attack that the armour is protecting the character against, but the 
awkward nature of the carapace-like armour reduces the character's 
Coordination by I for the duration of the spell. 

DARKNESS 

This spell creates a field of impenetrable blackness, which characters can 
neither see into nor out of. 

Available To: Blight Crow, Wylder 
Type: Offensive, Elemental 

Element: Fire 
CastingTime: 8 seconds 

Range: 20 yards 
Area: 2 yard radius 

Duration: 3 rounds + I round per extra Wird 

This spell allows the caster to create a region of darkness. This darkness 
is clearly magical, for it is deeper than any natural darkness; it has an "inky" 
quality from the inside and a discernible shape and boundary from the outside. 
However, this darkness is not necessarily absolute; it should be considered a 
level 4 effect Light generated by more powerful effects will be able to 
penetrate it 

Any attempt to see through, into, or out of the darkness field is made at • 
16 (note that this is a modifier to characters' rolls, not to the number of dice 
rolled).The same modifier affects any attempt by characters outside the field to 

.. use; ranged attackS targets inside the field; or vice-versa. The same penalty 



ENERVATION 

This spell allows a caster to 
to take any actions,- whether it is 
flying and casting sp~ll~, .·,. 0~ just 
walking along a road. 

> Available.To: B I ( g hX 
, Crow,: 

: Wylde~, 
· ·w i r. d 

Type! 

Element: 
Casting Time: 

Range: 
Area: ;rarget 

Duration: special 

. Enervation functions as ~~. 

:alter body spell (see page 68). The 
spell causes . IS points of 

·," damage." The . wound result 
determines the · duration of the 

. spell, not its effect - the effect 
remains the same regardless of 
the wound inflicted. Characters, 

. , who are affected by Enervation 
. must spend twice ' as much 
· Endurance to perform any a~tivity. 
~ Everything. they do )'fiJI ,tir~ them ;(' 

' out much ', mor~ qoicidy than.~: . ; 
' n~rmal. Wlrd.)rmou( 



members 
ofTroupial Bat~;trinot see very w~ll. ... plac~ of .· , eye~ight they . 
can sense minor shifts in air current'J~i.s ,m~k~s it difficult to' surprise them, 
Spell casters using, Eyes of the Bat have the same advantage . .. 

Available To: Wird Dancer, Wird Weaver 
Type: Miscellaneous, Wird 

Element: Air 
Casting Time: IS seconds 

Range: N/A 
Area: Self 

Duration: I minute + I minute per extra Wird 

While this spell is active, casters receive +9 to all rolls made to perceive 
persons who are about to attack them by surprise. This makes it almost 
impossible to surprise them; they will sense the approach of most attackers 
before they get within range to strike them. However, this warning may come 
mere milliseconds before the attack occurs - long enough for casters to avoid 
being surprised, but usually not enough time for them to warn their comrades 
and enable them to avoid the same fate. 

This special sense works all around casters, not just in front of them. 
Sneaking up on them from behind does not negate the spell's effect However, 
characters can only detect persons who are going to attack them. If another 
character is lurking nearby invisibly, but is not attacking the character, Eyes of 

· the Bat provides no benefit 

This spell allows casters to create a spider web-like mass of thick, sticky 
strands that ensnare and entangle anyone who touches them .. 

Available To: Blight Crow, Wylder 
Type: Miscellaneous, Wird 

Element: 
Casting Time: 

Range: 

Water 
IS seconds 
10 yards 

Area: Special 
Duration: Special 

The sticky, entangling strands created by Great Web must be attached to 
two or more anchor points - the walls of a room, a character's wings, two 
trees, or the like. The two anchor points must be within 5 yards o( each other: 
Without two points to hold it up, the web will simply collapse~ The web has a 
BPV of 16, and will remain in place for I d I 0 hours before dissolvi~g. · , · 



~ - ·- · ·:' 

be held fast wim a S~rength of 
, Strength or dewoy the web. 'Fists. or weapons 'won't" damage the 'web, bu . . .... 
~ - : ':- _· ·• ·-' .-":': :,.' ·' ' · :·:/, ... ,.. - ·-·.-_ -_' --. - > ' .,_.. ' -.· : • ,-}:~ _ '\':';--),~ 

it partS easily if someone uses an edged weapon 'or' cla'f\1~ ·~gairysti~; if s.~t On f,<'·,',/ 
fire; it willburn c.ompletely in a single ,rou~d;,·. 2~' ·· .. ;( :· '· /';'>;{,: . i ··;·'' "' 

Great Web i~ 'particularly effecti~~ wh.e~ used to eritangle ' ~haracte~; 
wings (making it virtually impossible for them to fly, or to keep flying if they are 
in midair) or such things as their sword-arm and shield. Players can no doubt 
devise many other fiendish uses for this spell. Game masters should, if' •· 
necessary, forbid uses of GreatWeb that are too effective. or threaten to 
unbalance the game - or they can just have the non-player characters give the 
characters a taste of their own medicine. · 

Green People spell casters possess a version of this spell. Their version. 
resembles a tangle of vines coat~? wJthsticky sap instead ~f a spider web. 

MASK OF THE MUNDANE 

Sometimes it is not a good idea for one spell caster to let other' spell casters 
know that they are carrying powerful enchanted items. This spell allows casters to 
conceal the magical nature of such items - or their own magical powers. 

Available To: All Distinctions 
Type: Miscellaneous, Wird 

Element: Air 
CastingTime: 12 seconds 

Range: N/A 
Area: One enchanted item 

Duration: I hour + I hour per extra Wird 

Mask of the Mundane makes an enchanted item appear to be completely 
ordinary. Neither Detect Wird nor being yYird Sensitive will allow another 
character to learn that the item is magical. Furthermore, the spell even 
disguises its own presence; characters will not be able to determine that a spell •t"· · · 

is being used to affect the item. 

Mask of the Mundane also hides the caster's ability to manipulate Wird . . . '·' 
from other Wird users. Anyone trying to detect if the caster can use Wird 
~uffers a -16 dice penalty to his or h~rperceptior rolls. . · 



. :.,: 

'''':<'' "''i:'Tih,ll"':,rt<>r< using this spell can deliver 
blows in hand~to~hand · combat 

Whe~ it is ca~t1 the fists of spell casters become 
surro~nded with glowing, crackling, lightning­
like Wird energy. Whenever they punch 
someone, they do a tremendous amount of 
damage, and the blow is accompanied by a loud 
thunderclap. 

Available To: Blight Crow, Wylder, 
Wird Dancer 

Type: Offensive, Wird 
Element: Fire 

Casting Time: I 0 seconds 

Rar1ge: N/A 
Area: Self 

Duration: 6 rounds + I round 
per extra Wird 

While this spell is active, casters do an 
additional 18 points of damage with a CM -
Strike (ie: a punch or kick). It does not increase 
the damage done by attacks with spells, weapons, 
or the like, just blows from the open hand or fist 

When someone hits with the Thunderbolt Fist, there is a peal of thunder. 
This has no combat effect; it simply makes the spell more impressive. 

TORMENT 

This spell allows casters to inflict wracking pains upon victims, thus 
making it difficult or impossible for them to accomplish many tasks. 

Available To: Blight Crow, Wylder, Wird Weaver 
Type: Offensive, Wird 

Element: Fire 
. Casting Time: 7 seconds 

Range: I 0 yards 
Area: Target 

Duration: Special 

This spell functions like as an alter body spell (see page 68), in that it does 
"damage" - 30 points of damage :· to the target which is compared to the 
target's True Body. Armours (save V\'ird Armour) do not provide any protection 

"wound" suffered indicates the extent of 



AGE 

This spell, feared ~nd loathed byYasWailians ali over Providence, allows . 
. the spell caster to cause a charn,cter to artificially age. ' 

~vailable To:· · Blight Crow; Wird Y,Yeaver' 
Type: ,Offensive, Y,Yi~d 

Element: Fire 
, Casting Time: 10 seconds ' 

Range: I 0 yards 
Area: Target 

Duration: ,Special 

This spell functions as an alter body spell (see page 68), in that it does 
."damage" - 30 points· of damage.· ;-c to the target which i~ compared to the 

· target's True Body. Armours (save Wird Armour) d~ not pr~vide any · 
protection from this "damage." The extent of the "wound" suffered indicates 
the exte(lt to which the target is aged.'A Slight wound !ndicates th~t I d I 0+ 3 
years are added to the victim's lif~; a Grave w?und adds 2d I 0+6 years; and a 
Devastating wound adds 3d I 0+9 years. The target heals from this "wound" as 
if it were Soft damage. 

While victims are aged, their appearance 'will alter correspondingly -
wrinkles appear, they .become · withered-l~oking and stooped, and bones 
become brittle and more easy to break. In game terms, reduce victims' 
Appearance ~ttribute by I point for every I 0 years of aging suffered. 

. Furthermore, game ·masters should reduce the victims' physical attributes 
· (Strength, Coordination, . and Constitution)· . by roughly the ,. same·. amount, 
thoughgame 'masters malvary this to achieve s.ome particularly dramatic effect 

. · . if . they' so ·desire/ Some. characte~ :migh~ · lo~~ more Coor~ination ·' and less 
·. s~'re~gth. for,exa~ple. / , ' . .•. •o "" . . . ' . . 





Available To: 
Typ~: ··~·· Off~nsive, H.,.,m.,.,nt"' 

Elementi Fire (Light) 
Casting Time: , 8 seconds 

Range: IS yards 
Area: 3 yard radius . 

Duration: Instant 

This spell causes 9 points of damage to anyone or anything ., 
caught within the spell's "blast radius." If anyone in that area is wearing full ' 
metal armour '(unlikely, but possible), that. armour only 
provides half of its .normal protection against this spell. The 
game master might choose to say, metaL.arm,our provides no 
protection at all. 

EARS OF THE BAT. 

This spell provides the caster with a bat- or dolphin-like sonar ability; · 
Characters need only make some kind of sound - a short, sharp whistle, a 
click of the tongue, a snap of the fingers - to perceive the things and people 
around them. 

Available To: .VVird Dance.rs, Wird Weavers 
Type: Miscellaneous, Wird ., .. 

Element: Air . 
CastingTime: 13 seconds 

Range: N/A 
Area: Self 

Duration: I minute+ I minute per extra Wird 

Ears of the Bat allows casters to perceive the objects and people around 
them even in situations where eyes would be useless, i.e., total darkness. It 
provides +9 to Perception rolls made with their bat-like sonar. As described 
above, they must make some kind of sound to .use this ability; en(!mies may 
able to track them by the sounds they make. 

The sonar provided by this spell is. not able to det,ect fine details; jt is riot as ... 
good as eyesight in many instances. For example •. with .~ars oft~.~ Bat,· characws 
can perceive that someo~e is standing near them. but)hey can't perceive ' .. 
sufficient detail to . tell · one person's face from another. Tiley. can detect things 
'general body height and sh~pe, whether the . has wirgs ,or :if the . 
ch~racter ir ~arryint . ;{ ,obje~j and ·· · · · 





MisceHaneo~s. Wird 
Element: Earth (Ice) 

CastingTime: · I hour· 
Range: I 0 yards 
. Area: 50-yard'r:a9ius 

Duration:. Instant 

Heal Corruption allows spell casters to reverse the effects of a Blight 
Crow's or White Crow's ~se ofWird iri a given area (or on a particular person · 
or item). Generally, users of Shadow-Wird either drain a given area's Wird, or 
dispel Wird so that .Shadow-Wird can take its place. Casters who use Heal 
Corruption must roll their Characteris,tic ~ Wird ·"':"Casting against a Target 
Number of 19. Failure means that the Shadow-Wird has not been dispelled. A 
margin of success of 0 to I 0 indicates ihat the Shadow-Wil'd has been changed . 
or dispelled into ambient Wird, rieither"ShadO,w-Wird" nor ''pure.Wi~d" (in < 
other words the Wird can be used by any spell caster). 

A margin of success of j I or highe; rende~s theShadow-yYird int~ ''pure" 
Wird. 

The spell does not restore the lost Wird, but it does dispel or remove 
the taint left by the Blight Crow or White Crow. Furthermore, it makes it , 
harder for Blight Crows or.White Crowto cast spells in thata~ea for the 
next month; during that time, all spells cast by such being~ ha~~ their.Target 
Numbers increased by 2. After the .month passes: they may cast spells ip that 
area normally. 

Blight Crows and White CroVf know a spell 'that is the opposite of this, · 
· Befoulment (see page . 140). It works . but in~tead of ~ispelling 
'Shadow~ Wird fro'~ an ar~a. " 



This spell allows the character to project a blast of red-hot magma at a target 
Available To: Wylder 

Type: Offensive, Elemental 
Element: Fire 

Casting Time: 8 seconds 
Range: I 0 yards 

Area: Target 
Duration: Instant 

Lava Blast creates a large bolt of magma that does 9 points of damage to 
any target it hits. In addition it covers the victim with lava. For the next 1-5 
rounds (I d I 0, halved, rounded down), or until freed from the magma, the 
character will continue to suffer 9 points of damage per round. If victims can't 
get free by the end of this period, they will be trapped by the solid rock that 
the magma forms as it cools. The BPV of this rock will be 16. 

When deciding this spell's interaction with elemental armour spells, use 
either Fire or Earth, whichever is worse for the defender. 

RAZOR WINDS 

This spell allows a caster to create a lethal blast of wind that can cut 
through even the hardest armour. 

Available To: Blight Crow, Wylder 
Type: Offensive, Elemental 

Element: Fire 
Casting Time: 12 seconds 

Range: I 0 yards 
Area: Target 

Duration: Instant 

Razor Winds creates a deadly blast of air - so deadly that the wind itself 
seems to have razor-sharp edges. The spell does 16 points of damage to targets 
that the caster hits, and the protective value · of any armour (mundane or 
magical) which the target has is reduced by 16 points. This reduction occurs · 

· ~~ . . . 



ARMY OF ONE 

difficult, at best, for attackers tci learn which one is the real person. 
Available To: · Blight Crow, Wyider · ... ' ··· · , ·' 

Type: Miscellaneous, Ele~ental 
Element: Air (Mind) 

Casting Time: 8 seconds 
Range; Special 

Area: Self 
Duration: 3 rounds + I round per extra Wir9 

This spell is similar to the level. 2 spell Mirror Image. However, it creates 
nine illusionary copies of the caster instead of one. Each duplicate mimic~ the 
caster's actions exactly. Attackers have only a I 0% chance (a roll of I on I d I 0) 
of attacking the caster instead of one of his or her duplicates for the duration 
of the spell. If a I is rolled, the attack happens as usual; otherwise the attack has 
no effect The illusionary duplicates cannot. travel further than I 0 yards away 
from the caster. 

Anyone trying to find the real caster makes a Perception roll against a 
Target Number of II plus the caster's margin of success. 



sometimes other beings as well. · 

Av~ilable.fo: ·Blight Crow, Wird Weaver 
Type: Misc~llaneou~. Wird . 

Element: Water 
Casting Time: 

Range: 
Area: 

I minute 
Special 
N/A 

Duration: Special 

Conjuration is a classic spell of summoning - a ritual through which the 
spell caster summons a beast of some sort Casters must define which type of 
beast they wish to conjure when they begin casting the spell, for that 
determines the spell's Wird cost Only animals with an Intelligence of -3 or 
lower can be summoned with this spell, and must naturally be within one mile 
of the caster. 

If the caster wishes to summon a creature that is roughly the equivalent 
of a normal person (see page 33 of the Main Rule Book for character points), 
the spell costs 5 Wird. This would include most small creatures such as house 
cats and hunting dogs, song birds and other small avian creatures, and many 
larger, but essentially docile creatures like farm animals. 

If the caster wishes to summon a creature that is roughly the equivalent 
of a low-powered hero, the spell costs 10 Wird. This would include birds of 
prey, predators up to the size of wolves, and the like. If casters wish to 
summon a creature that is roughly the equivalent of a medium powered hero, 
the spell costs 15 Wird. This would include larger predators (such as many 
hunting cats) or other large or dangerous creatures. Should the caster wish to 
summon a creature that is roughly the equivalent of a high powered hero, the 
spell costs 20 Wird. This would include many magically powerful creatures, or 
predators that are particularly fierce, dangerous, and difficult to kill. 

When Conjuration is completed, the summoned creature will proceed to 
the caster's location at its highest rate of speed; if no members of that species 
are within range, the spell automatically fails. While Conjuration does grant 
spell casters the power to communicate with the summoned creature, the 
creature is not necessarily kindly disposed towards spell casters. In fact, it may 
be hostile towards them. Spell mters should be prepared to "bribe" the 
creature with food or something el:se which it wants in order to get it to do 
whatever the casters desire. At the option of game masters, spell casters may 

· guarantee that the creature is friendly to them and willing to do their bidding 
. for all but suicidal tasks by spending an additional 3 Wird. 



summon ("v-nng~d 
. warriors" or ".Blight 
Crows," for example) 
u~ing the character · 

·creation system; the 
game master's approval 
is needed for all such 
characters. · Conjuration 
used in this fashion can , 

· only suminon generic · 
persons or beings. It 
cannot summon specific 

· ·people such as "the'' 
King of Cry-Star" or 
"Kannoreese"; nor 
should the game master 
allow the spell caster to 
summon creatures or 
beings for the sole 
purpose of killing them 

' or taking things from 
them. 



their enemies. 

Available To: Wylder 
·Type: Miscellaneous, Elemental 

Element: Earth 

Casting Time: 9 seconds 

Range: Special 

Area: Self 

Duration: 3 rounds + I round per extra W ird 

Crystal Whirlwind surrounds characters with a protective field of crystals 
· that orbinheir body at rapid speeds. The crystals can be any shape or colour, 
as casters desire, but cannot be bigger than a thumb. 

While a Crystal Whirlwind is in effect, the caster has 14 points of defense. 
Anyone who touches, or is touched by, the caster will take 16 points of 
damage; there is no way to avoid this damage, though armour of course offers 
protection against it 

Additionally, once per round the caster can cause the whirlwind to hurl 
some of its crystals at a target within I 0 yards. This does not cost additional 
Wird, but does count as an action. Casters must roll their Characteristic + 
Wird - Casting minus their target's Coordination + Hand to Hand. Targets that 
are hit take 16 points of damage. Using the Whirlwind as an attack this way 
does not reduce the protection it provides. 

PARALYSIS 

This spell allows casters to "freeze" other characters in place, forcing 
them to stand stock-still against their will. 

Available To: Blight Crow, Wylder, Wird Weaver 
Type: Offensive, Wird 

Element: Fire (Ice) 
CastingTime: 8 seconds 

Range: I 0 yards 
Area: Target 

Duration: 2 rounds + I round per extra Wird 

This spell functions as an :alter body spell (see page 68); in that it does 
"damage" - 45 points of damage - to the target which is compared to the 

Body. Armoi.Jrs (save Wird do not protect from the 
'. -~-.. -~,.:,,. : ·- ~ . }'(' ;; ...... •;.. - .... 



' :da~a~e. 

parafysisthat .· .. · . ··.. , .· .· ... > , '··· · .'·•·" ~ • .., • • tt~Je · ~cl()rcunatiorH ot 

targetS by 2.and all of their. rates,of ~ovemeni by 2 ·•···•··• .· .. ·.·. . . .. . . 
wound .reduces ~he . Coordination oftargets~ l?Y :.6 aD~ ~II 9ft!Jeir . 
movement by ·I 0 yards per second. Apeyastati~g Vv'~~~d ~~uses~ total • 

·characters cannot move ~nil (making the~ ·~ sitting duck;for other attacks; ..... 
attackers gain a +8 bonus to hit them). This paralusis fades whe,9 .0e ... • 
duration ends. 

SHRIEK OF THE SOUNDER 

Taking itS name from a fearsome creature that lives in Providence's seas, 
this spell allows casters to emit a burst of sound that conf,uses and disorients> 
the target 

Available To: Blight Crow;Wylder 
Type: Offensive, Wird 

Element: Fire 
Casting Time: 8 seconds 

Range: 10 yards 
Area: Target 

Duration: Instant 

When Shriek of The Sounder is used successfully. ~he , target becomes . 
disoriented and suffers from severe vertigo. This spell functions as an alter body 
spell (see page 68), in that it does ''damage'' - 45 poi9tS of damage -'- to the 
target which is compared to the target's True Body. Armour's (save Wird 
Armour) do not protect from the "damage.'' The extent of the "wound" 
suffered indicates the extent . of the vertigo that afflictS the target a Slight• 
wound reduces the target's Coordination by 2; and all Coordination-based skills 
by one level; a Grave wound reduces Coordination by 4, and all Coordination­
based Skills by two levels; a Devastating wound reduces Coordinatio9 by 8oand 
all Coordination-based skills by four levels. The target heals from this "wound" 
as if it were Soft damage. 

If afflicted targetS are running or flying, they immediately lose all sense of 
direction and perspective; if they continue to the game master should ..•. 
randomly determine which way they are going (they even fly straight into · 
the ground or run headlong into a bri,ck Vt'~ll): 



. . . ·. . . . of+ roupi~l of a type of strange mystic warrior 
known· as a Sunbird. According to the tales, some of the Eagle Fallen can 
.transform themselves into golden-feathered warriors with the beaks of great 
eagles and claws ofgolden flame on their hands. The legends are true, and are a 
result of this very rare spell. 

Available To: Wylder, Wird Dancer 

Type: Miscellaneous, Wird 

Element: Air 

Casting Time: I 0 minutes 
Range: N/A 
Area: Self 

Duration: I hour + I hour per extra Wird 

The Sunbird spell is so rare as to be nothing but a legend amongst 
Troupial Eagle and the other inhabitants of Providence. It exists only in certain 
anCient manuscripts held by Troupial Eagle that have long been lost among the 
other volumes in the Eagle libraries. It has only been found twice in recorded 
history, both times by Fallen Eagles who had managed to learn Wird magic. 
Both died taking the secret of the spell with them to their graves, for they 

..,. .... _ • .._ ______ .,. knew of the measure of protection it granted Fallen Eagles 

from their Troupial's infanticidal tendencies toward their 
kind. 

Only Fallen Wird users can cast Sunbird, though they 
do not have to come from Troupial Eagle. It is a lengthy and 
complex ritual. If successfully cast, it transforms casters, 
granting them the following abilities: 

Golden Wings: Golden-feathered wings sprout from 
their back, allowing them to fly at level 5 speed (90 mph). 

Fiery Claws: The hands of characters become claws 
that burn with an unquenchable golden flame. These claws 
do 18 points of damage when they strike a target. The 
casters use normal combat skills to determine if they hit a 
target with their Fiery Claws. 

Resilience: The Strength and Body of casters are 
raised by I. Additionally, they have natural armour that 
provides 14 points of defense. 

Keen Sight: The Perception of casters is increased by 
9 dice. 



CastingTim~: .· 

Range: I 0 yards 
Ar~a:, .. T~rget 

Duration:.. I· round + I round :~er ~iura yYird 

When this spell is succ~ssfully used, the ,t,al"get bursts int~ flame, taking 45 
points of damage. The spell, hqwever, is a projection spell (see page 69) and 
must first hit its target in order to affect itThe spell caster may pay I point of 
Wird per round to maintain the fire for additional rounds after the first; in 
succeeding rounds the fire does 9 poin;s of damage each round. 

In addition to targets taking damage themselves:·any goods or items they 
carry may also suffer froJTI the flames. 

WINDSTORM . 

.. This spell creates an area of intense winds which makes flying difficult at 
best, and often impossible. , 

Available To: Blight Crow, Wylder · 
Type: 0 ff e n s i v e , 

Elemental .... 
Element: Fire (Light) .. 

Casting Time: · IS seconds 
Range: 200 yards 

Area: 20 yard radius 
Duration: 3 rounds + I 

round per 
extra Wird 

This spell functions like the spell 
Whirlwind (Main Rule Book, page 199), 
6Lt the Strength is i 6 and' it does J 6 
points of da~age due. to flying debris; 



;,_· ., .. -, 

is clst,W.:!'i >·ir···d··ct··.;;:.us·/···~;,f)sfs'·····~"''~ F!<m,.o""'n a 

and everythin~ in a large areaoPeople, plant~. anirpal~; and 
may suffer damag; from the terrible cold and pelting sleet and sno'r'(. 

Available To: Blight Crow, Wylder, Wird Weaver 
Type: Offensive, Elemental 

Element: Fire (Light) 
Casting Time: 15 seconds 

Range: N/A 
Area: 2-mile radius around caster 

Duration: . I hour + I hour per extra Wird 

When this spell is cast, the temperature in the affected area immediately 
drops to sub-zero levels, bitter winds blow through the area, and heavy snow 
and sleet begin to fall. In the .first round of affect, any living thing in the area 
takes 9 points of Soft damage; this will be enough to kill most plants and small 
animals. For every half hour (or fraction thereoD which a being remains in the 
area, it will take I point of Soft damage. 

Due to the build up of snow and ice, walking or running in the affected 
area will be difficult or impossible; the game master should reduce movement 
rates accordingly unless a character or animal has a way to overcome these 
obstacles (snowshoes or large, flat feet suitable for walking on snow). Similarly, 
the snowstorm and strong winds reduce characters' ability to fly; reduce the 
effectiveness of any flight powers by three Tiers. 

It is important to note that casters will be caught in the middle of their 
own Blizzard, and will be affected by it just like everyone else. If they are 
prepared for it with a Resist Cold spell, they will take no damage (that spell will 
similarly protect others within the Blizzard). If anyone in the affected area 
wears heavy clothes (fur-lined coats and the like - extremely uncommon wear 
in the humid jungle world of Providence), they take -I point of damage. 

The area affected by the Blizzard is static. If spell casters move, it does 
not move with them. 



Element: 

CastingTime: 14 seconds 
Range:> N/A 

Area: 

Duration: 3 rounds + I round per extra Wir'~ 

This spell creates .a terrible thunde~torm with ·several effectS. First, the' 
driving rain, strong winds, and ~onstantthunderdaps make perceiving things or· 
communicating very difficult. All Perception tests within the area (whatever the 
sense used) suffer a -4 dice penalty. Talking is similarly hampered. The spell 
caster is immune to this effect; they can see, hear, and talk normally. 

Second, flying within the affected area is very difficult. All flying characters 
and creatures h~ve their Flight·power reduced by one Tier. This power affects •i. 

spell casters if they are flying. 

Third, once per round, spell casters can call down a lightning bolt to 
' strike one target within the affected area; they 111ust be able to see the target to v 

do this. Calling lightning counts as an action and takes four seconds, but does 
not cost any extra Wird. Casters must use th~ rules for projection spells (see 
page 69) to determine if the spell affects their target. Characters should roll 
seperately for each atttack with a lightning bolt Unlike most Projection spells, 
however, using the lightning bolts of Dezu~ra's Tunderstorm requires a seperate· 
roll to hit from its casting roll. Each lightning bolt does I B points of damage. 

Dezural's Thunderstorm may have other effects as well. In narrow canyons · 
and similar areas it can cause flash floods. In agricultural areas it may provide 
needed rain in a time of drought Jn some cases the storm's winds and rain will , 
flatten or damage plants. It is up to the game master to decide if such effects 
occur and to adjudicate the results. 



- .•••• ll • . lOL •• -;.,,L WallS and are 

, .· . . . ·• ...... ·· .. _ •.•. _ .. · attack any solid objects . 
• Wirq Dancer. Wird Weaver . : 

Miscellaneous; Wird 

Water 

IS seconds. 

N/A 
Self 
3 rounds + I round per extra Wird 

This spell renders 
characters intangible. They 
cannot touch, or be 
touched by, physical objects 
or beings . Characters 
affected by this spell cannot 
attack anyone by any 
method, nor can they be 
affected by any attack or 
spell. This includes a spell 
caster using the (optional) 
Tira su Gatira Arasswa'i l 
power (see page 207). They 
can move through walls and 
other solid objects at their 
usual rates of movement. 
They do not need to 
breathe, eat, or sleep. They 
are not invisible, but appear 
to others as ghostly, faded 
versions of themselves. 



This spell is"identieal to the 'speii,Sieep (Main Rule Book, page 17 6), except 
that it affects ev~ryone 'within a 20-yard r~dius.The.:only exceptions are the 
caster and anyone th~y are not targeting (i.e,, their friends, allies, and the like). ' . . ~ .;. . .-,. . 

TAURIEL'S UNRAVELMENT 

This powerful spell, created by the Wird Weaver Tauriel Halshandra, offers 
the YasWa!lians their best hope yet for solving, or.at least lessening the effects 
of, the growing pra,blem of Retributions.· Retributions are usually visualized ~s a. 
"knot" or kink in the fabrk of the Tapestry. Previous attempts ~o untietor even 

. tap the energy of these knots have resulted .in the deaths of spell casters and 
everyone near them, Tauriel's Unravelment seems to offer a means to undo the i 

-- knots without causing the spell caster,hal'lll· 
Available To: Wird Weave,r 

Type: Miscellaneous, Wird 
Element: Water 

Casting Time: 6 hours 
Range: 3 yards 

Area: One knot in the Japestry 
Duration: Instant · 

To cast Tauriel's Unravelment, a spelL caster mus~ have the skiU Wird-; 
Casting at level 6, and Wird -Water at level 4 or higher. Spell .casters of lesser · 
abllity are simply unable to comprehend the spell's nature and uses fully; if they 
try to use it, the Wird backlash from undoing the "knot" will kill them, regardless 
of whatever armour or other protections they use. The spell can only be cast on 

.: knots in the Tapestry that are. building towards eausing a Retribution; it has no · 
· · . effect' on existing Retributions. Tau~iel . Halshandra is said. to be :wor~ng on a level . ··•··•·•·. 
· 6 spell she'•calls Taufiel's · Reweavi~g' whi.ch ..yould' r,everse ~he ~.ff,ects •()f existing . '·· 
Retributions, butifso, that spell h~s yet.tobe co~pleted. i·.··i;· '> • •· · 

·. • ..• w~~n thi·~· ~~ell i~:·~st, Wir~ 'u~e;I.~~~~· ro;;l theirC~~~;cteristi~; Wird~ 
~asting .. · the strel)~ of~he ··••·· . . . . • . .. .••. ..• . . . • the kl-engu; 



.. are 

<caused by . .•.... knots ·th~t. > ····.····················· · · ·. rea~hingjO).F9re~ample, the 
spell caster'.s di~e. total is 6 and the'knoes ~trength is a.rh~ ~~ster m~~t weave 
the spell at -2 dice. Since the base Target Number to cast a spell su.ccessfully is 
7, the caster must roll 2 dice at 7 + 8 ( + 2 per die. needed to ~oil the 2 die 
requirement) for aTarget N~mber of IS .. This is not an easy task. 

If spell casters fail the roll, they suffer a backlash from the knot equal to two 
points of damage per the knot's strength rating; no armour or other defense, not 
even Wird Armour, offers any protection against this damage. Additionally, a 
Retribution occurs immediately, usually (but not necessarily) at or near the 
caster's location. The nature and strength of the Retribution depends upon the 
knot's strength rating. For example, the Sunderlands is believed to have begun 
when a knot with a rating of 19 grew into a 20 and burst 

If spell casters succeed in the roll, their points of margin of success 
reduce the knot's strength rating. If the knot's strength reaches 0, it has been 
completely unravelled and no longer has the chance to cause a Retribution. 
Tauriel's Unravelment may be used repeatedly on the same knot if one use is 
not sufficient to undo it completely. 

WEIGHT OF EONS 

This spell causes the target to age with 
incredible speed; decades may pass in mere 
seconds. The result is usually death and 

. destruction. 
Available To: Blight Crow 

Type: Offensive, Wird 
Element: Fire 

Casting Time: 14 seconds 
Range: I 0 yards 

Area: Target 
Duration: Instant 

This spell is an advanced version of the spell 
Age (see page 91). A Slight wound means that 
2d I 0+6 years are added to the victim's life; a Grave 
wound adds 4d I 0+ 12 years; and a Devastating 
wound adds 8d I 0+ 18 years. The target heals from 
this"wound" as if it were Soft damage, 



Even members of these groups may sometimes have difficulty learning , 
these spells. They will have to prove themselves worthY, of this secret . 
knowledge, either through play ~~ring t,he game or as part of the rh•r•r~ .. r··· ··· 
background history developed during character crea~on. Game masters 
impose whatever restrictions 'they see fit on learning• them (they may, 
example, take extra time to learn or cost more points to buy than normal). 

For ease of reading and access, the spells ~~der each group ~~: listed in , 
alphabetical order, with a "Level" entry showing the spell's Level. 

Several of the organizations in Providence . resemble the familiar 
Distinctions even though they are not. Specifically, Kestrels, like Wird Panc~rs,· 
use spells that affect their bodies; the Wird manipulation .of D'Shau Monks.· is 

. similar to Wird Weaver spells; and Slaywind Wird users resemble Wylders . . 

. Sometimes experienced characters who .· .. · can alre~dy .use Wird 
example a Wird Weav~r or Wylder) will opt to join one of these organizations. 
If they do so, they must buy theirWird- Casting skill again to learn that group's ';:·~, •.. , 
special spells. · · 

For example, a Wylder who wants to become a Kestrel must buy Wird - ...... 
Casting again if they wish to use any of the Kestrels' spells. The level ofKestre.l' < 
spells they will cast is based on their new Witd - Casting skill. However, . 
Kestrels are also able tci use some spells that function exactly like V\fird Dancer ' 
spells (see the Kestrels: Becoming Fire source book, page 84). lfWird Dancers 
(i.e. with Wird - Casting level 4) join the Kestrels, they will use the Kestrel­
specific spells at the level of their new Wird - Casting skill (for example, Wird­
Casting (Kestrels) level I). Spells they learn with the Kestrels that ·· function 
exactly like Wird Dancer spells can be used at . the character's Wird Dancer 
experience level (in this case, Wird 7 Casting level 4). · 

>.<:. 

. Some spells however, are available t?,··a ~adety of Disti~Cti~~s (i.e: 
Recognizer spells); in this Case, one does 'not· ~eed to 

to obtain these spells (as spell is 



Level Spell 

. ·.. , . . s.everal ~ifferent tYPes of Wird magic 
thatthey have developedover the centuries, First and foremost among these is 

·; crystallomancy •. Wird that involves or creates crystals. The Monks are the 
·· guardians of the HarbingerStones, or God's Tears- the crystal' seeds which 

produce many of Providence;s crystal tools and enchanted crystal items. From 
their study of these crystals, and their 
knowledge of how to enchant them, the 
Monks have learned many other spells 
relating to crystal. 

Crystal Guards The Monks are also practitioners of a 
deadly fighting art. Some of them have 
developed special spells that enhance their 
physical capabilities when fighting. 

Butterfly Manoeuvre of Master Po 
Crystal Blade 
Thousand-Crystal Blast 
Crystal Armour 
Prodigious Kick ofTenemon Varl 
Whirlwind Fists of Pelmar Gh'srel 
Body of Crystal 

Because the D'Shau Monks helped to 
preserve the knowledge and spells of the 
Faithsingers during the long, dark years when 
it wasn't clear if that Distinction would ever 
survive, the two groups feel a common bond. 

Many D'Shau spell casters become Faithsingers, and some D'Shau magic 
incorporates Faithsinger Wird lore. On rare occasions, a Faithsinger who 
renders great service to the Monks might be taught one of their special spells. 

BODY OF CRYSTAL 

This powerful spell transforms the body of casters into crystal, giving 
them much greater resilience and strength. 

Level: 6 
Type: Defensive, Elemental 

Element: Earth 
Casting Time: 

Range: 
Area: 

14 seconds 
N/A 
Self 

Duration: 3 rounds + I round per extra Wird 

Monks with this spell can convert their body to crystal (the colour and 
appearance of the crystal may be chosen by the monk). This has the same 
modifiers as Earth Armour (Main Rule Book, page 168), but sound-based attacks 
reduce the effectiveness of the armour to level 3 since they tend to shatter the 
crystalline body easily. As well, the monk can use no sound based spells while in 
crystal form. However, casters gain +2 dice when casting any light based spells 
while in this form, since their crystalline body allows them to focus light energy 
better. Finally, Body of Crystal award~ the caster with a bonus of +9 to Strength 

+9 to Constitution. Their Body also increases appropriately. 



CRYSTAL BLADE 



Thi~ ; spell covers . . ~~nk's .••. < · a~~~ a~~ ·.lower legs·with ~rystal 
guar?s ~ha~ contain many sharp, spik{out'Nard proje~tions. Whe~ . monks strike 
another character in hand-to~hand combat with . thei~ hands or feet (not 
weapons), the guards make their attacks deadlier. 

Level: I 
Type: Offensive, Elemental 

Element: Fire 
Casting Time: 4 seconds 

Range: N/A 

Area: Self 

Duration: 3 rounds + I round per extra Wird 

t·' 

While monks have this spell active, all of their attacks with their bare 
hands and feet, including their martial arts attacks, are considered to do Hard 
damage. Additionally, they do + 3 points of damage. The guards also provide 2 
points of defense against attacks that hit the monk's lower arms or legs. 

PRODIGIOUS KICK OFTENEMONVARL 

Many young Monks who are inordinately proud of their fighting abilities 
learn this spell. It allows them to do a powerful flying kick that is strong enough 
to knock over even a Drummer. 

Level: 3 
Type: Offensive, Wird 

Element: Fire 
Casting Time: 6 seconds 

Range: Special 

Area: Target 

Duration: Instant 

When this spell is cast, monks leap up to I 5 yards towards targets to 
smash into them with a deadly kick. The monks may substitute their Wird -
Casting roll for their Martial Arts if they prefer. The roll to cast the spell 

· successfully is seperate from the roll to strike a target 

The kick itself does 18 points of damage. Additionally, the victim must 
make a Strength roll against a Target Number of 19 or fall down. Monks always 
land on their feet near the victim, whe:ther the victim makes. this roll or not 



Element: 

CastingTime: 6 seconds 
Range: I Oyards 

Area: Target 
Duration: Instant 

interactions with magical armour. 

WHIRLWIND FISTS OF PELMAR GH'SREL 

4 
Offensive, Wird 

Element: Fire 

Casting Time: 6 seconds 

Range: N/A 

Area: Self 
·' 

Duration: Instant 

Monks cast this spell with their Characteristic + Wird - Casting as usual. 
They then, as part of the same action, may attack any foe in hand-to-hand 
combat range, using their Martial Arts skill to determine if t~ey hit If they 
succeed, they are able to rain dozens, perhaps hundreds, of blows on the target 
in the blink of an eye, doing 45 points of damage (Strength or other bonuses to ,; 
damage do not apply). If victims are protected by spells that harm anyone who 
touches them, the monk'.vill suffer effe~t Oust, once, not dozens' oftimes) 
w,~en they use the Whirlwind. Fists on 



Spell 

ate warrior-mages par excellence. They have integrated 
personal~enhanceinent and combat~enhancement spells with their combat 

abilities in ways other groups can only envy. 
Make no mistake, when you face Kestrels, 
you face armed warriors - but they carry 
spells and skills, not weapons. 

Blindfighting 
Danger Eye 
Lightning Reaction 
Shattersword 

Some Kestrel spells are very similar to 
the martial arts magic of the D'Shau Monks. 
This is partially because the two groups have 
formed close ties on several occasions over 
the centuries to exchange knowledge and 
skills. At the game master's discretion, the 
Monks can use the spells listed here, and the 

Armourbreaker 
Bladestorm 

Kestrels can use the Monks' martial magic (but not their crystallomancy). 
However, the Kestrels have their own names for the D'Shau spells. For example: 

Butterfly Manoeuvre of Master Po: Kata-Dance 
Prodigious Kick ofTenemon Vari:Winged Kick 
Whirlwind Fists of Pel mar Gh'srel: Four Winds Fist 

ARMOURBREAKER 

This spell, similar to Shattersword (see below), allows the caster to break 
an opponent's armour, leaving the target vulnerable to attacks. 

Level: 4 
Type: Offensive, Wird 

Element: Fire 
Casting Time: I 0 seconds 

Range: I 0 yards 
Area: One suit of armour 

Duration: Instant 

This spell does 45 points of damage to one suit of armour. If the armour's 
BPV is exceeded, it shatters into dozens of pieces and falls off of the wearer 
(this does not cause the wearer any damage); otherwise it is simply damaged 
(possibly enough for it to break the next time it is hit by an attack). 
Armourbreaker has no effect on armour created by spells (such as Flame 
Armour). It is also less effective against magical armours. The game master 
should increase such armours' BPVs by double (or more) for purposes of this 
spell (armour made out of wood or other materials shaped with Wird are not 
considered "magical" in this sense). Unique, especially powerful, or legendary 
magical suits of may simply b~ imiT)une to thi~ spell altogether. 



Element: 

Casting Time: 
. Range: ·· 

. Area: .. Self. 
Duration: 

This spell ta.kes a~ entire round ~o . c~ss . casters· may make n0, other. 
actions that round (eyen if their Initiative score woul'd ordinarily allow them ; · . 

. to). Beginning the round after the spell i~ cast, casters receive + 36 t,o their 
' Initiative roll only for purposes' of determining how many actions they g~t in a . 

round. Casters re~eive this bonus as long afthey maintain the spell. These extra 
actions 111ay only be used to make hand-to·h~n·d 'attacks; they f113Y not be. used 
to cast spells, or the like. 

· BLINDFIGHTING 

.t·> 

{ -~ 

. . This spell grants Kestrels preternatural combat perceptions so that they 
can locate and attack foes in,the dark without difficulty. 

Level: 2 
Type: ,Miscellaneous, Wird 

Element: Air 
Casting Time: 6 seconds 

Range: N/A 
Area: Self 

Duration: 

Normally, characters fighting in bad light or"darkness (inCluding darkness ' 
created by spells or Shard powers) suffer substan~al penalties to the number of 
di~e they rqll in combat Kestrels with this spell .can ignore those penalties. They 
can sense where their hand-to-hand combat foes are a~d attack them with no 

· .. · penalty; they may also defend against their attacks at no penalty.Jhis spell offers· 
no bonuses, for, or spe~.ial protectio~ f,.;,~. ninged ~ttacks; it only works for . 
hand-to-hand atta~ks.lt also give~ ch~~~te~:no ability to s'ee through darkness 
·or in bad light except to'detect · tells ,cha~cters 

P~?ple 



. . . . • . . < < ..• . .·.· th~~at~to~ t~eir s~fety, ;preventing 
anyone from surprising them: ambushing th~m.: or catchi~g ,th~n'l·. )"ith a 
sneak attack. 

Level: 2 
·Type: Miscellaneous: Wird 

Element: Air 
Casting Time: 12 seconds 

Range: N/A 
Area: Self 

Duration: 3 rounds + I round per extra Wird 

While this spell is active, casters possess a "sixth sense" for danger. They 
won't know exactly what danger may be threatening them, but they will know 
where the threat is and how intense it is. In game terms, characters cannot be 
surprised in combat and are never ~naware that someone is about to attack 
them; attackers receive no bonuses for attacking them from behind, for 
example. This does not mean that the attack is necessarily going to fail, of 
course; even without surprise bonuses, an attacker still may succeed. 

LIGHTNING REACTION 

Kestrels with this spell active can perceive and react to events in combat 
with blinding speed - seemingly almost before their opponents can complete 

, their attack! This spell is the source of many legends about the Kestrels' 
fighting prowess. 

Level: 2 

Type: Miscellaneous, Wird 

Element: Air 
Casting Time: 5 seconds 

Range: N/A 
. Area: Self 

Duration: 3 rounds + I round per extra Wird 

Lightning Reaction grants the Kestrel +9 to initiative and +4 dice to 
Perception rolls for the duration of the spell. 



. / w<, 
This· spell · gives' the .. caster · 

,.··. ..,,-, -.- :.:~:-.-.'<·' ·--~ 

enemy's ar~nour, and to strike them , 
.· the target much of the benefit of we'aring . 

L~vel: · s· > ·· . 
Type: 

Element: Fire 
CastingTime: 12 seconds, 

Raoge: 2 yards 
Area: Target 

Duration: 3 rounds + I round per exira Wird 

For the duration of the spell, the protective v~l~e of a target's armour 
. goes down by 25 points. This applies even to armour created by spells, such as 
Earth Armour. However, if the target switches toa different type of armour (for 
example, dispelling Earth Armour · and casting Air Armour in its place), the · · 
caster no longer gains any benefits from this spell. ihe Kestrel must cast the 
spell again to find the weak points in the n~ armour. 

SHATTERSWORD 

This highly feared spell allows the caster to break an opponent's weapon. 
Level: 3 
Type: Offensive, Wird 

Element: Fire 
Casting Time: 6 seconds 

Range: I 0 yards 
Area: One sword 

Duration: Instant 

This spell does 30 points of damage to one melee weapon. If the weapon's 
BPV is exceeded, it shatters into dozens of ·shards; otherwise it is simply . 
damaged (possibly enough for it to break the next time it hits a target). 
Shattersword is less effective against magical weapons. The game master should 
increase such weapons' BPVs by double (or more) for purposes of this spell; 
weapons made out of wood or other materials shaped with Wird are not ·. 
considered "magical" in this sense .. UDique, esp~cially powerful, or legendary ···. 
magical weapons may simply be imm~ne to this' spell altogether. ·.·: .. · .. ,. 

,_ ,--... A'<·. 



Level 

3 

__ .::.· :.-:.:: ____ -_ ,,, . 

;,.;.;• .. ,.;;•;.;,.,,·,·.; .. ,.·,., ., ·. > •.•. . < .·'· .. ,. b9u~~ . . ate not opposed to 
~mploying Wird to help them .. do their duty"'" especially when the ·quarry is a 

Spell 

Wind Sword 

yYird use,r. Some spells unique to the 
Recognizers can be found in The Recognizers 
on page 17; a few more are listed here. 
Students can only learn these spells at the 
Watchtower Academy at Haak San Bazaa or 
from a Recognizer skilled at teaching. Fetters 

This spell creates a mystical set of chains that keep captives from escaping. 
Available To: Wylder, Wird Dancer, Wird Weaver 

Level: 5 
Type: Miscellaneous, Wird 

Element: Earth 
Casting Time: I minute 

Range: Contact 
Area: N/A 

Duration: I day + I day per extra Wird 

This spell may only be, cast on a target who is already unconscious or 
restrained. The caster must touch the victim to bring the spell into effect It 
creates a set of mystic chains that bind the legs/feet, arms/hands, wings, and any 
other part of the victim's body that is dangerous or has the potential to help 
the Warrant escape (such as a Dragon's tail or the head of a Shard who can 
project deadly eye beams). Additionally, Fetters blocks 25 points' worth ofWird 

· effects. No Shard ability ofTier 5 or below, and no spell of Level 3 or lower, can 
. be used when this spell is active. This effectively works similar to 25 points of 

. Wird Armour in the way it inhibits magic. However, if victims are wearing Wird 
Armour when Fetters affects them, consult the appropriate chart to find out 
how much it reduces this effect 

Fetters allow victims to move without difficulty until they attempt to use 
powers or spells. At that point they "lock up," making it impossible for captives to 
!~love unless they can break them or slip free by making an Escape Artist roll 
against a Target Number of 21. As well, if a victim attempts to get beyond 20 yards 
of the caster; the Fetters will become active. Casters or any other Recognizer may 
also cause them to lock up with a verbal command. Casters may tell others, such 
as their companion;; the verbal command as well, but such a command will only 

. ·work for,the partiCular set of Fetters being used, not for any Recognizer's Fetters. 



Casting Time: 
Range: 

Area: Self 
.Duration: 

Warrant Armour provides casters with 14 points of defense against 
attacks made. against thepl directly by a specific Wa~ant ~· a . specific person 
Recognizer is hunting or attempting · to capture. This ·includes . hand~to~hand+ 
attacks, ranged attacks, Shard powers, spells ?f any type, and th~ like. However, > 
indirect attacks, ~uch a~ hiring othe~ to attack 'the Recognizer or causing an · 

. avalanche to fall 0~ the characte~ are not subject to the spell. . 

WIND SWORD 

Level: 
Type: 

Element: Fire 
Casting Tim_e: · 4 seconds 

Range: Special 
Area: N/A 

Duration: Instant 
., . 

. After casting this spell, as part of the same action the Recognizer may 
throw his or her sword (or o~er non-missile) weapon at a target Use the .· . 

. Thrown Distance rules on page 223. of the. Main Rule Book to learn how far the 
character can throw the weapon. Casters .use tl)eir Thrown Weapon skill to fin~ 
, Out if they hit th~,target Jf Ff1tat~~k hi~, it d.oe~.as muc~ dapl~ge ~.~ it would 

.,; ·if the caster hit th~ target with the weapon in han·d~t~:hahd'combat· (indudil)g 1 .. · . 
. bonuses f~m. Strength, enchantf)'l~nts, . ~nds~ on), ); • . ··. .· . . . .. . .. · 



··.· . . .. ·. . .. · the Slay\¥inds use Wird to 
enhance 'their coTbat abilities. However, .whereas those two groups' spells 
concentrate on hand-to-hand attacks, . Slaywind 'magic helps to focus and 
enhance their archery skills. ' 

SLAYWIND SPELLS BY LEVEL 
The primary weapon in the Slaywind 

magical arsenal, and the spell they are most 
famous for, is the Divine Draw spell that 
increases their accuracy with bow and arrow. 
Virtually all Wird using Slaywinds learn this 
spell before any other, though this is not a 
requirement 

Level 

2 
2 
2 
3 
3 
3 
3 
3 
3 
3 
3 
4 
4 
4 
4 

Spell 

Swift Arrow of Jullidek 
Cloud Arrows of Debloss 
Divine Draw 
Merciful Arrow of lnaille 
Boiling Arrow ofTocianna 
Dream Arrow of Shair 
Falcon Arrow of Shriilyn 
Frost Arrow of Crysnian 
Judgment Arrow of Geldonne 
Rhapsody Arrow of Pamiron 
Storm Arrow of Otone 
Sun Arrow ofTanvir 
Berserk Arrow of Thorale 
Laughing Arrow of Enthir 
Terror Arrow of Paxaki 
Wolf Arrow of Bohash 
Santi's Bane Arrow 

BANTI'S BANE ARROW 

This spell infuses an arrow with the 
essence of Santi, goddess of Wird. It allows 
that arrow to penetrate armour spells and 
powers easily. 

Level: 5 

Type: Offensive, Elemental 

Element: Fire 

Casting Time: 4 seconds 

Range: Special 

Area: Target 

Duration: Special 

When this spell is cast, it makes a single arrow into a special attack. 
Once cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I Wird 
per additional round. 

The Slaywind's Weapon Skill - Long Bow determines whether the arrow 
hits the target, as normal. The arrow is in most respects normal, but it ignores 
45 points' worth of magical armour, except for the spells Wall of Earth, and 
Wall of Ice. 

This spell may not be cast on an arrow that is enchanted or already 
subject to another spell. However, casters can use Divine Draw with it 



When it hits a target, it turns. a 
Level: ' 4 '!';{'''" 
Type: 

Element: 
Casting Time: .· 4 seconds 

Range: Special 
Area: Target 

Duration: Special 

When this spell is cast, it makes a single arrow into A special attack 
Once cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I Wird . 
per additional round. 

It is the Slaywind's Weapon Skill- Long Bow that determines whether the 
arrow hits the target, as normal. If the arrow hits, it does its normal damage. If 
that damage is not sufficient to penetrate the targefs defenses and cause it 

. injury, nothing further. happens. Should targets take a· w~~nd from the arrow, 
then they become berserk. Victims may roll Willpower + Aura against a Jarget 
Number of I 5 to avoid this effect Unless they succeed,· a terrifying rage 
overtakes them. They immediately begin attacking the nearest target- friend or 
foe - with their most powerful . abilities or attacks, favouring hand-to~hand 
attacks if possible. They will do nothing to defend themselves or dodge any 
blows. This fit of berserk fury lasts for 2 + I d I 0 rounds or until the caster or 
victim is knocked unconscious or killed. 

This spell may not be cast on an arrow that is · enchanted or already 
subject to another spell. However, casters may use Divine Draw with it · 



Fire 
4 seconds 
Special 
Target 
Special 

When this spell is cast, it makes a single arrow into a special attack. 
pnce cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I Wird 
per additional round . 

. It is the Slaywind:s Weapon Skill- Long Bow that determines whether the 
arrow hits the target, as normal. If the arrow hits, it does its normal damage. If 
that damage is not sufficient to penetrate the target's defenses and cause it 
injury, nothing further happens. Should the target be injured by the arrow itself, 
then the target takes an additional 18 points of damage from having his or her 
blood and other vital liquids · boil. This arrow is not considered to be a Water­
based attack for purposes of elemental interactions. The extra damage does not 
apply against targetS who do not have liquids in their bodies. 

This spell may not be cast on an arrow that is enchanted or already 
· subject to another spell. However, casters may use Divine Draw with it 

When this spell is cast on a Slaywind's bow, the owner's arrows travel 
further than ever. 

Level: 2 
Type: Miscellaneous, Wird 

Element: Air 
Casting Time: 4 seconds 

Range: N/A 
Area: Self 

Duration: 3 rounds + I round per extra Wird 

When this spell is in effect, all of the caster's arrow shots have double 
their 



Casting Time: 
: Rang~: .. · .. N/A . 

Area: Self 
Duration: 

· This spell adds +4 dice to all rol.ls made with the Slaywind's W~apon Skill-
Long BQw (or any other bow ;kill) ~o hit a ta~get. · . ·. ' 

DREAM ARROW OF SHAIR 
. . . 

This spell infuses an arrow with . the essence of Shair, goddess 
and sleep. ' 

Level! 3 
Type: 

Element: Fire ~· 

-l· 

· CastingTime: 4 seconds 
Range: Special 

Area: Target 
Duration: · Special 

When Dream Arrow is cast, it make~ a. single ar'row into a carrier for a 
. ' ., Wird effect Once cast, it may be maintained.on the arrow lmti! it is shot 

(usually in another action later that same round), or until later rounds at a cost 
of I Wird per additional round. 

It is the Slaywind's Weapon Skill-:- Long Bow that determines wheth~r the 
arrow hits the target, as nor:rnal. If the arr6Vt' hits, it does its . normal damage. 
Additionally, the target isaffected,by the level 2 spell, Sleep(seepage 176, Main 
Rule Book); this occurs even if the arrow does no damage. if the arrow misses, 

.the Sleep spell .does not affect the target 



·:.: ·:·· :·_,,;:> · ,::·:._,;_:i'"\:. ":··:~1·\·}:.> .. . ::· ·.' · · .. · · ·~ --/~ · · : ··· :::: · .. :··' i::. . . . 

This .spell infuses an arro~ ···.· 'ess~nce of. Shriilyn, the forgotten 
···· Yas'Wailian goddess of · birds. It transforms'' an ·. ordinary arrow. into' a. falcon 

which attacks the target · 

Level: 3 
'Type: Offensive, Elemental 

Element: Fire 

Casting Time: 4 seconds 
Range: Special 

Area: Target 
Duration: 3 rounds + I round per extra Wird 

When this spell is cast, it makes a single arrow into a magical attack. 
Once cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I 
Wird per additional round. 

SHRIILYN FALCON 
It is the Slaywind's Weapon Skill - Long 

Bow that determines whether the arrow hits 
the target, as normal. Jus£ before the arrow 
hits, it transforms into a shrieking golden 
falcon which slashes at the target with talon 
and beak. For the first attack, the falcon gains 
a +6 bonus · for damage because of the 
arrow's velocity; after that it will circle the 
target and continue to attack without the 
velocity bonus. The falcon remains in 
existence as long as the Slaywind pays I Wird 
per round. It continues to attack the target 
until it is killed, it kills the target, or the 
caster stops paying Wird. Once the attack 
stops or the spell ends, the falcon turns back 
into an arrow. 

{SKILLS AND ABILITIES INCLUDE CHARACERISTIC BONUSES} 

3 Coordination -1 Strength 0 Constitution 
0 Intelligence I Willpower 0 Psyche 
3 Appearance 0 Charisma I Perception 
-I Aura 3 Body 12 Endurance 
21 Wird 

5 CM - Dodge 5 CM - Strike 

Beak - 5 point attack, Hard damage 
Claws - 8 point attack, Hard damage 
Wings -Tier 5 

This spell may not be cast on an arrow that is enchanted or already 
subject to another spell. However, casters may use Divine Draw with it 



' ' her arrows 
J:evel: .. ;-

Type: 
Element:' Fire 

CastingTime: 4 seconds 
Range: Special 
Area: Target 

Duration: Special. 

.. When this spell is cast, it makes ~ sin~e arrow i~~o a cold-based atta~k. Once 
cast, it may be maintained on thearrow until it is shot (usually in another action later' ··. 
that same round), or until later rounds at a cost.of I Wird per additionafround. . ... 

. ,•, ·"*' 

It is the Slaywind's Weapon Skill - Long Bow thatdetermi~es y.'hether the 
arrow hits the target, as normal. If the arrow hits, i~does its normal darnage . 
plus 18 points of cold damage. 

This spell may not · be cast on an arrow that' is enchanted or~lready 
subject to another spell. However, casters rnayuse Divine Draw .with it . 

JUDGMENT ARROW OF GELDO~NE 

This spell infuses an arrow with the holy energies of Geldonne, the forgotten 
Yas'Wailian goddess of Justice .. It signifies her judgment upon the evil and unrighteous. 

Level: 3 
Type: Offensive, Elemental 

Element: Fire 
Casting Time: 4 seconds 

Range: Special 
Area: . Target 

Duration: Special 

When this spell is cast, it makes a, single arrow into a powerful weapon against 
Blight Crows, White Crow, and otlier beings who use Shadow-Wird. Once cast, it 
may be maintained on the arrow until it is shot (usually in another action later 
same round), or until later rounds at a cost of IWird per adqitio~l round. 

It is the Slaywi~d) yY'eap?n Skill - Long ~w that determine~ V(h~the~ the ;:.·;: 
arrow hits the target, as normaLJ( the arrow hits a normal targ~t, jt,do,es 
standard arrow· damag~ plus 9. poin~~ ~owever, if it is .~sed against Blight Crows, 

··•· White Crow, and the like, the arrow does its normal · · · 
';: . ::;,_ . ' ., ... . . 



Enthir, the forgotten 
mpr·rim,Pnt When it hits a target, it 

Offensive, Elemental 

Element: Fire 

Casting Time: 6 seconds 
Range: Special 

Area: Target 
Duration: 3 rounds + I round per extra Wird 

When this spell is cast, it makes a single arrow into a special attack. 
Once cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I Wird 
per additional round. 

It is the Slaywind's Weapon Skill - Long Bow that determines whether the 
arrow hits the target, as normal. If the arrow hits, it does its normal damage. If 
that damage is not sufficient to penetrate the target's defenses and cause it 
injury, nothing further happens. If targets are injured by the arrow itself, then 
they collapse in uncontrollable, hysterical laughter. They giggle, chuckle, chortle, 
and roll on · the ground holding their sides from the pleasant pain of sheer 
merriment They may roll Willpower + Aura against a Target Number of IS to 
avoid this effect Unless they succeed, they will be incapacitated, unable to 
attack, defend themselves, or flee. The laughing fit lasts for the duration listed 
above or until casters or victims are knocked unconscious or killed. 

This spell may not be cast on an arrow which is enchanted or already 
subject to another spell. However, casters may use Divine Draw with it 



. Casting Time: 4 seconds ··.· 
Range: Special 
Area:' Target . 

Duration: . SP,edal . 

When this spell is pst, .it converts a single arrow from an attack.to 
j carrier for healing magic. Once cast, it may be ,maintained ·on the arrow until it . 
, is shot (usually in apother actio~ laterthat same round), o~untillatefr?.ynds at ,; 
·a cost of I Wird per additional round. · : ' · 

. It is the Slaywind's Weapon Skill :_ Long Bow that determines vyhether the 
arrow hits the target, as normal. Jf the arrow hits; it does rio damage; instead, it 
heals the target causing 9 points of healing "damage." 

. __ ,_- . ·:-: : ' ' 
. . i 

·. This spell may not be cast. on .an ar~ow which js enc~anted or already 
·subject to another spell. However •. casters may use Divine Draw with it. 

~,, . ::·: r: Y . _,.,. 

RHAPSODY ARROW OF PAMIRON 

This spell ·infuses ·~n arrow with the' mighty songs of Pamiron, the 
· forgotten Yas'Wailian goddess of music. · · 

Level: 3 , 
Type: 

Element: Fire 
Casting Time: 4 seconds 

· Rang~: Special 
Area: Target · 

Duration: Special 

. . When this spell is cast, it makes a single arrow into a potent sound-based 
attack. Once cast, itmay be maintained on. the .arrow until it is shot (usually in ,<, 
another action later that same round), or until ,later rounds at a. cost of I Wird >./ 
eer."additional rou~d. • < ' ' . 



Offensive, Elemental. 
Element: Fire 

Casting Time: 4 seconds 
Range: Special 
Area: Target 

Duration: Special 

When this spell is cast, it makes a single arrow into a potent electricity· 
based attack. Once cast, it may be maintained on the arrow until it is shot 
(usually in another action later that same round), or until later rounds at a cost 
of I Wird per additional round. 

It is the Slaywind's Weapon Skill- Long Bow that determines whether the 
arrow hits the target, as normal. If the arrow hits, it does its normal damage 
plus 18 points of electricity damage. It is subject to normal elemental 
interactions for electricity-based attacks. 

This spell may not be cast on an arrow which is enchanted or already 
subject to another spell. However, casters may use Divine Draw with it 

SUN ARROW OF TANVIR 

This spell infuses an arrow with the essence ofTanvir, the Great Father and 
Yas'Wailian god of the sun, and represents his judgment upon some malefactor. 

Level: 3 
Type: Offensive, Elemental 

Element: Fire 
CastingTime: 4 seconds 

Range: Special 
Area: Target 

Duration: Special 

When this spell is cast, it makes a single arrow into a potent fire-based 
attack. Once cast, it may be maintained on the arrow until it is shot (usually in 
another action later that same round), or until later rounds at a cost of I Wird 
per additional round . 

. It is the Slaywind's yYeaponSkill- Long Bow that determines whether the 
arrow hits the target, as normal. If the arrow hits, it does its normal damage 
plus 18 points of fire damage. . 

T.his spell ~ay n?t b~ .. c~st on an .. arrow which is enchanted or already 
, subject to another spelL However, use qivine Draw with it. 



This spell gives an arrow ...... · .·.·· .•·· 
forgotten Yas'Wailian god of thieves .. '' • 

Level: I 
type: 

Element: Fire 
Casting Time: . 4 seconds 

Range: Special 
Area: Target .. 

Duration: Special 

Once cast, this spell may be maintained on the arrow until it is shot .. 
(usually in another action later that same round), or. until later rounds at a cost · 
of I Wird per additional round. · ' 

It is the Slaywind's Weapon Skill - Long Bow that determines whether the 
arrow hits the target, as normal. However, casters receive +I dice for their • 
Weapon Skill roll. This represents the speed of the arrow'- it is going so fast it · 
is very difficult for the target to dodge or for any outside phenomenon to 
interfere with its flight ' 

This spell may not be cast on an arrow which is enchanted or already 
subject to another spell. However, casters may use D,ivine Draw with it 

TERROR ARROW OF PAXAKI 

This spell wraps an arrow with nightmares from the mind of Paxaki, the 
forgotten Yas'Wailian goddess of fear. When it hits a target, that person will run 
from the Slaywind screaming in fear. 

Level: 4 
Type: Offensive, Elemental 

Element: Fire 
CastingTime: 4 seconds 

Range: Special 
Area: Target 

Duration: 3 rounds + I round per extra Wird 

When this spell is cast, it makes a single arrow into a special attack. 
Once cast, it may be maintained on the arrow until it is shot (usuallyin 
another action later that same round), or untill,ater rounds at a cost of I \('/ird 
per additional round. . " .. 



. targ~t beco~~~ . . . .. . . ·. roll Willpower +Aura against a Target 
Number of iS to,, iv6id this effect, Unless they succeed, unbridled fear of the 
caster o~ertakes ~he;,, and ~hey must flee J~om the caster at top speed. If they 
are cornered 9r unable to flee, they will lash out at the caster, qut all attacks 
are at -3 dice: This waking nightmare lasts for the duration listed or until 
casters or victims are knocked unconscious or killed . 

. This spell may not be cast on an arrow which is enchanted or already 
subjectto ariother spell. However, casters may use Divine Draw with it 

WOLF ARROW OF BOHASH 

This spell infuses an arrow with the essence of Bohash, the forgotten 
Yas'Wailian god of wolves. It transforms an ordinary arrow into a wolf which 
attacks the target 

Level: 4 
Type: Offensive, Elemental 

Element: Fire 
CastingTime: 4 seconds 

Range: Special 
Area: Target 

Duration: 3 rounds + I round per extra Wird 

When this spell is cast, it makes a single arrow into a magical attack. Once 
cast, it may be maintained on the arrow until 

BOHASHWOLF it is shot (usually in another action later that 
same round), or until later rounds at a cost of 
I Wird per additional round. 

(SKILLS AND ABILITIES INCLUDE CHARACERISTIC BONUSES) 

5 Coordination 2 Strength 3 Constitution 
0 Intelligence I Willpower 0 Psyche 
3 Appearance -3 Charisma 8 Perception 
-I Aura 9 Body 25 Endurance 
30 Wird 

6 CM - Dodge 6 CM - Strike 
6 Tracking 

Bite - 12 point attack, Hard damage 
Claws - 6 point attack, Hard damage 
Movement 3/6/8/15 

It is the Slaywind's Weapon Skill - Long 
Bow that determines whether the arrow hits 
the target, as normal. Just before the arrow 
hits, it transforms into a fearsome wolf which 
leaps upon the target with jaws slavering. The 
wolf does not gain any bonuses for slamming 
into the target at the arrow's velocity. The 
wolf remains in existence as long as the 
Slaywind pays I Wird per round. It continues 
to attack the target until it is killed, it kills the 
target, or the caster stops paying Wird. Once 
the attack stops or the spell ends, the wolf 
turns back into an arrow. 



Element: Air 
Casting Time: Special , 

Range: N/A 
Area: Special , 

Duration: Special 

Tracker's Eye allows a Watcher to locate a criminal who has been. specially ' · 
marked. Within the territory of th~ Alliance of Kings, criminals who are 
considered particularly dangerous, notorious, or likely to. escape have to submi( 
~o the first part of this spell, which ls an hour-long ritual. This "brands" them 
with a Wird signature that is distinctive~ AsJar as can be told, there is no way,. . 
including other spells, to alter' or remove this brand; on~e in place it remains fo~ · '', 
the rest of the subject's life. ' . · 

After someone has been "branded" with the Tracker's Eye, whenever 
Watchers are '!'lith in a , I 00-yard radius of that person, their enchanted 
Watchers' bracers will alert them 'to that person's presence, iden,~ifying the 
person and their general location. . .. . . 



· · · o'~e thing is ce~tain > .. . ·• •....• ·.. . .. · .. the(can 111anipulate Wird in 
such a war tha(i~ .is no~ harmful to the ~nviro~me~t.'.2r th~ Iap,estry. Many 
Yas'Wailians •have. speculated ab9ut • .. the magic of the Tribe~: ;The general 
consensus is that "they have. adapt~d physically to the world a~d harmonized 

with the Wird in Providence. 

Each Lost Tribe has its own unique magics, spells, rituals, or concoctions 
only its members know, and which they do not teach to other races. In some 
cases their racial grimoires are extensive; what is given below represents only a 
sample of such magics. Future XID Creative products will provide more details 

·regarding each race's powers. 

GREE.NJ?..E.O~LE-------------------------------------------------------------· 
The Green People do not · have Distinctions, per se. All Green People 

Wird users practice magic that Yas'Wailians sometimes referred to as 
"botanomancy." This practice of magic bears numerous similarities to Wird 

Weavers on fundamental levels. Many 
GREEN PEOPLE SPELLS BY LEVEL scholars of Wird, however, feel that the 

Level 

2 
2 
2 
3 
3 
4 

Spell 
Green People's Botomancers are millennia 
ahead of Yas'Wailian Wird Weavers in their 

Bark Armour understanding of how to manipluate Wird. 
Burning Sap The Green People manipulate or stimulate 
Sap Globe plant life; some spells even create specific 
Dream Spores types of seeds, thorns, or other vegetable 
Needle Blast "weapons." Green People magic, as well as 
Death Pollen the magics of the other Lost Tribes, will be 
Thorn Skin further developed and explained in the 

coming Lost Tribe source book. At present, 
however, in game terms, their magic functions exactly the same as Yas'Wailian 
magic except they do not manipulate the magical element of Fire - Green 
People magic does not manifest in chaotic ways. Their magic is much more 
focused around the magical element of Water - the element of control and 
manipulation. As such, when creating Green People Wird users, they do not 
need to learn the skill Wird - Fire. Obviously, the Green People do not view 
their "magical elements" in the !;arne way as Yas'Wailians, which will be covered 
in detail in the Lost Tribe sourc1~ book. 



Level: 
Type: 

Element: 

Casting Time: 
Range: N/A 
Area: Self 

Duration: 3 rounds + I round per extra Wird 

Bark Armour provides 7 pointS of defense. It does not hinder casters 
any way, except that it makes it impossible for them to submerge themselves 
beneath the water (the armour is buoyant). Treat it as Earth Armo.ur for 
elemental interactions, but flam~,based attacks reduce the armour by I level: 

BURNING SAP 

,, This spell causesthe caster's half,plant, half,flesh body to exude an acidic 
sap. Casters are immune to itS effectS, but anything which touches them will 
be burned. 

Level: 2 

Type: Offensive,Eiemental 
Element: Water 

CastingTime: 8 seconds 
Range: N/A 

Area: Self 
Duration: 6 rounds + I round per extra Wird 

Burning Sap is identical · to the Level I spell Acidic Touch, but provides one 
additional measure of protection: anything which touches casters is affected just 
like something they touch, because the acidic secretions cover their entire 
body, not just their hands. 



Area: 2-yard radius 
Duration: Instant 

lhis spell creates a two-yard radius cloud of deadly pollen particles. Any 
character who breathes them in · takes 16 points of damage; armour offers no 
protection against this. Characters who do not have to breathe, or who 

to hold their breath in time (game master's discretion; a Coordination 
or Constitution roll'may be required) are immune to the effects. The cloud 
does not linger; the pollen is too heavy to float and quickly drifts down to the 
ground, where it becomes inert 

This spell creates a cloud of plant spores which have morphean 
properties. Anyone who breathes them in will fall into a deep sleep. 

Level: 3 
Type: Offensive, Elemental 

Element: Water 
7 seconds 
10 yards 

Area: 2-yard radius 
Duration: Instant · 

Dream Spores work just like the spell Sleep (Main Rule Book, page 176), 
except that it affects everyone except the caster in the defined area. 

This spell blasts a target with a shower of poisoned plant needles. 
Level: 3 

Type: . Offensive, Elemental 
Element: Water 



Element: 
Casting Time: 

Range: 
Area: 

Duration: 
;' ' ·" 

Water 
6 seconds . 

10 yards 
Target · 
Special 

This spell projectS a strong, sticky, f9ul-smelling sap at a target. The sap 
' has a Stren&th rating of 4; the victim must make a Strength roll to break out, 
and only one attempt is allowed. If it fails, the victim is trapped, onable 'to 

·· .. move at all, until freed. The sap . will become brittle,and thus can easily be 
broken, within about 6-8 hours. It can bewashed off before that time ... :.lk' ·•,>< 

vinegar or alcohol. 

THORN SKIN 

Miscellaneous, Elemental 
Element: Earth 

Casting Time: 
Range: 
Area: . Self 



Level 

I 
2 
3 

Spell 

The Serpenkine practice/a fo,~mof ritualized magic. !~stead of spells, they 
perform ' long rituals which confer great powers upon beneficiaries. In game 

Cobra Strike 

.· terms, their spells function e~acdy as do 
Yas'Wailian spells except that their casting 
times and durations are much longer and 
their game effects are far more potent The 
Serpenkine also have only two distinctions of 
Wird users; the Sahira and the Syenobah. The 
Sahira are warrior-shamans who spend hours 
secluded in meditation preparing for battle, 
enhancing their bodies with their ritual spells. 

Coils ofThe Constrictor 
Hydra's Arms 
Serpent Eyes 
Serpent Form 

The Syenobah are sorcerers who use their 
magic . to manipulate and affect the world around them. Their magic is often 
used to provide for and protect Serpenkine communities. 

COBRA STRIKE 

This spell enables the caster to strike as swiftly as the fabled cobra. 
Level: I 

Available To: Sahira 
Type: Offensive, Wird 

Element: Fire 
CastingTime: 4 minutes 

Range: N/A 
Area: Self 

Duration: 180 rounds (roughly 30 minutes) + 60 rounds 
per extra Wird 

This spell grants the Serpenkine +9 Initiative when they are in hand-to­
hand combat. If they try to use spells or make a ranged attack when the spell is 
active, it immediately ceases to be effective. 



,. 
Available To: 

Type: 

Element: Fire 
CastingTime: 7 minutes 

Range: · N/A 

Area: Self 
Duration: 180 rounds (r~ughly 30 minutes) + 60 

per extra Wird · · 

Coils of The Constrictor gives the Serpenkine + 18 Strength, but only 
for squeezing and crushing pJrposes. This extra Strength does not add to 
damage caused by hand-to-hand weapons, help the caster break out of 
bonds, or the like. · 

HYDRA'S ARMS 

This spell causes casters, or a willing subject whom they touch, to grow 
extra sets of limbs. This gives them the ability to make more attacks, or defend. , . 
themselves better, in hand-to-hand combat. 

Level: 3 ,. 

Available To: Sahira 
Type: Miscellaneous, Wird 

Element: Earth 
CastingTime: 10 minutes 

Range: N/ A or Contact 
Area: Self or Target 

Duration: 180 rounds (roughly 30 minutes) + 60 rounds 
per extra Wird 

When this spell is cast, the. caster (or the subject) automatically grows 
two extra arms. When this spell is in effect, casters gain +9 to their Initiative 
(representing the extra weapons, shields, and similar implements which they 
.can now wield) and +4 dice to CM- Grapple rolls. Also, with the extra set of 
arms, the character now has the trait Ambidexterity. They , can also perform 
most mundane tasks which require us~ . .of the hands mucry mdre q~ickly than a ' 
normal two-armed person. ' '· '•' ·~ 



. Available To: Sahi~a. Sye~~b~h 
;,;· • ;,<. . ''Type: Miscellaneous, Wird 

Element: Air 
CastingTime: IS minutes 

Range: N/A 
Ar~a: 500 yard radius 

Duration: 180 rounds (roughly 30 minutes) + 60 rounds 
· per extra Wird 

When Serpent Eyes is cast. casters form a mystical link with all serpents in a 
500-yard radius. They must remain immobile while using the spell; this area does 
not move with them as they move. They can use their eyesight through the eyes 
of all of those serpents, giving them a clear picture of much of what is going on 
around them. In addition, casters gain +9 dice to their Perception rolls . 

.. SERPENT FORM 

This spell allows casters to assume the form of any normal serpent 
Level: 3 

SERPENT FORM 
(SKILLS AND ABILITIES INCLUDE CHARACERISTIC BONUSES) 

-I Coordination -5 Strength -4 Constitution 
- Intelligence -Willpower - Psyche 
-I Appearance -2 Charisma -2 Perception 
0 Aura -I Body 12 Endurance 
12 Wird 

2 Camouflage 
2 CM- Strike 

2 Climbing 
2 Stealth 

2 CM - Grapple 

Bite - I point attack, Hard damage 
Altered/Inhuman Senses- Infrared vision 
Swimming -Tier I 
Venom (with successful Bite attack) - I point of Hard 
damage per round for 3 rounds 

This represents the typical serpent form 
assumed through use of this spell, but it is certainly 
not the only one available, Game masters and 
players should consult Providence: The Ecology for 
statistics for other types of serpents. 

Available To: Sahira, Syenobah 
Type: Miscellaneous, Wird 

Element: Air 
CastingTime: 7 minutes 

Range: N/A 
Area: Self 

Duration: 180 rounds (roughly 
30 minutes) + 60 
rounds per extra Wird 

When Serpent Form is cast, the 
Serpenkine can assume the form of any 
serpent they choose, provided that its body 
mass does not exceed that of the caster. They 
have all of the standard abilities which that 
type of serpent has, up to and including any 
venom or other natural weapons, but retain 
their own Intelligence, Willpower, Psyche, and 
memories. The caster may not assume the 
form of imaginary or magical serpents, such 
as · dra?ons, wyvems, or wyrms. 



Level Spell 

I Sting 
3 Chitin 

CHITIN 

All 

Defensive, · Elemental 
Element: Earth ·, 

CastingTime: S seconds 
Range: N/A or Contact 

Area: Self or Target (Wird Flyer;- self only) 
Duration: 3 rounds + I round perextra, '!Vird 

Chitin provides the caster (or subject) with + 14 points of defense; this 
_enhanced exoskeleton does not hinder the caster in any way. This armoUr does . 

· not experience elemental interactions. •· 

STING 

,Offensive, _Elemental " 
Element: Fire 

Casting Time: 6 seconds 
Range: Contact 
Area: Target 

Duration: · 



Spell 

Element: Fire 
Casting Time: I 0 seconds 

Range: Special 
Area: I 0-yard radius 

Duration: 3 rounds + I round per extra Wird 

The cloud of magically-enhanced insects summoned by this spell will bite, 
sting, and scratch all designated targets within the affected area for 16 points of 
damage per round. Victims may escape the spell's effects by leaving the affected 
area. The caster is immune to the spell's effects. 

WHII_E. __ c_RQW __ MAGI.C:_ 

Bolt of Darkness 
Dark Armour 

Perhaps the most .. feared magic in 
Providence - more menacing than even that 
of the Blight Crows - is the Wird of the 
White Crow; They are wielders of Shadow­
Wird (often known as "corrupt" Wird by 
Yas'Wailians), the magical energy which often 
manifests in forms of darkness and shadow. 
Yas'Wailians do not understand the precise 
nature of their magics. 

Decay Touch 
Befoulment 
Shadowwalking 
Cloud of Corruption 
Shadowblade 

BEFOULMENT 

This spell, the bane ofYas'Wailian Wird users all over Providence, allows 
the White Crow to flood an area with Shadow-Wird. This leaves it fit only for 
White Crow and Blight Crows to use. 

Level: 4 
Type: Miscellaneous, Wird 

CastingTime: I minute 
Range: N/A 

Area: I 00-yard radius 
Duration: Instant 

When cast, this spell coYers an area of a I 00-yard radius ,around the 
White Crow with Shadow-Wird. The Wird that normally inhabits this area 
retreats to .another area, or .. is simply dispelled. ~ntil ,the area is stabilized by . 



BOLT OF DARKNESS , 

. This spell allows the caster to project a damaging bolt of dark Wird · 
energy. 

Level: 3 
Type: . Offensive, Elemental 

' ' • I 

CastingTime: 6 seconds 
Range: I 0 yards 
Area: Target ·· .. 

Duration: Instant 

This spell creates a bolt of energy, darker than night or a Blight Crow's 
heart, which is powered by Shadow-Wird. It causes 18 points of damage to the 
target Light Armours gain +I level of protection against this attack. 



This spell summons forth a cloud 
of dark, shadowy energy. 

Level: 5 
Type: Offen~ive, Wird 

Casting Time: 13 seconds 

Range: 20 yards 

Area: 5-yard radius 

Duration: Instant 

This spell creates a cloud of 
Shadow-Wird energies with a five-yard 
radius. Every living thing in that area 
feels its very flesh putrefy where the 
cloud touches them, causing 25 points 
of damage. Ordinary armour offers no 
protection against this, but armours 
created by spells or Shard abilities 
(such as Air Armour), magic resistance, 
and Wird armours do. Purely inorganic 

materials (metal, crystal) are not affected by the Cloud, while formerly living 
materials (leather, wood, resin) are; they crumble and collapse under the 
spell's effect 

DARK ARMOUR 

This spell garbs the caster in armour of impenetrable darkness. 

Level: 3 
Type: Defensive, Elemental 

Casting Time: 4 seconds 

Range: N/A or Contact 

Area: Self or Target 

Duration: 3 rounds + I round per extra Wird 

This spell allows casters to generate a sheath of armour of dark, 
corrupted Wird energies to protect their bodies or the bodies of other 
characters with 14 points of protection. Dark Armour does not interfere with 
the sight or other senses of wearers, or hinder them in any other way (though 
its use typically is considered to mark the character' as "evil" or corrupt by 
YasWailians). Light-based attacks n~duce the armour's protection by one level. 



Range: · Contact 

Area: . Target · '', 

Duration: . ' J rounds + ., round per extra Wird 
~':. ·.,.; '"'. . 

· This spell causes 18 points ,of ?amage ~o ·whatever th~ . castef tou~hes, 
Flesh becomes dead and gangren,ous; for;,erly living objects crumble. and 
collapse; purely inorganic materials such as metal and crystal are ·. u~.affected.' . 

' Ordinary .armour offers no protection against De~ay Touch, .but '·a~;,ours 
· created by spells or Shard abilities (such as Flame Armour), . magic resistance, ' 
and Wird a:rmours do. 



This spell creates a 
Crow can harm virtually anyone. 

Level: 5 
Type: Offensive, VVird 

CastingTime: 6 seconds 
Range: Contact (as weapon) 
Area: Target 

Duration: 3 rounds + I round per extra Wird 

For the duration of this spell, casters are armed with a sword made of 
darkest Shadow-Wird. They use their Weapon Skill or Melee skill to attempt to 
hit targets; it cannot be thrown or used at range in any way. It does 18 points of 
damage per strike, or 45 points of damage to Bright Orioles, Faithsingers, and 
'other especially pure Wird users. Magic Resistance, Shield of Righteousness, 
and Dark Armour offer full protection against it; no other armour (mundane or 
magical) provides any defense against a Shadowblade. 

SHADOWWALKING 

This spell allows a White Crow to step into a shadow, vanish, and then 
reappear almost instantaneously in any other patch of shadow within range. 

Level: 4 
Type: Miscellaneous, Wird 

Casting Time: 8 seconds 
Range: N/A 
Area: I 00-yard radius 

Duration: Instant 

The White Crow have the ability to pass from one shadow to another by 
stepping into a shadow realm and walking between the shadows in the other 
realm. When this spell is cast however, the White Crow can move from one 
shadow to another without passing through the intervening space in the 
shadow realm. The starting shadow cannot be the White Craw's own shadow; it 
must be separate from him or her. The destination shadow must be within the 
caster's range of sight Once casters choose their destination, they simply step 
into a shadow near them, and appear instantly at the other shadow. 

This spell is the only action which characters can take in a round, 
regardless of their Initiative roll. If they take, or try to take, any other action, 
the spell automatically fails. 



Wylders, Wird Weavers, or Wird. Dancers,. these are not the only distiQctions 
known. In recent years at least two new distinctions · have resurfaced: one a 
resurrection of an ancient distinction long th~~gh~ dead beside the Yas'Wa:ilian 
gods, the other a revived expression of hope for the people of Providence and 
a champion to combat the feared Blight Crow. Descriptions of these 
distinctions can be found below. 

As always, these new distinctions are subject to game master approval. 
Some game masters may prefer not to Introduce new distin,ctions into their 
campaigns at all; others may prefer to work them in gradually - perhaps as part 
of a story arc intended to explain the distinctions' appearance. Check with your 
game master before designing a character who belongs to the Faithsingers or 
the Bright Oriole. 

FAITHSINGERS 
Long ago, on Yas'Wail, there existed a Distinction alongside Wylder and 

Wird Weaver. Members of this distinction worked their magic through their 
religious faith - the gods, they believed, granted them the power to use and 
manipulate Wird, and guided them in their use of it Because they often raised 
their voices in song when they cast their spells, theywere called Faithsingers. 

The Faithsingers remained powerful throughout the Grand War versus . 
the Elothorin, when their power and their faith helped sustain the people 
against the demonic beings that beset them. After the war ended the 
Faithsingers continued to aid and succour the people. However, the Great 
Revolution brought about their downfall. It was ~ time of loss of faith and the 
doubting of one's gods, and in such an environment one whose strength 
depends on faith cannot thrive. The revolution itself split the distinction. Some . 
Faithsingers remained true to their gods, no matter how cruel and capricious 
they might seem; others followed the gods who led the rebellion and joined 
forces with the other revolutionaries. When the final battle raged, Faithsingers 
turned their hands against Faithsingers, and thousands of members of the 
distinction perished in blood and flame. 

The Faithsingers might, somehow, have survived even that - but they 
could not . survive the revelation that their gods were no more ~an highly ' 
skilled, extremely powerful Wird users.' This disillu~ionment.: caused many ~o 
give up the practice ofWird altogether; others l.eft society to become hermits . 

. And some, ·of course, were among th~ exiles who were thrust in;o Providence. 



to their faith. They refused t6 believe that 
gods were dead, that their lives and faith had been meaningless, and that 

there was no salvation for them. Most of these people, the so-called "Faithful;' 
joined the D'Shau Monks. The Faithful hid their knowledge within that order's 

TROUPIAL SPARROW AND THE 
FAITHSINGERS 

sacred texts and scrolls, hoping for a revival 
of religious faith and preparing for a time of 
dire need. 

That time, it seems, has finally come, 
two thousand years later. With an apocalypse 
apparently on the way, religion is enjoying 
renewed interest There are even some who 
say · that the gods never died, that the true 
gods were not the powerful Wird users who 
perished on the battlefields of the Great 
Revolution. As well, many right-minded 
Yas'Wailians see their ancient religious beliefs 
as a bulwark against the increasing number, 
and thus increasing danger, of unusual cults 
that have been springing up in recent years. 

The Deep is a region that has seen few 
visitors. The White Crow are protective of the 
area's jungles, and the Deep's thick trees cover the 
landscape making most explorers weary of 
venturing into the region. Some Horizon Striders 
have returned from the Deep with tales of the 
White Crow and their captives. These Striders 
claim that the ancient Troupial Sparrow, long 
thought to be dead or to inhabit the home world 
of Yas'Wail, are prisoners of the White Crow. If 
these tales are true, it is quite possible that some 
of the slaves have the knowledge to cast the spells 
of the Faithsingers, since members of T roupial 
Sparrow were specialists of this distinction. 

The first recorded instance of a new 
Faithsinger occurred two years ago, with the 
appearance of a person identifying himself as 

Calteor Faylin on the streets of Bastion. A Blight Crow had been stalking the 
alleys of the city, slaying men and stealing their life force. The authorities 
seemed powerless to find or stop this foul predator; The city's People's 
Knights and the Recognizers had not experienced any greater success. Then 

·· · this man, Faylin, walked into the offices of the city's Watchers and announced 
that he would bring the Blight Crow to them. Though sceptical, they allowed 
Faylin to proceed. · . 

Two days later, by unknown means, Faylin tracked the Blight Crow to an 
abandoned tavern in an older part of the city. Residents living nearby speak of 
flashes of light, a voice raised in purest song, and bursts of unholy fire. Many 

· . fled the area, convinced that a battle between Shards was about to destroy 
their homes. But when the fires had di~d down and the sounds of battle had 
ceased, Calteor Faylin came striding out of the ruined area, driving a bound and 
powerless Blight Crow before him. How he defeated his opponent, Faylin 

not say, but he took the 131ight Crow to the Watchers, that justice might 



STyLE 

·A Faithsinger\ style .. is usually gentle and ~ild. 
song, they seem to be able to talk to the Tapestry, t3 ~pa*9ut~fit that 
they need, Whether this power comes to. them from the g~d~, no one can 
for certain, but the Faithsingers themselves have no · doubts; . . . 

Of course, · just b~cause they ~refer ; hghte~ t~~hh dd~s not mean that< 
the Faithsi~gers themselves are. fl)eek; and non-confrontational. They have ·no 
qualms about · confronting · evil and . injustic.e and opposing thos~ thin~s. 
necessary, they can bring a:ov~so111~ power: ~o ,bear on tf1~.s.~ wh~se fixes 
deeds offend the g~ds> The Faithsingers call this "divine retgbutipn;' 
though it seems little di.fferent.fron;tihe pow~rs displaye~ by ptherWird 

The powers pf the Faitf1singers often ten'd towards healing, nrntPrl~inn 
and helping the weak. They are h.ealers ·par ~xcellepce, and possess 
powers witl,lwhich to oppose pr reverse theWird~draining powers of the 
Blight Crows; Their hatred for the evil has become legendary in 
just a few shoit years. , 

As their name · ~~ggests: Faith~i~gers often atcompany their '"n ..... · ........... . 
manipulation with song, tho~gh this is riot required. Chara.cters who wish 

restrict their Wird use byrequiri.ng singing along with it can take this as a .· •. 
Formula Trait, ~imilar to incantations (see page 55). In order.to sing beautifully, 
the character will .. also·need theAiti.stic .EXpression skilL Memb~rsofTroupial ., 
Sparrow originated the Faithsigner Distinction tho~gh m~ny Swans, due to their ...... ·>•·· · .. , 

beautiful signing voices also make potent Faithsingers ... . . 

The Primary Characteristic for Faithsingers is Psyche . 
. : ;, ·· ...... ·. .: 



?f th.e gods. 'ft . contains 
· something of the es~enc~ of each ·. of ihem; ... individ~a/ 'ihreads of pol'fer ·drawn .·• · 

together into a great TapestryJor the 'ilory,of 7]J.ose Who Sit On High. They have 
given it to us to see how we use ;~' and judge acc?rding~. Wird can be'used for good 
or for ill, and we must. affirm our faith in and Jove for the gods by using it for good. 
When someone uses it for evil and unjust purposes, it is our most sacred obligation 
to oppose and defeat them, that. the gods might understand our true purpose, and 
judge us worthy." 

SPELLS 

Faithsingers may ·use some of the spells of the Wird Weavers. Since 
Faithsingers are specialists at healing magic, game masters may wish to make it 
mandatory for Faithsingers to purchase the new Wird - Ice elemental base. 
However, if game masters do not wish to introduce a new elemental base, they 
may ignore this suggestion. Finally, Faithsingers have some unique spells that 
they teach only to others of their Distinction. These include: 

DETECT CORRUPTION 

See page 76 

SONG OF AWAKENING 

This spell counteracts any form of sleep or unconsciousness. Although it 
is usually sung, this is not required. 

Level: 2 
Type: Miscellaneous, Wird 

Element: Earth 
Casting Time: 6 seconds 

Range: Special 

Area: 20-yard radius 

Duration: Instant 

When this spell is cast, all characters and creatures within a 20-yard 
radius of the caster who are asleep or unconscious are awakened, regardless of 
why they are asleep or unconscious (natural sleep, sleep caused by spells, 
unconsciousness <:aused by injuries - this spell counteracts them all). Song of 
Awakening does not heal any damage; it merely brings a character back to the 
waking world. 



. "' When sp~Utastersys~ . 
Level: · 6 · 

"fype: 
Element: Fire 

CastingTime: I minute 
Range: ·· I 00 yards 
Area: 50-yard radius 

Duration: 3 rounds + I round per extra Wird 

The Song of Destruction does damage to buildings, towers, cliffs, and . 
similar structures (though not all of a .structure may fit within the area of · 
effect}; it has no effect on individual characters, creatures, or the iike. The game 

. master must decide the structure's BPV. A hut or similar smali or flimsy building 
would have a BPV of about I 0. A large building would have a BPV of ab~ut 40. A 
strong city wall would have a BPV of 50 or more; a very la.r,ge or sturdy building 
a BPV of 75; a castle, fortress, or cliff a BPV of 100 (or possibly much more). 

The Song of Destruction does 16 points of BPV damage to the structure 
per round, but the caster must remain within I 00 yards of the building he or 
she is attacking. Only magic resistance can protect a building. As it takes 
damage, the building will begin to crumble, shake, and collapse; when it takes its 
last BPV in damage, it will .collapse completely, probably killing anyone still 
inside it. ' . · 

SONG OF HEALING 

This spell, one of the best known in ~he Faithsinger arsenal, allows casters. 
to heal everyone within a certain radius .of themselves .. Although it is usually . 
sung, this is not required. 

Level: 5 
Type: Miscellaneous, Wird 

Element: Earth (Ice) 
Casting Time: I minute 

Range: · SpeCial 
Area: 

Duration: .Instant 

When this spell is east, all chanicte;~ Withl~ 10 ya;ds of'the 
points . of healing damage. Casters canno~ c_ontrol y.ohpm they hAoll" th.o.v 

· heal everyone~ friend or, f()e; wi~h!n the 

· be heal~d .zJ'.!"•<; i "'··•"""'•··••>• .,,. 



Miscellaneous, Wird 
Element: Air 

CastingTime1 4 seconds 
Range: Special 
Area: · Special 

Duration: · Special 

.···· While this spell is in effect, all friends and allies of the casters who are 
fighting on their behalf or for ~he same cause receive +I die to roll on all skill rolls 
and related rolls (or, if more appropriate, +I to the result of a roll). This benefit 
remains in effect as long as casters keep chanting or singing and pay I Wird per 
round; the chanting or singing is all that a spell caster can do in a given round. 

The recipients of the benefits of the Song of Inspiration must be within 20 
···.··yards of casters. Furthermore, they must be able to hear the chant. If they are 

deaf, or the caster is drowned out by loud noises, or someone has used a 
Silence spell, the Song is ineffective. This spell is automatically considered to 
have the "incantations" Formula Trait imposed on it (see page 55). 

This spell provides protection against Wird-based spells for anyone friendly 
to the caster within a certain area. Despite its name, it does not have to be sung. 

Level: 5 · 
Type: Defensive, Wird 

Element: Earth (ice) 
Casting Time: 6 seconds 

Range: Special 
Area: 20-yard radius 

Duration: 3 rounds + I round per extra Wird 

This spell provides mystic armour for any of the caster's friends and allies 
who are within 20 yards of the caster. Casters may specifically exclude a 
character from the spell's protection if they so desire. Each one receives the 
equivalent of 23points of Wird Armour. The Song of Protection offers no 
defense against elemental spells or any mundane form of attack (though at the 

. game master's it may provide protection against the attacks of some 
creatures). 



Duration: 

While this speli' is in .effect, every creature withip the 
affected area will be calm, relaxed, and content To c~st thi~ spell suc~essfully, 

, casters must roll their Psyche +, Wird ..; Cas~ng minuS'the target's Aura + ·· 
~ Willpower against a Target Number of 7. lf~as~ers succeed, any characters w_ho 
want to takea violent or hostile acti~n, of even one which requires them to 
move quickly, must inake a WiHpc>wer ;'"Au~ ~oil versus a Target Number ofJ 
plus the caster's marginof success. If they fail, they rnay take the action, but at a 
-4 dice penalty. If they make th~ roll, no p~nalty applies. · 

SONG OFVIGOUR 

This spell pro~ides p~tection against the draining magics ()f the. Blight' 
Crow and White Crow . 

. Level:. 3 
Type: 

Element: 
CastingTimei 10 seconds 

Range: Special ' 
Area: I 0-yard radius 

Duration: 6 rounds + I ro~~d per· extra Wird 

While this spell .is in effect, the Faithsinger gains 23 points of protection 
against any spell or Shard ability which drains yYird from a target Anyone within ··. 
the area of effect re~ei~es 14 points of protection. 



~6te: . Si~c( ;aithsingers ~r~;peci~li~~ ~~ .. . and"protecti~rt ~agic, 
game masters . may wish to low~r t~e castin~ Bmes of such Wlrd Yjeaver spells; 
or increase their healing values. 

LEVEL 2 

Awaken Self 
Breath of Life 
Far Speaking 
Heal Self/Others 
Hearing of the Bat 
Hundred Day March 
lnfravision 
Leap of the Frog 
Levitation 
Light 
Night Vision 
Resist Cold 
Resist Heat 
Resist Pain Self/Others 
Revive Self/Others 
Sandstorm 
Slow Disease Self/Others 
Sustenance 
Vision of the Eagle 

Analyze Wird 
Create Water 
Detect Life 
Disguise Self/Other 
Distil Liquid 
Earth Armour 
Extinguish Flame 
Flash 
Flight 
Grand Feast 
Invisible Shove 
Leave Message 
Magic Resistance 
Mend the Broken 



LEVEL 3 

LEVEL 4 

Counter Spell 
Cure Disease Self/Others 
Dispel Magic 
Eartli Elemental 
Enchant Item 
Heal Self/Others . 
Scroll 
Silence 
Spell Shield 

Armollr of the World 
Earth Freedom 
Invisibility 
Leap the Mountain 
Magic Resistance 
Reflexes of Lightning 

. Store Spell 
Thousand Day March 
Wall of Earth 
Weightless 

LEVEL 5 . 

LEVEL 6 

Empower 
Total Healing Self/Others 

Earthquake 
Ward 



. . ... . .. ··. .. . evecy action, ..... isan equal and opposi~e reaction. 
who .believe in' this philosophy seethe Bright Oriole as proof of it, for 

they are diametrically opposed to that most corrupt of the Yas'Wailians' foes, 
the White Crow. ' . 

Just as the White Crow have remained mysterious, yet dangerous, for 
centuries, the Bright Oriole are little known. According to the most common 
tale told of them, once, during the time of the Grand War against the Elothorin, 
there existed a little-known Troupial called Troupial Oriole. Though originally 
distinguished only by its members' artistic skills and often luxurious lifestyles, 
Troupial Oriole did yeoman's work during the Grand War. Orioles fought on 
the front lines in every major battle, distinguishing themselves and slaying many 
of the enemy. They proved to be particularly skilled Wird users. 

After the end of the Crand War, the few Orioles who survived 
attempted to return to their peaceful, artistic lives. However, many of them 
found this impossible. Having participated in saving their society, they were 

. unwilling to turn their backs on it and once again become self-absorbed and 
self-important. They wanted to help lead and protect their people. 
Unfortunately, the rulers of the time were not willing to share power, but they 
were quite happy to have the experienced Oriole warriors serve as guards, 
soldiers, and important civil servants. 

Though they served nobly and well for many years, the Orioles could not 
blind themselves to the increasing corruption of their government and society. 
Disgusted by what they saw, they spoke out, hoping to lead by example where 
they could not rule by law. Although many harkened to what they had to say, 
few seemed inspired, preferring the easy life of corruption and sheep-like 
complacency over rigid-backed justice and self-sufficiency. Only the authorities, 
who frequently arrested Orioles on trumped-up charges and clapped them into 
chains, took any real notice. 

Still, the Orioles did not become discouraged. Pure devotion to truth, 
righteousness, and justice does not wither merely because no one listens and 
the powers that be try to suppress it; it must, inevitably, triumph. Their 
attitudes soon brought the Orioles to the attention of those who were 
planning to rebel against the unjust rulers, and before long the Orioles were 

·thick in the middle of the plot. 

When the Great Revolution began, the Orioles were once again on the 
front lines, this time to oppose the corrupt rulers whom once, in better days, 
they had gladly served. The battles were long and fierce, and many Orioles 
breathed their last on the field of combat, but never before taking one last 

the land of the dead. 



.. The ea.rly' year~. on P~videh~e we~eh·~~;f~~ the Orioles. had long · 
agCl lost any skills • S~Veth~se of the warri()r. 'yVhile there y.(aS. SOme need for 
warriors in the new world, wha.t was . needed . more were Wise leadership and 
organizational skills.The Orioles found themselves displaced and bereftof the 
~rue purpose that had guided the~ for ~o long. .· · . ·· " · ' 

:-;, _:-_,-.-: 

Some succumbed t() bitt~~ness and ~rath; 3.nd seCluded themselves to die ' 
lonely deaths. Oth~rslookedaround for,new challenges-that theycouid take 
on, and they foundt/lem in expJoration and disc~very.They began travelling the'y 
entire world, taking all of it in, ari~ opposing e¥il when they encountered itF6~ 
mC>st residents of Provi~ence they passed int~ the realm()f legend and myth;; 

· for it might b~ decades .. between visits to a particular village. by an Oriole. 

Of.course, this time was'; ndt withoutits 'strain · on • the Oriole;;>for 
exploration is a ~ang~ro~s · profes~ion, especially in.Providence. Man/died due 
to the strange beasts and' diseases of their new home. Grad~ally, as more and • 
more of Providence was sufficiently explored, the Orioles turned to other 
pursuits. Chief among these was the role of knight errant and wandering do: 
gooder. Providence had· broughtforthnew· foes for th~Qriole tCl fig~t, such as 
the Blight Crows a~d. even worse; the White C~w. . .. .. .... . . . 

A deadly enmity soon arose between the Orioles and tiJe Shadow-Wird· 
wielding White Crow. At firstthe powerful White. Crow often defeated their 

... Oriole foes, so the Oriole sought a \Yeaponthat would give them an edge.They. 
found it by turning back to their ancie~t roots in the practices of Wird 
manipulation. Through .lorig. study and research; the. surviving Orioles developed 
special spells designed to help them uphold truth, and justice and opp()se the. 
White Crow. To . counteract ~he •.. Shadow· Wird, .this . magic often relied on 
brightness and light · · .. ·· . · · ·· · · · 

In recent years, the Orioles)ave come to look upon themselves as not a 
T roupial, but · a new distinction - the Bright Oriole, a·· name bestowed upon 
them by grateful people whom they saved from the 'yVhite Crow. However; '' : 
their number~ had grown· ~trerriely ~m~U; .~Y ' son1~ estimates there were no }r< 

, more than a dozen of,the desc,~nd~n~ of~e ?~~inal ?riole e~IIes le~ alive .~nd , 1(; 
••.• practicing .Bright Ori~leWird · ~~~~ Therefore Y,e ,decision ~{'made to .• x~cr~it' · · 

'·and train _others who, though heritage;were .· · · · · · · 
•ictothe Orioles' .· . . .. · · · . 

_,,_,,~ :·- . ;·.. . 



The Bright Orioles remain shy of cities and politlcs, an,d have to date 
ignored any overtures to side with the Alliance of Kings or any other faction. 
According to the few explorers and villagers who have seen them, the Orioles 
maintain a secret community somewhere in Providence where they teach new 
recruits the ways of the Bright Oriole. 

The Primary Characteristic for Bright Orioles is Willpower. 

STYLE 

The Bright Orioles' style of Wird use is, as their name indicates, bright, 
forceful, and straightforward. They typically eschew deceptive or indirect spells in 
favour of direct spells that make their purposes clear and help them uphold justice. 
Like Wylders, they see the Tapestry around them as a source of energy to tap to 
help them do a job, not a natural resource that must be replenished or harmonized. 

DOGMA 

"Power exists all around us. Although purposeless in and of itself, it can be, and 
must be, turned to the support of justice, goodness, and truth. Those who would exploit 
it for sel(lsh gain or to obtain power over the weak and defenceless are abominations, 
and we must turn Wird against them, to destroy them." 

VIEWOFWIRD 

"Wird is a blending of elemental energies and forces. It is a tool, a weapon to be 
used against the darkness of the White Crow and others of their ilk. Although it can be 
depleted like any other resource, we can and should make use of i~ without 
exhausting it, to help us oppose our foes. They do not hesitate to exploit i~ and so we 
must as well, lest they overwhelm us." 

Bright Orioles may use any basic Wylder spells found in the Main Rule 
Book. Additionally, Bright Orioles are specialists at manipulating light, and game 
masters may wish to decrease the casting time (reducing it by 1/2, rounding up) 
of these spells to reflect this nature. Game masters may also wish to make it a 
prerequisite for Bright Oriole players to purchase the new elemental base skiff 
Wird - Light (see page 37). If game masters choose to make use of this 
optional skill, they may also give access to all Wird -;-.Light spells to the Bright 
Orioles. In addition to Wylder spells; here are some spells that only Bright 
Orioles can use. . , 



····.:::::.:.::; .... :.:; 
(.; · ... · ... · .. :· .·' .'/..' ·\·,,. 

This spell allows the caster 
dangerous light.This sp~ll is a f~vouri~e 

Level: • 5 
Type: · ·· Offensive, Elemental. '< 

Element: Fire (Light) 
Casting Time: 

Range: 
Area: 

Duration: 

10 seconds · 
20 yards 
I 0-yard radius 
1. round + I round per extra Wird 

When this spell is cast, it creates an area of blinding and deadly bursts and 
bolts of light The spell will affect' everyone within the defined area; anyone 
outside it will be treated to a beautiful light show. The colours and exact effects , · 

· of the Light Storm are up to the caster. '' 

Everyone within the 
affected area will suffer 
two attacks every round: 
one of the effects is a 
Flash, similar to the level 
2 spell of the same name. 
Smart characters in the 
area will shield their eyes, 
preventing this effect 
from causing them ·any 
harm, but still effectively 
blinding themselves. The 
second is a deadly blast of 
light that does 25 points 
of damage. 

At night the 
manifestation of this spell 
can be seen from up 
to 200 miles away 
(sometimes further), 
assuming an unobstructed 
line of sight 



a great favourite of ... B;ight Orioles; provides the caster with 
·;;,, protection ag~inst attacks, but ext'ra protection against Wird magic such as that 

·l.Jsed by Blight Crows and White Crow .. 
· Level:· 4 

·Type: Defensive, Wird 
Element: Earth 

.castingTime: 6 seconds 
· Range: N/A 

Area: Self 
Duration: 3 rounds + I round per extra Wird 

The Shield of Righteousness creates a glowing golden-white shield that 
will always interpose itself between the caster and incoming attacks; no roll is 
required to do this. It provides 14 points of defense against most attacks, with 
no elemental variations. However, it provides 34 points of defense against 
Shadow-Wird magic, Blight Crow spells, and the like, including such Blight 

. Crow spells as Drain Wird and Leech Wird. The spell protects against both 
elemental and Wird spells. If there is any doubt, it is up to the game master to 
decide whether the Shield offers its .extra protection against a specific attack. 

This spell, the companion to Shield of Righteousness, gives the caster a 
special weapon to use against Blight Crows, White Crow, and their ilk. 

Level: 6 
Type: Offensive, Wird 

Element: Fire 
CastingTime: 6 seconds 

Range: Contact (as weapon) 
Area: Target 

Duration: 6 rounds + I round per extra Wird 

The Sword of Righteousness is a glowing, golden-white blade about three 
feet long which the caster can wield with either hand for the duration of the 

. spell. While casting the spell requires the usual Willpower + Wird - Casting roll, 
using the Sword .involves other skills -Weapon Skill, Melee, or the like. 

The Sword causes 30 points of damage per strike to most targets, and 
armour applies normally (no elemental variations; nor is the Sword considered 
an "Edged Attack'} However, against Blight Crows, White Crow, and other 
similar Wird ~sers (including Elothorin avatars), it does 63 points o( damage. 





"Never!"Venarish ~are~fcrieqangri~.He pred' a.blast()f ice .~t the Ravager. 
Shaan caught it · on hi~ staff; s~ggered bac~. uqder the (orce of the . ;p~ll. and then 
dispersed the rest of the blast's effects. 

"You are weaker than I thought if that is the best you can do. I have taken more 
Wird from you tha(l you care to admit!" 

Karee/ silen~~ acknowledged to himself that the Ravager was right The journey 
and the ftght had le~ him tired, and the Blight (row's corrupting spells had on~ made 
things worse. But he would not be cheated of his revenge - and justice! There had to 
be another way to destroy Telzarac Shaan once and for all. 

His thoughts were interrupted by a blast of vile, warped Wird energy from Shaan. 
. He dove wild~ to one side, avoiding the blast through luck rather than skill or power. 

Clumsy, stupid! he thought to himself. If I am no better than this,/ deserve to die. 

He ffung a blast of energy at Shaan, hoping that would slow him down. It did 
little to penetrate the Ravager's armour; but it ate away at the· ground beneath his 
feet, causing him to slip. The slight delay while he staggered on the acid-eaten ground 
gave Karee/ time to get to his feet again. 

It did him little good. When Shaan righted himself. he began to blast away at 
Karee/ again with his powerful spells. The prst one caught Kareel in the chest His 
Earth Armour held, but the spell knocked him down. Another bolt hit him as he lay on 
the ground. He managed to twist around and get his staff in the way of the third 
attack, but it was all he could do to hold the Ravager off. Karee/ held his staff in front 
of him like a shield as his enemy poured wave a~er wave of dark Wird into him. The 
staff began to buckle and twist in his grip as it struggled to keep the power away from 
Kareel, and he felt hi!> armour crack and crumble~ 

The Ravager advanced, his gleeful face looking garish and macabre in the 
witchlight from his spells. "Now, little sparrow - now I will crush you as I have crushed 
all others who dared to stand against mel" 

Suddenly, a thought sprang into Kareel's mind. He might have a chance - one 
last, desperate chance - but it might also mean throwing his life away for nothing. But 
at this point it was the on~ chance he had. 

Staggering to one knee, he looked Telzgrac Shaan straight in the eye. "Arrogance 
is not accomplishment, Ravager!" he said between gritted teeth."/ am here to be the 
instrument of your downfall, and cast you dawn I shall, though it take my own life to do 

. it!" With .. that he. brought his Wirdstaff down across his bended knee ' with all the 



Kareel woke . .. . 
·; hands. Looking down at them thro~gh glazed eyes, ~e sawth9l rhey we~ · ·• 

burned. He could tell from the way his skinfelt that his face and muc~ o(his. 
were similar~ burned, though not sobadly. ,. . . , . · . . 

Delicate~. without using his hands, he got to his feet Twenty feet away (tom him, 
at the base of one of the obsidian obelisks, he saw Shaan's body, fat ll'lore bad~ · 
burned than his own. It was broken, too, appareney from impact with the stone; one .. X ' 
ann and his neck both lay at odd angles which told Kareel that the Ravager of River'$2 
Edge was, at long last, dead. 

He wanted to rejoice, but somehow the ,energy just wasn't there. Celebration 
would come later. For now he needed to ~nd his way home -and fl'iake a new Wird staff. 

·,, 

MAGICAL ITEMS 
What would good spell-cas~ers dowithout a few enchanted items to 

them through those rough spots when they don't have enough Wird left to 
spells? This chapter of The Book of Wird details basic rules for creating magical 
items in the world of Providence, and provides descriptions of many sample items .. 

PURCHASING MAGIC,t..LITEMS DURING CHARACTER CREATION. 

Players may choose to purchase magical items for their characters. Unlike '·· 
normal items, which require nothing other than the game master's approval, 
magical items cost character creation points; these come from Magic points .. 

POINT COST OF MAGICAL ITEMS 

You can figure out the point cost for a magical item as follows. First, find 
out the cost for the base item. This cost is for magical items only - a n~rmaf 
weapon does not cost 5 Magic points. · · 

Type of Item 

Weapon 
Armour 
Other 
Crystal 



· .. ·,·.··.·· < ' •····· .. .· i i . . c~st of(s for a 
Y} i •······· ...... •·.·........ ......... ·•···. . .... ····•· ....... · .. ·· .·· .. ··.· · · ............... sh?uld not'' allow players to 

X i •... · .··.· · .. · •. · · .•.· . . higher.. . · 51 withqut a g~od reas~n. Very few items 

.· ··•····•·•··•·· ....••. ··.·· • . .· . . . . . • ·. BPVs highef than. 5 L Remember as well .that magical items, 
. · ··•·•· .• • ..••... · of t~~.if BPVs, are more resistant to damage. At the game master's 

···< ·discretion, magical items can be highly resistant to attacks, particularly non­
' magical attempts, and may eve~ be impervious to harm. 

The next stage is to decide how much the magical enchantments within 
the item cost. Follow the following process for each enchantment that the 

9 
18 
30 

If an item has a special effect not directly linked to a spell, simply check 
the Magic Chart (Main Rule Book, page 152) and find the corresponding level 
appropriate to the effect (damage, defense, Wird effect or movement). Use this 
as a guide to decide • the level for the magical effect However, to avoid 
confusion, try to link all magical effects a magical item has to a spell. 

Point Cost 

I (total) 0 
3 (total) I 

. 1/year or 5 (total) 3 
1/month or I 0 (total) 6 

1/day 10 
3/day IS 
1/hour 21 

at will/permanent 28 

If a magical sword is enchanted with the 3 rd level spell Enchant Item to 
increase its damage profile, the cost is ( 18 for a 3rd level spell + 28 for at 
will/permanent) 46. If the sword also had the second level spell Flash usable 
1/day, it has an additional cost of (9 for a 2nd level spell+ 10 for 1/day) 19. The 
total cost for this sword is (8 base cost + 46 for increased damage profile + I 9 
for Flash) 73 magic points. Game masters should feel free to change the 
number of charges if they wish. For example, they could allow a player to 
create ·~ magical item with 6 charges per' day . . In this case however, they should 
adjust the point cost of the item. 



game .. . ... · However, .. . .. ·.·.·. ·• .·· . . c9~mon. . · .. ·. .·· .· .. gaine, ·. ···. •·· < . 

we recommend that player$ be for~ed to :spend e>,<perle~ce pq/nts .. on m,agic~Lr:{·~ " 
. items to r~strict their availability. T,his ¥fill prev~nt pi ayers from be~oming':' ;•<", . 

'Hal king arsenals Of magical artifa~ts. it ~~gicaf items are rare in your game:t. " 
however; you may. cho~se to allow play~rs to simply obtain them. after i~ng .and~/ 
arduous adventures as rewards for their efforts. We suggest that magic items 
viewed as rare items. Weak i!e~s may be 'commonly availa~le, but poVfetful 
(and useful for adventu~US characters}iteflls are rare and difficult tO find. > . . 

" :.' " 



·, How 'dq enchanters create .. .··· . ... . .. the"~me has ·~~gunl The 
enchanting process is explained below (also see the skill Enchantment, page 48). ' 
Ho~ev~r. for the enc~anting process, itis ' important to figure out what the 
Target Number will be for the rolls involved. The Target Number' links directly 
to · the point cost of the magical item. For those that are mathematically 
curious, the equation is 3 + five times the cube root of the point cost of the 
item. For those that don;t enjoy math, simply consult the following table to find 
the Target Number needed to enchant an item based on its point cost 

ENCHANTING TARGET NUMBER TABLE 

Magic Point Cost Target Number 

3-4 II 
5 12 

6-8 13 
9-10 14 
11-13 ' IS 
14-17 16 
18-21 17 
22-27 18 
28-32 19 
33-39 20 
40-46 21 
47-54 22 
55-64 23 
65-74 24 
75-85 25 
86-97 26 
98-110 27 
111-125 28 
126-140 29 
141-157 30 
158-175 31 
176-195 32 
196-210 33 
217-238 34 
239-262 35 
263-287 36 
288-314 3'7 
315-343 38 
344-373 39 
374-405 
406-438 



Crystal 
Wood*/Stone 

Other 

and is therefore treated as another material (no modifier). 

As such, using our sword as an example, its point cost 'is 73. Being 
of steel, the Target Number to enchant it is 24. If made of siTple ~ood (or 
stone, however unlikely), the Target Number increases to 2S.If,made of crystal, 
its point cost increases to 78 (an additionaiS points to the base cost) which 
sets the Target Number to 25. This drops back t()}4, ho'Hever, due to the Type , 
of Material modifier for crystal. . . ' 

Note: We recommend game masters carefully mo~itor the . availability 
magical items in their . campaigns. More importantly, ·· we reco';,mend 
costing over I 00 pgints be exceptionally rnre, .the sort ofdtems worthy 
grand quests. 

FLASH SWORD 
BPV 22 

Damage 3/6/10/13 
Flash 1/day 

Point Cost 73 
Target Number 24 

The process of creating magical items is ·known as enchantment. 
involves the use of the skill of the same name, along with severaf spells. It takes . 
time, energy, and just the right type of equipment and suppli~s. Even with all 
that, it is still possible for a spell caster to fail to enchant an item due to a lack 
of skill, a mistake; improper supplies; or sometimes just simpleba~ luck. . ' 



. have a proper · 
items while standing in the 

. . .. . . .. . . ... .•• . ... ..•. . ir) ~ dar~7cprner ofyour favourite tavern. It 
...... ··. .•. . •....... area where caste~s· ca~ s~bl'e their enchanting equipment and 

•supplies 'and work without being disturbed. ManyWird users build such a room, 
usually known as a sanctum, onto their houses, workrooms, or towers. 

A sanctum is more than just aquiet room~ It is a place that the Wird user 
must ritually .prepare for its use asan "enchantment laboratory." This includes 
testing the Wird in the area to make sure it is sufficient (and sufficiently pure) 
for the caster's purposes, cleansing the sanctum of any malign or unlucky 
influences, and so . forth. Most importantly, the sanctum must be stocked with 
the tools and supplies used by enchanters - everything from Modias skin, to 
Wilder-Beast tusk, to specially-prepared silver or crystal daggers. If casters 
want to brew potions, elixirs, and other ~!chemical concoctions, they also need 
many different types of glassware and chemicals. 

As a good rule of thumb, characters must spend I d I 0 days preparing a 
given area to serve as their sanctums. It will cost them I d I 0 x I 00 Natlaw Tasks 
to buy basic enchanting materials, and a like sum for alchemical supplies and 
equipment. This includes only basic supplies and "staples" of the enchanters' 
trade; the specific objects they will enchant, and the specialized materials 
necessary for a particular enchantment, must be purchased separately. 

The next step is to obtain an object that will be enchanted. The type of 
object depends, of course, on the caster's desires; one can enchant virtually 
anything. However, without exception, objects that are to be enchanted must 
be of the finest quality. They do not necessarily have to be dripping with jewels, 
or gold inlay (though that usually doesn't hurt), but casters must use the best 
available materials. Due to the enchantment process, or the caster's wishes, the 
enchanted. object may end up looking old, worn, and shabby, but at the 
beginning of the process it should be of the best quality. 

There is a simple method to judge if an object is of sufficient quality to be 
enchanted. Should the creator's margin of success when creating the object 
total six or more, the object is of sufficient quality to hold a spell. Spell casters 
who are skilled at such trades as weapon smithing and jewellery making are free 
to create their own objects to be enchanted if they want to; others must buy 
them (and, naturally, they cost top Task thanks to the quality of the handiwork 
and materials). Generally, creating bbjects that will hold great enchantments 
requires gr~at skill. The Target Numbers for creating these items, pre-
enchantmert. shouldreflect the poV{~r ofthe spells included in objects. 
. ' . ·•.:·. ' .... ,-' . - -- -.. -- ~ . .. . . ., . ,·. . . ___ , 



The ~kill _ needed ~6 casta ~pell i~toan·0obje~ ilEncha~~~e~~ ' 
·I 48 of this book). TheJarget Number for p~eparing a. given itetn depends. .. . 
the nature of the item and the type of magic Jt is to be imb~ed ytith. The list of· 
magical items late; in this chapter indud~sJarget Nu~bers fo~ each of them; ,,:;,~,1;," 

. game masters can al_so consult,the ~nchantjngTarget Number Table tii ~ecide · '' 
" Target Numbers for items they wish. to cr~ate: Preparin~ aniterii to be< 

enchanted takes a long tfme .,-aminim~ITl of fu-oh6urs per ;pellto be placed!n 
the item, and often lo~ger: Th~ game master should deCide the exacftime . 
each item, allowing for the. nature and diffiqdty of the task. The more powerful 
the item the caster wants 'to create, the longer the preparations 'take; in th~ . 
case of som~ unique items, the prep_arations may take years. ·l·f the preparations . 

''are interrupted in any w~y. the spell caster can res~ine them later at no penalty. ·. 
' ,._ .... _<:./ . 

The final stage pf th,e process· is when ~he character actually tasts ·the 
spells that are a part of the e~~hantment process. For simple items,th~ speli 
Enchant Item (Main Rule Book, page 183) , is Sufficient. 'For more powerful 
items, the spells Empower arid Store Spell (Maiq Rule Book, pages 197, 202); 

·· and several variants thereof, are needed. Casters ·who ·know these spells · 
autom~tically learn the variants as well. The. caster must, of course, kflow the 
spells to be placed~ithfn the Jtem, .or have acc~ss to another" person (or a •· 
scroll) who does. ;, · · ·· · · ' · 

Ea~h of the spells above lists 'the minimum tirpe necessary fo( enchanting .. · 
The game master should free to ·time for items that are 
especially powerful. If cas~er during the spell for any .• 

iu.~t 



Virtu~ily ~nytype 6f'obj~~ ~ w~apons, ,~rmour, l~ath'et ard· cloth goods, 
kitchen utensils, jewell~ry, furs, y~~ name it~ can be enchanted. However, at · 
their base level, all enchanted items are . divided .into two categories: General 
items and Unique ·items. . .. . ' . 

GENERAL ENCHANTED ITEMS 

"General" is the term applied to enchanted items which are made 
following a predetermined formula or pattern. These are mass-produced 
magical goods, so to speak, though the time and expense inherent in the 
process means there really isn't a vast number of these items being produced. 

BREAKING ENCHANTED ITEMS 

Some enchanted items, including most 
powerful unique items, cannot be broken, or can 
be broken only in a specific way that is difficult to 
achieve (having its creator smash it with a crystal 
hammer, dropping it into the heart of a volcano, 
and the like). This means that although a magic item 
may have a BPV. the item is not destroyed when its 
BPV reaches 0 - it is badly damaged though not 
destroyed. However, other magic items can break, 
including most staffs and wands. When they do, 
they often release a tremendous burst of energy, 
and many casters will break one as a last-ditch 
tactic in battle. 

As a rule of thumb, when a magical item is 
broken, it should do a number of points of damage 
in a 5-yard radius equal to the damage it can cause 
with its most potent power, plus some additional 
increment (+I point usually) for every charge 
remaining in the item for every power it possesses. 
Persons breaking an item usually take this damage 
as well, though they may be spared from the brunt 

All General magical items of a specific type 
are alike. Every Flame Sword, Shield Ring, or 
Cloak of Wings is pretty much just like every 
other Flame Sword, Shield Ring, or Cloak of 
Wings - their appearances may differ, but 
their magical powers are the same. 

If possible, game masters should avoid 
using General items in their campaigns too 
much. Magical items of this nature often 
come to seem mundane or ordinary if they 
crop up in the game all the time. Magic is 
supposed to be mysterious and wondrous, 
and it helps to maintain this feel if enchanted 
items are mysterious and wondrous 
themselves. In short, Unique items are likely 
to improve your campaign a lot more than 
General items. 

UNIQUE ENCHANTED ITEMS 

Unique enchanted items are just that -
unique, different from every other item ever 
created. Their powers may be obscure, or 
they may be items whose names and abilities 

o( the blast if it travels away from them somehow. have gone down in Yas'Wailian legends and 

lore. They may be extremely powerful -
perhaps even the creation of the gods - or they might simply be some everyday 
items which spell casters have enchanted to make their lives easier. The former 
is more fun in an epic fantasy campaign, ,of course, but you can certainly have 
both if you want to. 



enchanted items in their campaign~: ·and'ifsC>, to what . . •· . thi~ sense,'· 
"enchanted" items do n.ot include everyday' items pf W<?od·br.crystal _that ar~ .; h;/ 

hardened by\Viid spells. so,th.at theysaifbe used as fu~ctiomlltools; qnly trui(,\;·;t~:.· 
enchanted items.) Most games will feature at least some magical items. · · 

Game masters are encouraged to keep enchanted items relatively' rare in 
their games. As mentioned above, magic is supposed to be won~rous. It loses 
its aura of .,;onder when all' of the chara.cters, not to mention m~st of the non- ,; 
player characters, are dripping with magical swords, armour; rings, and other · 
enchanted knickknacks. If the characters have to work long and hard to find (or 
create) enchanted items, the characters. will come to appreciate these items all 
the more. 

If possible, the game master should personalize each magical item by 
giving it a history, and perhaps even a name~ King Arthur ~idn't just have a 
. magical sword, he had Excalibur; whose powers were . legendary and whose 
history and lineage began . well before he was born. Game masters shpuld 
describe the major enchanted items that the characters find similarly; it greatly 
enhances the feel ~f the game and the player~· (and thus characters;) attraction .. 
to the item. Good garners will have a .lot more fun with a relatively low· · 
powered magical item that has an elaborate history and mysterious abilities 
than with plain enchanted objects which silllply provide their ch~racters with 
extremely powerful combat abilities. 

Some of the Enchanted Items listed below may not fit into' all Providence 
campaigns. For example, if an item uses mental spells and you are not using 
mental abilities, don't allow it Game masters have the la.st word as to what 
items are allowable in their game: 

·' 

ENCHANTED ITEMS.OF 
PROVIDENCE . 

What follows here is · a catalogue of some of Providence's best-known 
magical items, both general and unique. Each includes a description of the item, 1 

its cost should a player wish to purchase the item for their character during .·, 
character ·creation, the .... difficulty required to ·prepare it for enchantment · ·~·· ' 
(expressed as a Target Number, or a~.~'N/A': [Not Applicable] for unique items), .• ··, 
its appearance, and its powers. There is 'relatively little inforllJation about each 
item's history; game rTiaSters shout~ . ~ilor .each . item's history tO their OWrl 
campaign in w~ys that will best benefit the game.· · ·' · · ·•· ···· ·•·· 

., ... , .. :. ~ .. : 



. . . ·.· ...... ·... .. . . items in Providence (or any other 
.... fantasy world) are the weapons ~the magical swords, axes, and arrows that the 
' world's greatest warriors wield .. Here are a few. samples from Providence's 

•/ arsenal of encha~tedweapons. . ..... . ·.· 

·• ARROWS OF ACCURACY 

Availability: Uncommon 

Cost: 23 
Difficulty: 18 

Typically Arrows of Accuracy are made of wood that is 
blond or whitish in colour, with black feathers. The 
arrowhead is usually the finest crystal, or even metal. 

Slaywinds and other archers love these arrows, which carry a mild 
enchantment Each adds a + 2 (to hit) result bonus for the attack roll made with 
it The enchantment is only good for one shot, but if the arrow is undamaged 
through use it may be recovered and re-enchanted. In fact, some Wird users say 
that an arrow that has tasted the blood of its master's foes is easier to enchant 

A single enchantment process is enough to create five Arrows of Accuracy, 
or double that number if all of them have been bloodied in battle at least once. 

THE BOW OF THUNDERBOLTS 
Availability: Unique 

Cost: 57 
Difficulty: N/A 

Appearance: If the tales speak truly, the Bow ofThunderbolts 
is made not of wood, but of solid gold, though it 
has no more weight than a wooden bow. It is 
strung with the essence of a storm cloud, and 
so never needs to be unstrung. 

The legends of the Slaywinds speak of this powerful artifact, though no 
one knows for certain whether it really exists. The Slaywinds say that Otone, 
God of Storms, gave it to one of their number shortly after the Exile. If so, it 
must have been buried with that person, or lost somewhere in the Deep, for 
there have been no confirmed sightings of it or reports of its use during 
Providence'srecorded history. 

According to the legends, every arrow fired from the Bow of 
Thunderbolts is transformed by Otone into one of his bolts of lightning. Instead 
of striking with the not inconsiderable force of a Slaywind arrow, it hits the 
target with the impact of a thunderbolt! 

. •In game terms, if the Bow in fact exjstS, every arrow shot from it is the 
• t!quivalent ofa Sto~m Arrow of Otone page 128). . 



_:·-;-.. 

. Elem~ntal Blades are e~~ha~i~d s.,;ords which' have . -.... ,: ..... _,__ ... ,., 

been imbu~d with th~ power's .and essenc~ '.of one' of the; 
.. four . elements. T,hey are typk~lly made o~t of crystal or. 
· metal; it is very rare to see ari. El.~mental .~lade made of, 
wood o'r resin. .·. · · · .· · . .. . ... 

Cost: 
Difficulty: 

Earth Blade; ~re -~pically. large blades . (often great 
·, ·swords) made of stone, crystal,-or metal. Despi~e this, their 

. enchantment$ make ¥tern · no Hea~ier> and 'no harder to. •• 

wield, than a comparable sword made· of the lightestwood. 
They hit with the. crushing power of an ;earthquake or 
avalanche, doing +4 points of damage and addi~g ~2 to th_e 
result of rolls made to hit targets. When the target is 
wearing elemental ar~ours created by spells/ such as Flam~ .. 

. . Armour, the sword is considered eith~r a Blunt•Attack or 
·an Edged Attack, whichever is more ~ffectlve' against that 
type of armour. 

AIR BLADES 
Cost: 94 · 

Difficulty: · 26 

Air Blades come i~ all shapes and sizes, but 'are usually 
.very light and slenderfor•their ~pe; .they ofte~. seem Iliore , 

. · ' like. decorative piecef, than . fl!nction~l · We~J)pris./ tfo'({eve~' . 
. ·", / . ' . . .. . ., . ' . . .. 
· · they .are swi~ ..... a~d raz?r-sharp,'<. and .· can: ·cut ·• throug~ '"'' 

. so~neone's arli1~Yr llke a' c~ld ,wi~ter . wi~d CUtS through sill( y, 

. a +~.result . . . 



Flame Blades are perhaps ~he ·. . . of all the Elemental 
Blades, for they ~an burst int~ deadly flame'when 'a' command wo'rd is uttered. 
They can o'nly do this 10 times per day, for 10 rounds at the most, but while 
burning they do +9 damage. Whether on fire or not, they provide + 3 to the 
result of all rolls to hit targets. 

Cost: 103 
Difficulty: 27 

Water Blades - like Air Blades, often small and slender - have the 
power to dehydrate living targets when they hit them. This causes the sword 
to do + 3 damage with every strike, and the Water Blade increases each 
Wound Penalty it causes by -I die. The Water Blade also provides a +2 result 
on all rolls to hit targets. 



·Difficulty: . N/A . 

Appearance: . ... . is' one , . Unique · 
enchanted items of great power that is ma:de from . · 
wood. It is made of a single piece of dark brown 
wood. The lower half of the curved axe-blade tapers . 
to a point almost halfway down the haft of the axe 
itself, giving the weapon an oddly . unbalanced look . 
that belies its fluid speed in combat. 

The Heartwood kxe is a relic of an early expedition into the Deep. These 
explorers found an enormous tree, the biggest they had ever seen. With the · 
help of magic they cut it down and brought it back to civilization to show their 
fellow Yas'Wailians the wonders that their new world held; When they returned : 
to Cry-Star, the King commissioned a powerful Wird-worker, Belidar Treev of 
Troupial Dragon, to carve him a weapon out of the tree's heartwood. 

The result of the commission was the f:.;xe, an enormous weapon that 
requires a Strength of at least 9 to wield effectively. If the wielder has that much 
Strength, or more, the axe does 8/15/23/30 points of damage (plus Strength ,. 
bonuses), and provides a +4 to the result of all rolls to hit targets. If the wielder 
has a Strength of less than 9, the weapon does the normal damage for' a 
wooden Battle kxe (plus Strength bonuses), but the wielder must subtract 2 
from the result of all attack rolls made with it 

The Heartwood kxe was always awarded to the champion or most favoured 
warrior of the King of Cry-Star. However, .it was lost in 1314 E.MD. when its 
master at that time, Graluk Derrn ofTroupial Gargoyle, disappeared while on an 
expedition to destroy some monsters inhabiting the leviathan's Spine. Many 
adventurers · have searched the Spine for it, without success. There is a large 
standing reward from the King of Cry-Star for its return; as well as a promise to 
"retrieve" it from anyone who finds it and does not voluntarily return it ~o him. 

MACE OF CRUSHING 

Availability: Rare 
Cost: 57 

Difficulty: 23 
Appearance: Maces ofCrushing;are usually made, of sto~e, 

and are etched about with mystical nmes ancl · 
strange carved patterns. . 



provides a + 1 
all :attack Foils. Hammer , to ~hi~h' it , is . so: often 
·~;~t;r it seems to be llo ~eavier than a typical mace. To 'others, 

..•. h~wever, it has th~ \'Ieight of~. me>untain 7 .iuakes a Strength of 16 ~r better to 
.. lift it.When its master dies •or voluntarily relinquishes it, any other person can 

pick it up al)d use it until one such person dai~s it for his or her own. 

Availability: Unique 

Cost: 222 
Difficulty: N/A 

Appearance: .. Thurast is a crystal great sword with a long, 
straight, razor-sharp blade. Its guard is shaped 
like two gracefully-curved Swans' wings. The hilt 
is also crystal, but is wrapped with a fine silver 
wire, and the pommel is a large, polished 
emerald. 

Its origi~s lost in the mists of time, Thurast is thought to have been 
forged by some great spellcaster/swordsmith of Troupial Swan, perhaps with 

· the aid of a D'Shau Monk, over a millennia ago. The Swan champions carried it, 
one after the other, for hundreds of years until it was lost during the Lost 
Wars. Its present whereabout is unknown; Troupial Swan would give much to 
learn its location, and would pursue anyone who claimed it for their own with 
a vengeance: · 

Thurast has several powers of note. First, it does +6 damage, and 
provides a +4 bonus to the result of all attack rolls. Second, those who wield it 
become more handsome (or beautiful) than before; their Appearance scores 
·increases by +4, to a maximum of 3. 

. Third, and ·most importantly, wielders of Thurast cannot, according to 
legend, "be defeated while they remain strong of heart and valorous of spirit" 
What this means in game terms ' is that, when wielders ofThurast will be 
knocked unconscious or killed by a blow, they get a chance to survive -
·provided that they do two things. First, they must serve just and true causes; 
if they act malevolently or selfishly, this power's protection is cance!ed. 

Second, they must make a Willpower roll against a Target Number of 7 
whenever, they are hit with an attack which could knock them out or kill 
them. If they fail, their strength of heart or valor of spirit has faltered, and 

. they s~ffer the full consequences. If they succeed, they y.-ill get 45 points of 
. to the wound. . . ·.· . 



Se~ond, a Winged Swo~d can fly .fhrpugh-'the air in~o i~ master's h~~d' 
whenever its master calls for it Jh~ s~o~d' ~an 'travel up to 130 mph and can 
move through objects as t!Je WirdDance~ spell Earth Freed~m; the sword wo~'t 
damage any object it moves through. This · f>?~er is one re~soh . why ~ssassins ...• ., 
value Winged Swords so high~; they can walk into a·n area ~ompletely unarmed , 
and then have a po~erf~l magic-sword· in their hands in a very short tir(le, . . 

.,.,._ -·. :. - - . . " · .... 

In some areas, such af Bone-yYail, i; is illegal for ~nyone ~h~ is ~ot.of the 
Pure caste to own a Winged Sword. These la~s are usually based 'on the.lpgic that·' 
only a person who ca11 ~y should be able to wield a sworp which·can do the 

. .. ._ ... , ·_- --·.<:·. ._ .......... ' · .. ;_, __ ,. -,._ 

THE UNSEEN BLADE OF TADRIGORM FYNN ' . . .., , · . ' -._. ·· ... ~ .. ...... 
, Availability: 

Cost: 
Difficulty: 

Appearance: The Unseen · Bl~~e. as ·· its · name indicates, is 
invisible. To the touch it' is a shortsy,ior~ with a 
straight, broad blade; arid an undecorated hilt and 
guard built forJuncti6n rathertha11 for show: 

Tadrigorm Fynn's name is known to manyYas'Waili~ns today as that of the · .· 
most. infamous thief ever to grace' the street$'and caverns of Cliff~Spider .. aut he '. 
was more than just a thief, he wasal~o a skiJI~d Wylder as well. If the stories , 

, areto be believe~, he developed·,T~ny unique spells designed to :enhanc~ his, 
· · , thieving abilities: s'pells which:hewrqte · . gri~oire ,which has ; 

remained hidden sine~ his . , , J . ' ' ' . - •· 



·--~-

armour is 
. y,tar~ior's best friend. While few~irs .;er~ ever won.,by fighting defe~sively, in 

many an individual figbt, the:victorjs oft~n the person able to withstand the 
mostda~age. ' . . . '· . •' . ' , .. 

Availability: Unique 

Cost: 83 
Difficulty: N/A 

Appearance: The Armour of the Dawn is an exquisitely made 
set of crystal plate mail. Even the most churlish 
of warriors somehow looks brave, noble, and 
handsome while . wearing it. When its wearer is 
not in battle, the Armour possesses a faint 
golden glow that only enhances this effect; in 
battle the glow becomes much brighter. 

The Armour of the Dawn, long in the possession of the Wardens of Bone­
Wail, was made centuries ago by some unknown Wird-worker. In battle it 
glows so brightly that characters attacking the wearer in hand-to-hand combat 
must subtract three dice from their attack roll - the glow makes it difficult to 
look straight at the wearer, and thus difficult to aim at the person. This has no 
effect on ranged combat; in fact, at night or in dark conditions, persons 
attacking the wearer at range gain + 2 dice when making attack rolls - the 
wearer is a beacon that they can aim at easily. 

Wearers of the Armour are immune to the effects of the Flash spell. 
They also double the Armour's protective value when applying it to Light­
Based attacks. 

Rumour has it that some years ago, a daring thief stole the Armour from 
the treasury of Bone-Wail. If so, she is keeping very quiet about it, for no one 
will admit to owning the Armour; nor has anyone worn it in battle since then. 
Many adventurers, not to mention agents of Bone-Wail, continue to search for 
it eagerly. 



, .. Comfort Arn1our .Ciln . 
· · made of any of the standard . 

However, it always looks clean and well-made,., 
even if the wearer just finished fighting a legion 
of Green People in a swamp. 

Many warriors, especially those who do a lot of exploring, covet a suit of.· 
Comfort Armour. Wearers of Comfort Armour do not have ·to breathe; they . 
can remain underwater indefinitely. with no ill effects. Even better, they ignore 
extremes of temperature. ln. the hottest temperatures they are cool · a~d 
refreshed, in the coldest temperatures they are warm and snug. This provides 
them with 7 points of armour from heator cold~bas~d atta~ks. . , . · ~ 

THE ENGINE OF PRODIGIOUS BLOWS 
Availability: Unique 

Cost: . 104 : 
Difficulty: N/A 

Appearance: The Engine is a suit of plate armour made of metal that 
has been polished .to a fine sheen. Although it can 
become scraped, dirtied, dented, or, dC~maged in battle;· · ··· 
within a day all of the indignities it has suffered will 
magically have been repaired or corrected. It is a very 
large suit of armour; the wearer will seem to be half a 
foot taller and about four inches broader at the 
shoulders while wearing it 

No one knows the precise origins of the ornately-named Engine of 
Prodigious Blows. Over a dozen years ago an unknown warrior walked into 
Bastion wearing it. He gave it the name it is now known by, though he would 
not say where he learned tha~ . name. Within a fortnight someone knifed him 
while he wasn't wearing the armour and stole it. In the past decade it has , 
changed hands over half a dozen times; for all its pawer it seems unable to save 
its wearers from dying within a few years after they acquire it Some people , 
claim the armour is cursed. 

However, everyone agrees that. it ' Is aptJy_ named, for i~ increases the · , 
wearer's strength to an enormous degre~. Wearers whose Strength is lesSthan 

· 16 have it raised to 16; those with 16. Strength or greater a +4 bonu~ to. · 
· their Strength: The wearer.also gai~s, ~ri additional + L6 · 
provides the same a suit of m<)il. 



made of 
.wood and metal. An individual's coat of arms 
might grace the shield, or it might have other 
decorations. It can be any size, from a small 
round buckler to a large rectangular shield 
covering most of the user's body. 

This enchanted shield is more powerful than it initially appears. It looks 
like an ordinary shield, and weighs the same as one. It provides no defensive or 
offensive bonus. However, its · powerful magic comes into play whenever it 
blocks an attack.- attackers take the damage they would have delivered had 

· their attack hit! 

In game terms, whenever people attack characters with a Shield of 
Retribution and miss by 1-3 points, they must roll damage normally and apply 
that damage to themselves. Armour and other forms of protection will reduce 
the damage in the usual fashion. If the attack misses by 4 points or more, it was 

' so badly off target that no shield was needed to avoid it, so the shield's magic 
does not come into play. The Shield will reflect up to 18 points of damage. 

For some reason the Wardens of Bone-Wail are trying to collect as many 
Shields of Retribution as possible. They have issued a standing offer of 2,000 
Natlaw Tasks for every one delivered to them, and so far they have gladly paid 

r in full whenever someone has offered them one. The Alliance of Kings is 
. extremely worried about this, and is thought to have deployed spies to find out 
what the Wardens are up to. No rumours of what, if anything, the spies 
discovered has trickled down to the streets. 



Availability: ·/ Uncommo~··· ·• 
Cost ' 38 . ·' . · • ' . , , 

· Difficulty: 20 ··· •X .. > 
Appearance: Staffs ··~f Shieldi~g}~ri · look like just about any 

staff. However, the most .common . appearance ,, .·•; 
·for' them is' ;(straight staff of dark brown wood •• '~>: .. :·::: . 
. sometimes carved,iwith rune~· and glyp~s. and 
shod In copper. . . . . 

,. ,., :'-

The Staff of Shielding is the preferred. enchanted staff for Wird users who 
fear being attacked by their brethren. It provides 7 points of defense against all · · 
elemental and Wird spells. In the case of spells that do riot' cause direct damage, · 
the Staff's . protective magic reduces the spell's effect by 7 points (or, at the 
game master's optLon, imposes a -4 result penalty on the spell casting rolls ofa 
Wird user who attacks the staff's owner). 

TALMERAIN'S WONDROUS WAND 
Availability: 

Cost: 
Unique 
172 

Difficulty: N/A , 
Appearance: , Talmerain's Wondrous Wand is .. a slim n;>d of 

copper . a,bout . two · f~et long. The end of the 
wand is tipped with a beautiful sky'~blue crystal;, · 
similar, but much smaller, chips of crystal run 
along the length of the wand in a spiral pattern. 

Talmerain Halidorn was a famous Wird ~ser who lived. over a hundred 
years ago. Known for both his towering 'intellect and his capricious sense of · 
humo~r; he was a favourite of ~any in Providence, fro.:O lowly barkeeps, to 
adventurers, to kings. One ofTalmerain's many distinctive items of equipment 
was this powerful wand, which he cr~atedhimself (he was a master enchanter, 
and is thought to have leftmanypowerful magical items behind when he died). 
Talmerain was killed during the Lost Wars, and ,his Wand disappeared; ~ith luck 

· .. · it' wi,ll tum up soon in the hands of ~oinoon~ loyal to the Alliance. of ~lngs~ ·• 
·:· . . , __ , . ..:~y ., ::.. _;. :, . _,·.; --~~ - "_ .·--<. ':· -'-''";~~ 'i::·:)<:;.: 'l· ·~-----·-:\<· .' ·_ t_ :,''' ·: ~- ' ::~--·>s.~-: ·. ;:->--., .. ; .. __ , 

The Wand passesses .IS charges per. daY, V!'hi~ can be'used on any of five 
Fire Ball (as the spell ofthe s.aln~.~a~e) ,;';;:'- ' ~·; ; +~;,;,'· .· · ····. 

, . Bolt of Earth (as the , • ..• of\h'e' sanie 'n~me) :,:;~, 
J..augh~er · 



Difficulty: 
Appearance,: is, most oft.en mad~ of ivory. The end 

that is pointed at the target is usually carved to 
resemble a highly stylized arrowhead; this part 
of the wand may· be gilded or decorated with 
precious stones. The end held by the user is 
sometimes carved with a design of parallel lines 
intended to represent the fletching of an arrow. 

Wands of Arrows are common, if relatively low-powered, offensive 
magical items. Each one possesses either I d I 0 x 2 charges, after which the staff 
will become a standard weapon, or has the same charges which can be used 
each day. Up to five charges may be invoked in a single action. Each charge 
creates an arrow of glowing, golden light that is projected into the target. The 
arrows hit with +4; in addition, targets receive a -4 penalty to dodge the 
arrows. Each arrow does 9 points of damage. 

WIRDSTAFF 

Availability: Uncommon 

Cost: 140 
Difficulty: 29 

Appearance: Each Wirdstaff is distinct; they don't have a 
common appearance 

Wirdstaffs are frequently used by the spell casters of Providence. By 
tradition, Wird users can make their own Wirdstaffs, not have someone make it 
for them. The Wirdstaffs range from elaborately carved wooden staffs, to 
gnarled sticks picked up from the floor of some forest, to spars of glittering 
crystal decorated with gold and gems. Wird users who are not skilled in wood 
working or crystal working may buy the actual staff from someone who i~, but 
they always do their own enchanting. The actual process of creating a Wirdstaff 
requires a great deal of time, often taking years of work to imbue the item with 
the variety of basic abilities. 

Although Wirdstaffs differ greatly, many of the items possess a number of 
simple abilities. The basic powers of most Wirdstaffs are fourfold. First, they 
provide a +I bonus to all Wird skill rolls when the owner casts spells. Second, a 
Wirdstaff often provides its owner with 3 points of armour against both 
elemental and Wird magic. The staff offers no protection against mundane 
attacks, such as those of swords, except insofar as it might be used to parry 
blows. Third, characters with a Wirdstaff are less likely to become lost; they 
automatically gain the Trait Absolute· Sense .of Direction. Fourth, a Wirdstaff can 

. . . ·>". .,. ' · .~ .. , . 1- ' 



AMULET OF FREEDOM 
Availability: Uncommon 

Cost: 38 
Difficulty: 20 · 

Appearance: Typically this amulet is a circular disk of wood, 
metal, or crystal, . carved or etched with a Y- " 
design which divides it into three identical 
triangular sections. TheY may be inlaid with gold 
or other precious metals, and geins 111ay. be set .· 
into the triangles:- · ' ' ' · 

Wearers of this amulet cannot be res~rained in any way.Jangled growth 
parts to let them pass through unhampered, quicksand can~ot hold them, ropes 
and chains tied around -

..... ~PP""'"'~ 
them fall away with no 
effort on the wearer's 
part For game purposes, 
wearers of the Amulet 
of Freedom gain +9 dice 

to all rolls made to 
escape any restraint. 
Wearers can, however, 
be grabbed and held by .. 

. a person's hands. 



,. 

These are sturdy leatherboots which reach up 
to the wearer's knee. They can adjust shape to 
fit any feet or legs. 

These boots provide the wearer with powers equivalent to the spell Wall 
Runner (Main Rule Book, page 190). This power may be activated up to five 
times per day for up to ten minutes per use. 

CLOAK OF WINGS 
Availability: Uncommon 

Cost: 20 
Difficulty: 17 

Appearance: Most of these Cloaks are made of brown 
leather; many are embroidered with patterns of 
flying raptors. 

The Cloak of Wings is illegal in many parts of Providence (The Alliance of 
Kings in particular), since it provides the Fallen and others of their ilk with the 
means to violate caste restrictions. The Cloak can convert into a pair of 
working wings (typically of Seraph-like appearance) of Tier 2 power. These 
wings last for one hour, plus one additional hour per charge used; the average 
cloak has five charges. The wings merge with the wearer's body in such a way as 
to make it impossible to tell that they are not the real, naturally-grown thing 
(unless someone uses Detect Wird or similar abilities, of course). Rulers and 
nobles who get their hands on one of these cloaks typically burn it; anyone 
caught making one or using one usually suffers severe punishment, up to and 
including execution. 

SHADOW CLOAK 
Availability: Uncommon 

Cost: 46 
Difficulty: 21 

Appearance: Shadow Cloaks are hooded cloaks made of fine, 
jet-black silk. They are never adorned in any way. 

This enchanted cloak, loved by thieves and others of similar stripe, grants 
its wearer the ability to blend into shadows so well as to be unseen. When in 
shadows or darkness, the user is considered to be invisible, per the effects of 
the spell (Main Rule Book, page 195). 



' geins, 
, :the like. However, 

they can be made 
of wood, resin ; 
crystal; or other .. 
substances, ' and 
adorned , as the 

Shield Rings are well named, for they · 
. provide their wearer$ with pr6!ection equal .··.,,. 
to that of strong armour. The wearer has 7 
points of defense agai~st nor~aJ. attacksand 

. elemental spells; the ring offers no protection· 
against Wird sp~lls: 

Availability: 
, Cost: ,· 

Difficulty: . 
The Talisman is .i large, ~;,ulet-like piece of gold 
jewellery. It is shaped like anine-rayed sunburst 

····· with a beautiful , ruby set · in ... the centre. A 
particular rune or glyp~ . adorns each ray of the . 
sunburst. When, someone invokes a given · rune.'· 

, or glyph; it glows with a faint reddish light. · 

Ronas Numalia, called •:the Mad" because of his deranged desire for 
. absolute power, lived over a, th9usan~ years ago. During his time he explored 

. "' much' of Providence in search of great Wirdpowers and enchanted items. He 
( also made many . magical i,tel)l$ of 'his ,owii, i r\cfudirig ·. hi~ ·•· famous, Tali~111an. , , 

'' . Following his death at the .hands of unkn,.own; ~~t ~ppa~~?~Y magiCally powelf~l; , : 
assassins, . his : ~o-,y~·r . YfaS l~oted ~an,d i his · ·. · t~~sures a~~ knqwledge ',,, . 

. s~ttered ~o the , has reat•Peared 



Mryoane,',who ,, , 
possesses nine powers, one for 

:'- -· .. 
each run~ carved,on it Activating each power cos~s I Wird, but no Wird has to 
be paid to maintain,, them. No more than two powers can be in use at once. The 
runes, and the powers associated with them; are: 

/ . 

Melborin, the Rune of Valour: The wearer feels no fear, and gains +9 
dice against any spells or powers that are supposed to induce fear. 

Tressal, the Rune of Protection: The wearer has 7 points of armour 
against normal attacks and elemental spells. 

Churesoth, the Rune of Agony: The wearer can invoke Torment, as 
the spell of the same name, in one target This power cannot be used on 
another target until the first victim is released from its effects. No other 
Talisman power except Heivlyn can be active while Churesoth is in effect. 

Felgored, the Rune of Defense: The wearer has 7 points of armour 
against all Wird-based spells. 

Selvrek, the Rune of Destruction: The wearer can invoke Acidic 
Touch, as the spell. of the same name. 

Numor, the Rune of Light: The wearer can use Flash, as the spell of 
the same name, on one target 

Heivlyn, the Rune of Comprehension: The wearer can understand 
anyone speaking to him or her, whatever the languages spoken. This power 
costs no Wird to activate or use. 

Kelmarath, the Rune of Strength: The wearer's Strength increases by 6. 

Argoz, the Rune of Command: The exact nature of this rune's powers 
is unknown. It seems to do nothing when activated. However, legend says that 
Ronas built a gigantic golem of crystal, and that this rune can command that 
golem. This may be true, but no one has ever found or seen the golem. 



The product of the alchemist's trade, these enchanted items must be 
consumed before their powers take effect They come in a wide variety of 
colours and consistencies, and are usually packaged in glass bottles or leather 
wineskins. Adventurers tend to prefer wineskin, or even to have their own 
special potion bottles made of metal, to prevent (or at least minimize) loss of 
the potions through breakage. 

DISGUISE POTION 
Availability: Rare 

Cost: 18 
Difficulty: 17 

Appearance: This potion is typically greyish in colour. 

Characters who drink a disguise potion can change their appearance to 
resemble any one specific other person. The person whose appearance is to be 
assumed must be well known to the user, or be visible to them. The 
transformation affects not only the gross physical appearance of drinkers, but 
such things as the colour of their eyes, their body language, and the sound of 
their voiCe. The change lasts until users of the potion voluntarily transform back 
to their normal selves, they are knocked out or killed, or one hour passes. 

ELEMENTAL RESISTANCE POTION 
Availability: Common 

Cost: 18 
Difficulty: 17 

Appearance: This potion's colour varies depending upon 
which element it is effective against: Earth 
Resistance potions are grey-brown; Air 
Resistance potions are white or sky blue; Flame 
Resistance potions are reddish-orange; and 
Water resistance potions are a dark blue-green. 

This potion, actually a class of several different potions, provides the 
drinker with protection from spells with a particular elemental special effect 
(not elemental base). Each one grants the drinker 14 points of armour against 
that specific elemental special effect. The protection lasts for I 0 minutes + 
I d I 0 minutes. 

It is not possible to create a potion which provides Elemental Resistance 
to more than one element However, some alchemists have developed potions 
that allow the drinker to resist spells with rarer elemental special effects, such 
as acid, ice, and light 



ft:~~ . 

The Elixir of Youth is usually clear,, in colour, 
though some varieties are golden or light blue. 

The fabled Elixir of Youth is extremely rare; an alchemist who can make it 
is assured of good fortune and prosperity. People who drink it have their bodies 
effectively become five years younger. This won't increase someone's life span, 
but will increase the amount of time they can remain at the peak of physical 
condition. The wealthy and powerful often use these potions to maintain their 
health and good looks. Eventually, the potion will remove less and less time 
from the user's body. 

Availability: Common 
Cost: 18 

Difficulty: 17 
Healing Potions are usually red or pink in 
colour. 

This potion is a favourite of many adventurers, since it provides them with 
a means to heal the. injuries they suffer. Each dose acts as the Level 3 spell, Heal 

. Self/Heal Others. Alternately, if drinkers have a disease or illness of some sort, 
the potion can act like the Level 3 spell, Cure Disease Self/Cure Disease 
Others, instead of healing. 

Availability: Common 
Cost: 18 

Difficulty: 17 
Appearance: This item is a small handful of powder. The 

powder is silver-grey and glitters as if there 
were chips of mica in it. 

This item is one of the most potent weapons in the alchemist's arsenal. ft 
can affect one target up to two yards away; it cannot be used in high winds or 

, rain. Anyone hit with a dose of the powder will be incapacitated by a fit of 
sneezing, coughing, and choking for I + I d I 0 rounds. During this time victims 
can make no attacks and cast no spells, and are considered "unaware" of all 
attacks against them. The victim can make a Constitution + Aura roll against a 

q. 



.· oJhis potion ·~ or, more accurately, . ~dd ;-, is not me~n~ to be drunk. but '.' 
rather to be used as a 'tool ahd a \¥eapon. Each b?ttle's \'y'Or.th,of 
A<:id will do I d I 0 damage to a ta~get for 2-6 rounds; it wllleat; through 
flesh, or bone with · equal ease. Alternately, sTaner~~qunu ~f the. acid can be 
used to eat · through Jocks and hinges, jail cell ~ars,and the like., The 

. substances known to be impe~ious to it are glass .and crystal. 

Availability: 
Cost! 18 ' 

Difficulty: 17 
Appearance: This potion is usually dark red. 

Availability: 
Cost 3 

Difficulty: I I 
Appearance: 



potion in their workshops, laboratories, and 
homes as a trap for intruders and thieves. Anyone who drinks it must make a 
Constitution roll against a Target Number of II or fall into a deep sleep for 
ld I 0 hours; the victim cannotbe roused from this sleep in any way during 
that time. 

Availability: Rare 
Cost: 18 

Difficulty: 17 
Appearance: These potions are usually beige or greenish in 

colour. · 

A Transformation Potion allows users to change their shape into any one 
animal of thei~ choice. The creature cannot be more than twice the size, or a 
tenth the size of the · user. The characters will possess all of the standard 
abilities of that creature, but not including magical powers. They will not fo rget 
their own spells or memories, but cannot cast spells while in the animal form. 
Drinkers of the potion revert to their normal selves whenever they want to, 
are killed or · knocked unconscious, or one hour passes. If they voluntarily 
return to their normal form, they cannot change shape again without quaffing 
another potion. 

MlS_C.E.LLAN.EO_U.S_.ENCHAtiiED_JIE.MS _____ _ 
A THOUSAND THREADS 

Availability: Rare 
Cost: 300 

Difficulty: N/A 
Appeat·ance: This item is ·a large, leather-bound book. Decorative 

pieces of copper and gold guard the book's corners, and 
it is bound with a steel clasp in the shape of an owl's 
talon. The pages are made of ivory"coloured vellum, and 
are covered with a small, yetprecise, script in black and 
red inks. The first page says, "A Thousand Threads: The 
Tapestry of Wird: Being an Investigation and Exploration 
of the NaturE~ and Uses of Wird." The author's name, 

· gold ink , and .. fapcy · 



- Written ···· 
·years ago, A)holisand, . hr,.:itk"·>< 
Eranis Taklano's groupd 
discussion of magical theory, has , 
become on.e of . the standard 
manuals ofWird use in P~vldence. 
Unfortunately, few. copies remain 
extant, and most of those contain 
many tiny errors and mistakes 
made by the copyists. 

This is one of the few . 
remaining copies written by 
Taklano himself. It would be 
valuable for its age and beauty 
alone, but to a Wird user it is· 

· priceless, for it contains Taklano's 
correct, unedited, magical secrets. 
A spell caster who possesses it can 
learn any spell listed in this or any 
other Providence -book, ' and can 
do so in half the learning time that 
studying would normally take. 
Furthermore, the . Enchantment 
and Wird - Casting skills of the 
book's readers are raised by two 
levels when they consult the book 
before enchanting an item. 

CLOTH OF ENDLESS REPAST ... 
Availability: Rare 

.Cost: 13 
Difficulty: 15 

Appearance: 



of moss and 
lichen. To many 
people they 
have a disturbing 
appearance of 
half-life, or of flesh 
m o't t I e d i n t h e · 
corruption of death. · 

Moss Masks are a form of 
·.·. . item used by the Gath Hadatchi, a branch of 

famous Kestrel . warriors. A Moss Mask allows 
.. · wearers to assume the appearance of anyone they please, similar to the effect 

· of the spell Disguise Self, but it automatically grants wearers the Disguise Skill 
at Level 6 (if they do not already have it} and a +IS bonus to the roll. 

. Typically a particular Moss Mask is created for a specific Gath Hadatchi, 
and as such is useless to anyone else. However, rumours say that a flaw in the 
creation process has created some Moss Masks that are usable by anyone. 
Other rumours say that certain arcane spells can bend a captured Moss Mask 
to another person's will. 

. Availability: Rare 
Cost: 58 

Difficulty: 23 · 
Most Stones of Phantom Form are crafted from 
semiprecious gemstones, such as amethyst. A few are 
made of nicer gems, and occasionally a caster will make 
one from an ordinary pebble or rock to disguise its 
appearance. 

When one holds this enchanted stone, it grants the power of Body of Air, 
as the spell of the same name, If they drop the stone, the power instantly turns 
off. Users cannot hold anything else in the hand that holds the stone. The 
.stone's power cannot be activated ~y wearing it or keeping it in a pouch; it must 
· be held in the · 



Difficultyf.':i 
Appearahc~:\,·The' .. . ... .. . )s , ..... . 

,) · • ' Which' has· been •· exquisitely shaped .·.· . pegs 
, are o( ivory, and its . Strings of silver: Inlaid . alopg ·the arms 

':· of the harp are pieces of ivory depicting monsters ''"' ,,,• ·· 
' ·battling warriors; thework is of unmatched quality. Th~ , · 
' harp is ~an:ied in a ease which has been 'enchantedto 

prevent any harmfrombefallingthe inst~umentP• · · · .. 

Zabrialle was an adventuring troubado~r and o~~~time courtharpist for .. 
the King of Cry·Star. Of course, that Wa's 'over SOO;years ago, and Zabrialle ,, 
disappeared on a trek .into the. mountafns1 but tales ~re still 'told of tht!,::· 

· amazing lllagical harp she creat~d. · ~ecaus~ of its fine craftsnianship,an1 the ;. 
magics infused in it, the Harp increases the musical skills of anyone. who plays 
it by two levels '(this bonus only applies ';toplaying ·the Harp a~d any 
accompanying singing)/ . ; · . ,, · 

However, that is the least of the Harp's powers. When 
combination of strings are plucked,,the foll~wing powers can 'be evoked:· . · 

Slumber: A ~i~gle liste~er .can be n'l~de' to .fall asleep for an ho~r: This , 
effect cannot beresisted in any way,, nor, can the Victim be awakened in any 
way during that hour except by the playing of a song of waking bythe master .. .• 
of the Harp. ...... . . ·• ' · . . . , 

. Merriment: ~II who hear the Harp}~ It is played be~ome joy~u~ and 
content They will refuse to fight, giving up combat. or quarrels for dancing, 

· joking, and the like. They are considered to be :·unaware" of any attackS made 
· against them by persons not' so affected. ·· . . ' . . ' 

Terror: By playing a song of disaster and woe, the Harp's master can 
invoke. fear in. any single list~ner. Unless characters make a Willpower roll 

·. against a Target Number II, they will move away from the Harp and harpist as 
. fast as they can for at least ten minutes. · . 

Breaking: By striking the right chord, the tiarp's master ·can affect, a. 
··• single object no more than 10 yards away with the spell Shatt~r:The effect is . 

automatic; the harpist need ~ot roll to·"hit'! the ~bject ~ith this effect... ·I 

. ·. ,. . ·_ <':. ''::._ -' -.. ~-~:'.·' :,:. ·:;'--, ,' __ <;· •• _-.:- , . ::·,_. _~}'. --~~ ·:'- ·<; /. j .. ·. ·,_ .. ,,,.> ·_ : .. ~t ::::,_~ _ . . ·: ~ 

lnspirat1on: Anyone Jjste~ing to;the ,harp.i~f,,Whpm the,.~arpi~~,wispes to , · 
to deeds of valour and as if , of ' .. . -,_ .. -., 





. Therefore, everything inthis chapter · is strictly optional. 
may choose to use it, or th~y may simply ignore i(jf theyf(!el it will make ' 
characters too powerful, or will open dimensions to their campaigns'that 
would prefer not to explore just yet Read this chapter over and 
implications of each part carefully; if you th in~. som~thing . ~.ere 

your campaign, try it out for a while .. If it doesn't work, you always 
using it Be aware that some of these rules, such as the new spells 
mental power; can significantly change the ''feel" and nature of your r•rr•n•"m 

and proceed with caution, 

The. world of Providence does not make use of mental powers~ We did 
not want to introduce . them and deal with the repercussions of mind­
controlling characters who can get out of any situation by dominating or 
influencing characters. Nonetheless, some players and game masters may 
to use mental powers with the Creative System: For this reason, we chose to 
present them in the Book ofWird. Players and game masters should take note 
that this does not affect the world of Providence as we have presented it The 
mental powers and spells we publish are an option for those game masters who 
wish to introduce them in their games. There are no characters in Providence 
who possess mental abilities . . 



Intelligence is the equivalent of Coordination for mental combat. 

Willpower is the equivalent of Strength and is used to resist the effect of 
mental powers. 

Psyche is the equivalent of Constitution and is used to resist the long term 
effect of mental powers or to throw them off once they are affecting the target. 

Mind 

Mind is the mental equivalent of Body. ·Like Body, it is calculated using 
other base Characteristics. 

Mind = 6 + (the highest of Willpower or Psyche) + (the average between 
the lowest Characteristic from the previous calculation (Willpower or Psyche), 
and Constitution), divided by 2, rounded down) 

Characters must use their base Constitution, and not modified Constitution 
from any spells or powers like Modify Characteristic -Constitution. 

Example 

A character has a Constitution of 3, a Willpower of 0 and a Psyche of I. 
The character's Mind Characteristic is calculated as follows: 

6 + I (Psyche of I is higher than Willpower of 0) + I (Constitution (3) + 
Willpower (0) divided by 2, rounded down, equals I) = 8. 

Therefore, a character with a Constitution of 3, a Willpower of 0 and a 
Psyche of I has a Mind Characteristic of 8. · 

CREATURES AND MIND 

For game . masters who wish to avoid very tough creatures from being 
highly resistant to mental powers, simply reduce Constitution ratings higher 
than 3, for example aTorrader with a Constitution of 25, to 3. 

Example: 

The Torrader, which has a Constitution of 25, a Willpower of I and a 
Psyche of -I calculates its Mind as follows: 

6 + I (Willpower of I is higher than Psyche of -I) + I (Constitution 3 
· (reduced to 3 from 25) + Psyche of~ I, divided by 2, rounded down, equals I) = 8 



. . > 

.. Mental damage is always considered So~ damage. Generally, these • 
· attacks are n~t lethal :. $omeone has to do Qverkill d~IJlage to kiUa characcet: 

Mental wounds are healed precisely the same way as Bod( Wounds; ihe 
damage penalties f~r mental wounds are the same as physical wounds ··.· .. 

. Slight wound is -I die penalty). These penalties are n~t, . however, run1ulotiv .. 

with physical wounds. 1 ' , . 

fAMlLIA.a.Jt..R_.....;__._ 
COST: + 3, +5, or +I 0 points . 

A familiar is a mystic companion· fora Wird u~ei: Although a. familiar can 
fill many different roles, and ser;ve its master in many different ways; it always 
improves its master's ~bility to cast spells: . .. . 

A familiar may look like just about anything a player wants it to; though 
animal forms are the most common. As a general guideline, a familiar should be , ' 
no smaller than a sparrow, and no larger t~an a bear. Mo~t familiars are roughly · · · 
the size of a house cat or mediu~~sized dog. • 

Players who w~nt to buy a familiar for their charactermust 5lesign that , 
familiar. The cost o( this Trait is based upon how many points. the familiar is built . 
with. For + 3 points, the familiar is built as if it were a Normai character (see , 
the character creation Points table on page 33 ofthe Main ,R,ule Book). For+S 
points, the familiar is. built as if it were a Low Level charactei: For +I 0 points, ;> 
the familiar is built as if it were a Medium Level character. · · •··· 



\ 



Second, and perhaps more importa~tly, having a familiar can improve 
Wird user's ability to cast spells.lhjs ability costS I 0 points. Provided that the 
familiar is within 5 yards of its master, the master receives a +I on all Wird - · 
Casting rolls they make (not +I die, a +I res~lt on the fOil). If the familiar is ·•· 
further away than 5 yards, or has been knocked unconscious, this benefit does, 
not apply. Furthermore, if a familiar is killed or abandons its master, the ·. 
character not only loses this bonus,, his or her Wird - Casting skill is reduced " 
by one level. 

Although characters pay for their'. familiars, the familiars are not 
completely under their control. In essence, familiars are non-player characters 
over which gallle masters ·.exercise. ultimate authority. ln . ordinary 
circumstances, players should be allowed to dictate what their characters~ 
familiars do ("Kareel's familiar will creep through the ~nderbrush to see . if he ' 
can spot the Blight .Crow we're looking for:' "Kareel's familiar will try to scratch 
out the Blight Craw's eyes"). However, if characters abuse theirfamiliars or 
expose them to danger all the time, their familiars may . rebel, and that means 
it's time for the game master to take control of_the creatures. This could lead 
to an interesting adventure where a familiar flees ordemahds some sort of. 
"proof of loyalty" from its master, forcing the character to find and bring the 
familiar home (or provide the desired "proof") . 

. B_EHAVIOU~O_TAL __ -:.--.-----.------"---'----~ 
COST: cannot be purchased 

This Trait is not available to player characters. Anyone with a Behaviour - . 
· Total is completely obsessive, and borders on · insanit}'. People who have this · 

Trait are incapable of living a normal life. Extreme Behaviours greatly influence a 
character's actions, but ,a Total _ Behaviour is , dangerous as . it· co~trols . the" . 

· character's every waking action. • When. characters attempt. t~ resi~t a normal , . 
Behaviour, gaJl1e maste-rs may request ~'NiUpo~er roll againsta Targ~t Number . 
of 3, though a roll is not required ~· i.~ sh~~ld. be lef to the " · to roleplay 

: the behaviour properly. Whtm '{ ,character attempts to.· ·· Extreme . 
. Behaviour, however, the charactk make . . · 

'! . ,., ... _,:. __ , ... _ . .. :,: 

· Number of. 7 in order to 
"'' ' ·o. , _, 



. · ..... •· . . ..·... ·... ... . ... · . against a 
2:0t,.;.Target . of 19; Thi~ :m*es it impossible formost characters to resist a 
.· ·/< Total Behavio~r. · 

MENTALAWARENESS ________________ ~ ___________ : ___________________ _ 
COST:+S 

This Trait functions exactly like the Trait Wird Sensitive (see Main Rule 
Book, page 57) except that mental powers and effects are seen, not Wird 
powers and effects. Characters with this Trait are also vulnerable to mental 
powers - lower the character's Mind by one for purposes of mental attacks. 

_S_IR.ONG--.MJ.~O_.=W.EAK .. SO.OY ______________ .. _ _ _ 
COST: +3 

This Trait reflects the mentalist characters from comic books who have 
weak bodies but possess potent mental abilities. Characters with this Trait may 
use a negative Constitution rating at a positive value only for the purpose of 
calculating the Mind Characteristic. 

IO_U_G_H_M_IN.O _________________________ _ 
COST:+3 

This Trait is the mental equivalent of Heavy-Boned. Characters with this 
Trait increase their Mind by I. 

W...EAK .. Ml~.O _______ ·-----------------------------------.. -
cosT: -3 

This Trait is the mental equivalent of Light-Boned. Characters with this 
Trait decrease their Mind by I. 

Just as with other Shard powers, characters with mental Shard powers 
need to purchase skills to use their abilities effectively. As with other power 
types, there are two types of skills available; the Learned skill Shard Power -
Mental Power or the Innate skill Shard Power - Specific Power. The new skill 
Shard Power - Mental Power works exactly the same as Shard Power -
Control or . Shard Power - Ranged Attack (see Main Rule Book, page 89), 

· · except it only works for . mental-ba.sed Shard powers. The Characteristic 
nev.;.skills is Intelligence. 



Mental pc)...;ers, unl~;s 'indicited . .. do an amount of mental > 
damage equal to the Wird Effect column on the Po.,.;er Chart (see Rule Book, .·. 
page I 02). Mental wounds heal at th.e rate of Soft damage (see Rul.e Book, page ··: 
228).Ais9, with the sole exception of Mind Blast, all powers wo~k. against the 
maximum Mind Characteristic of targets, regardless 'of· how rriuch mental 

· damage they . have .taken. For exarriple, a .· character .. with a ·~ Mind of :7 was , .x> 
attacked by a mentalist who used Mind Blas(reducing'the target's Mind to 3. If :1.;:.· 
the character is then attacked by a mentalist using Emotion Control, for ' · 
example, the character is considered to have a Mind of 7 (the character's 
maximum Mind) to. resist the eff~cts 9f all Emotion Control attacks. However, i( 
the character is then attack by Mind Blast again, damage i~ resolved against the 
wounded Mind Characteristic of 3. ~ 

If a power, like Emotion Control has a damage rating, its . effect is based on 
the wound Category: ''inflicted;' .the effect .· of the power disappears once the 
character heals the ,"wound." Targets, howe~er, do not actually take ,the damage 
from their Mind Characteristic~ They only suffer its effect }he rate of healing is ; : 
the same as wounds inflicted by Soft damage (see Rule Book; page . 228). This 
healing rate determines the duration of the power- so long as characters are still 
"wounded;' they . are . still affected by the 
power. Once the wound is healed, the affect of MENTAL ARMOU~ AND WIRD ARMOUR 
the power has reached the end of its· duration. · 

Unless otherwise indicated, · characters 
. , using alter mind powers must affect their 

targets using Intelligence + Shard Power< ... 
Mental Power against a TargetNumber of7. 
The target's Intelligence + Willpower act as a 
negative die modifier. , 

Example: 

A character with an, Intelligence of 2 
and Shard Power- Mental Power at·level 

Damage from mental attacks can only be 
resisted with Mental Armour (either the Shard 
power or from a spell) and Wird Armour (again, 
either from the Shard power or from a spell). 
Game masters may choose to allow Mental 
Armour to be the only source of protection from 
mental attacks, though we recommend Wird 
armour provide protection as well. This grants spell 
casters some level of protection from mental 
attacks, preventing mentalists from completely 
dominating (figuratively and literally) a game. 

attacks someone with an Intelligence 'of· I, 
and a Willpower of I. The mentalist's 4dice are reduced by the target's2 dice.) 
The mentalist now has to rolLa 7,using 2di~e to attack ' 

-'. ·./" .;,..: ' i -~-- _::: :; .: -. • ... , ,, ' ·.'.' ·:·,:,:::\ .... ·.·. :>-



Area: 
''Range: 

,~·. 

Power Type: 

Emotion Control permits the user to manipulate a target's emotional 
state. The Tier of the power determines the amount of damage one inflicts. To 
determine the effect of the power, the game master must determine the 
target's emotional state on the Empathic Manipulation Table. The wound 
category determines the number of shifts which are made either up or down 
along the Empathic Manipulation Table (below). 

Slight: one shift 
Grave: two shifts 
Devastating: three shifts 
Dead+: four shifts 

EMPATHIC MANIPULATION TABLE 

joy · jealous~/Env~ Anger Love Hatred 
Neutral Disinterested Calm Disinterested Disinterested 

Sad/happy jealous/envious Angry Romantic attraction Dislike 
Depressed/joyous Greedy/Desirous Enraged Love Hatred 

Suicidal/elated Blind jealousy/envy Furious Madly in love Blind hatred 

Multiple applications of Empathy Control are not cumulative. See Alter 
Mind Powers on page 199 to determine how targets resist Emotion Control. 

MIND BLAST 
Area: Target 

R.ange: I 0 Yards 
Power Type: Ranged I Action I Mental 

This power is used to damage a target's mind. The power does damage 
equal to the power's Tier on the Wird Effect column on the Power Chart (see 
the Main Rule Book, · page I 02). The damage affects the target's Mind 
characteristic and ignores all armour except Mental and Wird armour. To strike 
successfully, attackers must use their Intelligence + Shard Power- Mind Power, 
against a Target Number of 7. The target's Intelligence + Willpower act as a 
negative die modifier. Targets who fail this roll are affected by the power. 



Range: 

Power Type: 

This po'wer function exactly th~ ' $ame ~s ilie, Shard power Wi;d Armour 
(see Main Rule Book, page 146) except it is only effective ,,a~inst mental ), 
powers and mental spells. 

MIND CONTROL 
Area: Target 

Range: I 0 Yards 
Power Type: Control/ Action I Mental . 

This power permits the character to control a target's . actions . . 
Commands must be given verbally or via telepathy in a language that the target . 
understands. If the command is vague, the target may interpret it differently. 
For example, if a character delivers the command "attack;' the target may 
attack the mentalist However, the command "attack the Gargoyle" is clear, 
unless of course there is more than one Gargoyle present.., 

The exact strength of the control depends on the Tier of the power 
{Wird effect column), and the wound category. Refer to the table below. Mind 
Control functions as an alter mind power (see page 199): · 

Slight: 

Grave: 

Attacker gives the target a Behaviour. ' 

Attacker gives the target a Behaviour, but all rolls to resist (if 
the game master wishes) are made at -I die .. 

Devastating: Attacker gives the target an Extreme Behaviour 

Dead: Attacker gives the target an Extreme Behaviour, but all rolls to 
resist are made at -I die. 

Overkill: The attacker gives the target a Total Behaviour. 

In addition to the initial roll to resist the power, targets of a Mind Control 
attack may make a Willpower roll (against the Behaviour; Behaviour- Extreme, 
or Behaviour -Total), every round to attempt to resist any command. Note: , • 
Characters can attempt to resist the command only when they have to comply 
. with it For example, is character~ are commanded to kill Regent Caiylus, they 
need to attempt to resist the command only wh~n they are in the pre~en~e of 
Regent Caiylus - vthen the Regent is not present, characters do not need to 
resist the command . . However, ihharacters are given the command ' 'fi~d 
Regent Caiylus:· they wiU probably try toxesist the c9m111andevery J"?U~d ~ntil 
the command . fades. Commands fade when the character. ''heals'! · the effect· of 

, .. ' ' ' 



{command once does 
. ,;:;·~ari 'that t~enr~ im~une t~ Jhe p6wer.The ~entalist can c~mmand the 

to perforn}'the same action fl1ultiple times. Victims of Mind Control are 
free of the command when the wound from the attack is healed . 

. ' ..... _ ., 

Multiple applications ofMindContr~iare not cumulative. 

Area: Target 
Range: I 0 Yards to establish the link I unlimited once 

established 
Power Type: Control/ Special/ Mental 

This power enables a mentalist to establish a psychic link with one or 
more characters. Any character involved in the mental link will be able to 
mentally sense the state of the others within the link; they will be able to tell 
the location of these characters, how they are feeling, what they are doing and 
whatever else the game master feels they can sense. This link, however, 
sometimes presents a problem. Game masters may decide to allow damage 
suffered by one character to affect others within the link like a damage 

.. , feedback. Characters can break their connection to the link if they wish. If they 
do not, however, they will suffer the wound penalty of the most injured 
character within the link. Also, game masters may wish to allow attackers to 
use Mind Link to attack characters involved in the link mentally, regardless of 
the range to the target If one of the characters involved in the Mind Link is 
within the mentalist's range, then any characters involved in the Mind Link are 
considered within range. Note: This does not mean that by attacking one 
person, all characters are attacked. It simply means that the mentalist can use 
one character's mind as a conduit to ·another character's mind. 

The number of characters that can be involved in a link is equal to the 
· Tier rating as listed on the Wird Effect column on the Power Chart (see Rule 

Book, page I 02). 

A Mipd Link may not be established with anyone who does not wish to be 
linked, since characters involved in the link may break their connection to it at 
any point. If the mentalist who used the power breaks the link, all the 
characters in the link are removed. Mind Link is visible to characters with che 

· Trait Mental Awareness, though to whom the mind is linked to cannot be 
determined . unless both characters are visible. Mind Link lasts until the 
characters involved in the link break it. or until they fall asleep - links with 
sleeping characters automatically break. 



; . 
.. ;.· 

.. ····.···i . s.~~n '··· <.< i \<··· ••· ········· >· ... ·.· .. 
$the area, When characters: . ·.· ·. to. detectth~)resefice of minds aro~nd 

them, they roll theirlntelligence'+ Shard ~ewer - Menul Power against a Target ' 
Number of 7. This . allows the character to <fetect ,niinds '!Vithin the range of the · 
power. They. will know' not~ing abO.~t those, mind~. only. that they are present.·· .. 
At the game mas~er's option, the Target Number to detect minds may iDS~eas.~ > 
if there are rowdy crow~s or otn,ersimilar. <fistracti?n~:·· .· / · · · · .· .. · .. · 

.... __ , .. ' ' .. -.. . . --.... _ .. _ .... 

Detect Mind ... ~orks as anaitei' ~ind ;~owk(see page ' 199) ""hell · 
' characters try to find specific minds (i.e; yYhere is Regent Caiylus1). They inflict 
'. an amount of damage, based on, the lier ~fthe po'fVer. Characters who 'fViSh 
. be found do not need to make this roll.ln~dditioi\ if game masters 
do not have to allow resistance rolls t~the ~rge,ts of Detect Mindif 
sleeping or if ther are no~ hiding from anyone. / ., . · · 

The wound level determine~ th~ su~~~ss . of the power. A siight wound will 
reveal if the targefs'location is within I. mile of their actual location. A .Grave wound' ···· 
reveals the target's location within. I 00 yardsoft~eiractyallocation. A Devastating 

' · wound will reveal the precise .location of the target The range of the power: 

according to its Tier. Consulit~e .~~~~ beJoV(tO determi~,e .the. range. · . ·•······· 

Mentalist$ may only lo~~~~ ~~ ~i~ds oh~ecific c~aracters ifthey are familiar,~ 
with the character in qu~stion. Charatters cannot locate the minds of people they .·. 
have never met. .Game masters are the finai ·· arbitrators on whether or ·not a. 
mentalist is familiar enough with sp~cific charaders to locate thelcminds. •• 

..... ,-._ -··.; - -· · '•, , . ' 

Note:'the'sped~l range listedb~lowis (!lily for locating o~~ specifi~ mind. 
, When attempting to lo~ate the pr~sence pfminds in the area,. the ar,ea's radius · 

for this power is I 0 yards. 

Tier 



Th,is power functions exactly like Modify Characteristic (see Main Rule 
Book, page 122) except that it allows characters to increase any one of their 
mental characteristics: Intelligence, Willpower or Psyche. Increased Psyche does 
not increase a characters Body or True Body- characters use their base Psyche 
when calculating those Characteristics. 

TELEPATHY 
Area: Target 

Range: I 0 Yards or spec;ial 
Power Type: Control/ Action I Mental 

This power enables the mentalist to read a target's thoughts or to 
communicate with them mentally. Mental communication with a willing target is 
automatic. When used against unwilling targets, Telepathy , works as an alter 
mind power. As With all other similar powers, the Tier determines the level of 
"damage" mentalists do. 

The wound category determines the level of information the mentalist 
gains: 

A Slight wound indicates surface thoughts. 

A Grave wound indicates common thoughts (i.e. not deeply submerged 
but not thinking it at present (where characters live). 

A Devastating wound reveals deep thoughts (childhood memories). 

An Overkill result reveals forgotten memories (something characters 
themselves have forgotten). As an optional rule, game masters can use Detect 
Mind's range table as a range for Telepathy. It varies according to the Tier (see 
page 203). 



ENCUMBRANCE 

Encumbrance penalties are halved. 

RANGE MODIFIERS 

Range modifiers apply as normal. 

LIGHT CONDITIONS 

Penalties for poor light conditions a~e 
halved, rounding down. 

MOVEMENT 

Any movement penalty (either ·.· the 
character moving ·or · the target moving) is 
halved, rounding down. 

COVER PENALTIES 

· So long as the mentalist is capable of 
seeing a part of a target, cover modifiers are 
ignored. However, if targets are completely 
hidden, they cannot be attacked. 

CHARACTERS IN WATER 

Penalties for being in water are ignored .. 

SIZE MODIFIERS 

Since the size of a target has no bearing 
on the "size" of their mind, size modifiers are 
ignored completely. 

TAKING AIM 

The mental powers presented are listed with 
a Range rating, indicating their short range. This 
optional rule permits mentalists to substitute the 
Interference Penalty optional rule for the range 
(some people feel that mentalists should not be 
limited by range). However, game masters can also 
use this optional rule with the ranges listed for 
mental powers. The Interference Penalty supposes 
that the number of minds between the mentalist 
and the target affects the use of the power. These 
intervening minds create static or "white noise" 
which makes it difficult for mentalists to target 
their power. 

With this rule, mental powers have a range of 
sight - if you can see targets, you can affect them. 
The mental powers, however, are also limited by 
the number of people between mentalists and their 
targets. Using mental powers on a specific mind on 
the other side of a large crowd is harder than 
someone standing directly in front of you. 

Number of 
People Intervening Modifier 

In Contact with Target +I die 
0 no modifier 

1-5 -1 die 
6-10 -2 dice 
10-50 -3 dice 

51-100 -4 dice 
101-500 -5 dice 

501-1 ,000 -6 dice 
I ,00 1-5,000 -7 dice 

5,001-10,000 -8 dice 



El~~e.t1t ~i~d repr~sentsWi~d's ability to' affect someone's mind or to 
:alter one.'s perceptions. Being and seeming, idea and thought, perception and 
·reality, and 'illusion - all these are affected by Mind Wird. Wird Weaver healers 

· · often study this elemental aspect closely so that they can better heal the minds 
of those who are deranged or deluded. 

Wird :-' Mind; the skill of the elemental Mind aspect, is the study ofWird's 
power to affect a broad area. For a Wird user, it is the skill used to determine 
the effects of mentalist spells - any spell with Mind listed as its element. Game 
masters and . players should remember, however, that Providence was not 

·designed to include mental powers. Their use in your campaign is optional and, 
if done, should be limited. 

SUGGESTED MIND ELEMENT SPELLS 

Level Two 

Conceal Object 
Disguise Self/Disguise Other 
Mirror Image 

Level Three 

Simple Illusion 

Level four 

Complex Illusion 
Invisibility 

Level Five 

Army of One 
Perfect Illusion 



This, the rarest 
perhaps ,most powerful) of 
the Arasswa'il abiliti~s •. is an 

· aptitude that m~ny Wir.d 
users, particularly ~ose who. 
frequent Wird-poor areas, 

. keenly desire. It allows a Wird ,.s · 
user to cast spells at a lower . . 

· level of effect, thereby . 
. conserving Wird (but/ of , 
course, obtaining a lesser 
effect as well). This is similar 
to Shards' ability to use ~eir 
powers at lowe( Tiers of 
effect 

' casts a spell at a lower 
Level of effect, itsWird cost 

.· equals the Wird cost for the ·· 
lower Level. For example, 
suppose that Venarish Kareel · 
has this Arasswa'il power and 

. knows the Level 3 spell lee Bolt. 
While travelling through a 
Wird-poor area, a Blight 
Crow attacks Kareel. Not 
wanting to use up all of 
the Wird in the area with ·:.....:=~!!liiiililii1 

one spell; Kareel dedde"s 
to cast Ice Bolt as a Level 2 spell . 

... ·· ··· the usual 3: However, the ·Bolt 



form:; Tira ability, one of the 
rarest ltallo~sVVird users to separ~te their' spirits (dali-na, to 
use the Yas'Wailian word), which are the imprints of thei~ consciousness in the 

... Tapestry ofWird. A Wird caster can .send this form forth, to a limited extent, as 
a scout, spy, or messenger: 

To use Tira su Gatira, Wird users must first spend an hour in meditation. 
If they have the skill Meditation, they may roll Willpower + Meditation against a 
Target Number .. of II; every point by which their roll exceeds the Target 
Number reduces the meditation time required by 10 minutes (with an absolute 
minimum of I 0 mi~utes). At the end of this time the character's dali-na 
separates from his or her body. The body becomes unable to move or act in 
any way; to all but the most subtle and skilled perceptions it will seem dead 
(which may pose problems for spell casters - someone could discover their 
"dead" bodies and give them an impromptu burial before they can return to 
their bodies!). The dali-na form retains no awareness of its body; it does not 
know its location or what is happening to its flesh while it is away. However, 
there is one important exception: injuries suffered by the body will affect the 
dali-na, and vice-versa. The two are still one, even if separated by space. 

A dali-na may carry no physical objects with it, though it may appear to be 
wearing clothes and carrying weapons if it so desires. Its appearance is within 
its control, though it must · remain in humanoid form. However, any magical 
items possessed by the Wird user likewise possess a "spirit form:· and may also 
take on a "spirit" form. 

The spirit form has all of the character's normal Characteristics, Wird, 
Skills, Traits, spells, and so forth. It can automatically fly at the rate of 20 miles 
per hour at no Wird cost. However, it cannot in any way affect the physical 
world. It is completely inaudible, translucent though not invisible. It cannot pick 
up physical objects, touch or attack other characters (even with spells), be 
affected by physical attacks or spells, eat or drink, and so forth. However, for a 
cost of I Wird per round, it can speak in the physical realm; during this time the 
dali-na is still unable to affect the physical world in any other way and retains its 
invulnerability to attacks. 

Similarly, a dali-na cannot attack or be attacked by other beings. While in 
this form, the dali-na does not have to eat, drink, or breathe. However, it must 
return to its body within one 32-hour day (a day-cycle plus a night-cycle), or 
both it and its body will perish. For this reason, and because the body is so 
vulnerable while the spirit is outside it, · the few spell · casters who have this 
ability prefer to use it only for very short time periods. 



·, 

INFLUENCE 

CastingTime: 7 seconds 
Range: 3 yards 

Area: Target 
Duration: Sp:cial 

· Influence acts as a sort of high-powered versio~ of the skill Charm. It allows . ·•.· 
a spell caster to control a victim's actions through suggestions and personal 
appeal (as opposed to the blunter tools of Empathic Manipulation , 
Domination). To use it, casters must be within three yards of their target and be 
able to speak to that target A gag, or loud noises that drown out speech 
(including most combat situations), prevent this spell from being used. Casters 
must roll their Characteristic + Wird - Casting againsta Target Number of ?.The 
target's Intelligence +Willpower act as a negative die modifier to the caster's roll. 

When Influence is used su~cessfully, the spell caster's Charm 
increases by 2 levels. Remember that, as an' Innate skill, Charm can be used by 
anyone with a simple Characteristic roll; if the caster does not have Charm, the 
spell essentially grants him or her that skill at level 2. The caster must 
make suggestions to the victim in the usual mannedor the Charm .skill. Long, 
convoluted, or complex suggestions, or ones that could expose the victim to 

harm, will usually grant a bonus to the victim's roll to resist the suggestion. 

If victims agree with the suggestion, they wiU seek to do whatever th~ 
caster has influenced ther:n to ~o. They will keep trying to do it.uritil someone 
'convinces them otherwise (with or without using a spell · t~' do ·so) or they can ... 
make an Intelligence +Willpower'roiJ against ~Jarget Nu.rn~~~of} I, to resist, 

They may make one roll per hour, beginning th~ day aft~rth~ oux.K"•'"v" 
implanted, and .at any time when trying 't() 



Locate Mind . 

. All Distinqi6ns (Wird'Dancers - selfonly) 
Defensive, Wird 
Mind 

CastingTime: 4 seconds 
Range: N/A or Contact 
Area: Self or Target 

Duration: I hour + I hour per extra Wird 

Mind Armour reduces or eliminates the effects of various psychic power 
spells. Versus Mind Blast, it decreases the damage done. Versus spells such as 
. Domination, which require an Opposed Skill contest, it adds to the caster's 
dice used to reduce their attacker's dice. 

At its base level, Mind Armour provides 3 points of defense against Mind 
Blast and adds + 3 dice to any Opposed Skill attempt to avoid the effects of 
Mind spells. The caster may spend additional Wird to increase the protection, at 
the rate of +I Wird per +I point of defense/+ I die (this is separate from extra 
Wird spent to increase the spell's duration). 

LEYJ:LI.WO __ Sl!.ELLS ____________________________________________________ _ 
ANIMAL CONTROL 

This spell allows the caster to control a single animal. The animal will 
attack, refrain from attacking, carry burdens, or do whatever else the caster 
desires. 

Available To: Wird Weaver, Blight Crow 
Type: Miscellaneous, Wird 

Element: Mind 
CastingTime: 5 seconds 

Range: I 0 yards 
Area: One animal 

Duration: Special 

Animal Control functions just like the level 3 spell Dominate, but only 
applies to animals. Since most animals ave poor Intelligence and Willpower 
ratings compared to Yas'Wailians, establishing control is usually not very 
difficult Animals that are especially ferocious, vicious, or magical may, at the 
game master's discretion, receive Willpower bonuses for the purposes of 
resisting this spell. Furthermore, at the game masters discretion, creatures with 
negative scores in Intelligence and Willpower can count those characteristics as 

the purposes · resolying this spell. 



Element: 
Casting Time: : 13 • seconds 

Range: I 0 yards 
Area: Target . 

Duration: I hour + I ·hour per extra Wird 
. ~-:'· 

To cast this spell successfully, casters must roll their CharaCteristic + Wirl ', 
- Casting against a Target Number of ?·The target's Intelligence +Willpower 
act as a negative die modifier to the caster's roiL When tl1is ,spell is . c~s.t, the 
caster may do one of the following: inflict an Extreme Behaviour upon the 
victim; substitUte any Behaviour for any other Behaviour of equal or lesser 
value; inflict a Severe Phobia on the victim; or substitute any · Phobia for any 
other Phobia of equal or lesser value. See pages 46-47.and 55 of the Main Rul~ .· 
Book for information on Behaviours and Phobias. 

Victims of the .attack may resist using their Intelligence + Willpower 
against a Target Number of 7 plus the caster's margin of success. Wird and Mind 
Armours will act as defences against this spell. · . 

BONES OF STONE 

This spell's name is misleading - it does · not literally transform a target's 
bones to rock. It just makes a target feel like that is what happened. If victims of 
the spell are in the air, their ability to fly will be greatly reduced. If they are on 
the ground, they will _be slowed as if carrying a great burden. 

Available To: Wylder, WirdWeaver, Blight Crow 
Type: · Offensivep~V,ird .. ·• 

Element: ' Mind · " 



. . .. . . > ·.··· . > ··.·· . > . · ... ·•· .... ·· .. .. . }gep{e+ yYillpow;r 
act as a. negative die• modifi.er to . fhe caster's · r~lt This speil;s' eff~cts cvary 

.. depending· upon~h~t~;~the target • is flying .?r on . the . ground . . If · targe~ are 
flying, or try to . ~y after the spell takes . effect, this spell reduc~s . their flight 
speed by two Tiers and they become a Bad Flyer (as described on page 45 of 
the Main Rule Book). If targets are on the ground, or land after the spell takes 
effect, they are encumbered as if they were carrying weight equal to their 
"Bench Press" weight total (see pages 37 and 226 of the Main Rule Book). 

Victims of the attack may resist using their Intelligence + Willpower 
against a Target Number of 7 plus the caster's margin of success. Wird and Mind 
Armours act as a defence against this spell. 

DREAMWEAVING 

A spell caster can use this spell to manipulate a target's dreams. 
Available To: Wird Weaver, Wylder, Blight Crow 

Type: Miscellaneous, Wird 
Element: Mind 

Casting Time: 
Range: 
Area: 

Duration: 

I minute 
Contact 
Target 
Special 

To use this spell, casters must be able to touch their victims while the 
victims are asleep. This makes it difficult to use on well-protected enemies, but 
a clever caster can always find a way to get close enough to cast it. 

When Dreamweaving is cast, casters immediately begin to see a "vision" 
of whatever their sleeping victims are dreaming about. They may then take 
control of that dream and change it to suit themselves. Several possible effects 
can be achieved: 

Message: Casters use the dream to send a message to victims which 
they cannot, for whatever reason, deliver through normal channels. When 
victims awake, they will remember their dreams and their message exactly. 

Nightmares: Victims experience such terrifying nightmares that they gain 
no benefit from their. sleep. Characters don't recover Endurance or Wird 
during the period of sleep, and make any Characteristic rolls the next day with 
a -2 dice penalty. Victims can resist this effect by rolling their Willpower against 
a Target Number. of 7. 

Prophetic: The victim experiences·a dream that seems to have prophetic 
.· qualities. Exactly what they may point toward depends upon the ca~ter's desires 

. ··· and imagination; what is done to act upon , this prophe~y is up to the viCtim (in 
· ~ short, .·· dreams are not the · . mental ' . · 



Dreamweaving lasts as long as cast~rs remain in c~nuct ,with' th~i~', ,, 
victims. When they break contact' the victims' dreams quickly retutn .to.their · 
normal state, or cease entirely. . . · 

There are rumours that some Wird users have developed a higher-level 
version of this spell that they can use while in the Tira su Ga~ra "spirit form" 
Arasswa'il power. If true, this would allow Wird users in their spectral forms to ' 
enter into and manipulate their victims' dreams with()ut having to actually 
touch them. . · 

EMPATHIC MANIPULATION . . 

This spell allows casters to, literally, toy with their victims' emotions .. It 
also allows them simply to learn the target's emotional state. 

Available To: Wird Weaver, Blight Crow ' 
Type: Offensive, Wird 

Element; Mind 
Casting Time: 8 seconds 

Range: I 0 yards 
Area: Target 

Duration: Special 

When casters use this spell, they can read the target's emotions, and 
perhaps manipulate them as well. Casters attempt to manipulate their target 
using their Characteristic + Wird ~ Casting against a Target .Number of 
The target's Intelligence + Willpower act as a_negative die modifier to the ·· 
caster's roll. · · 

Empathic Manipulation does 9 points of damage though damage is not 
actually inflicted upon the Mind Characteristic. Instead, each wounicategory 
corresponds to a number of shifts vertically along the Empathic M~nipulation 
Chart With a success, casters will also know what the victim's emotional 
state is. 

Slight: 
Grave: 
Devastating: 
Dead+: 

one shift 
two shifts 
three shifts 
four shifts 



Hatred 
Disinterested 

i Angry ·· Romantic attraction Dislike 
Greedy/Desirous Enraged 

Blind jealousy/envy Furious 
Love 

Madly in love 
Hatred 

Blind hatred 

Of course, these are not the only possible emotions. The game master 
can construct similar tables for other emotions if necessary. 

The effects of . Empathic Manipulation will last as long as they would 
naturally - the victim will recover from his or her bout of emotions as they 
would any other wound. Of course, this can vary tremendously based on the 
situation and the victim's personality. Induced Calm in the middle of a battle is 
likely to wear off pretty quickly, but a normally temperamental person may take 
a long time indeed to cease being Furious. 

This spell allows the caster to attack another character's mind. 
Available To: Wylder, Wird Weaver, Blight Crow 

Type: Offensive, Wird 
Element: Mind 

Casting Time: 
Range: 

Area: 

10 seconds 
10 yards 
Target 

Duration: Instant 

.· This spell creates a bolt of lethal mental energy that blasts the victim's 
Mind for 9 points of damage. Casters roll their Characteristic + Wird - Casting 
against a Target Number of 7. The target's Intelligence + Willpower act as a 
negative die modifier to the caster's roll. Normal or magical armours, including 
those created by spells, have no effect on Mind Blast; only Mind Armour or 
Wird Arm?ur offers protection. 



Element: 
Casting Time;· 

Range:, .. 
Area: 

Duration: 

Domination is a full-blown mental CO~troi sp;ll, To use 
,·. . . ;:, . . . • . ·--'··-:·-._.-.... 

must roll their Characteristic + Wird ; _Casting · 
. The. target's Intelligence'. +Willpower att ai a nega~v~ 
caster's roll. Wird and Mind Armours defend against this spell. Domination 
18 points of da~~ge though the' Mind Cha~aderistic is not ~ttually reduced. 
The level of the woun~ inflicted ~etermines the effect Target's .can re~ist the , , 

· effects of this spell by rolling their Intelligence + Wi'llpower against a: Target . 
Number of 7 + the caster's margin '()f success.. . 

If the ~pell caster · does a· Slight ~ound, bomination functiol)s just ·like • > 

Influence (see pag~·209). If the cast:erachieves.a Grave wound, they can force .. : 
the victim to do something that the victim would be mildly opposed to.\~' 
Examples would include . attacki~g a different target . in combat, buying 
something the victim didn't really n~ed, divulging useful (but not crucial or vital) ./•• 
secrets or information, and so forth; . . · .. · · 

If the caster does a Qevasiating wound,' they can force victims to do 
something they are strongly opposedtb. Ex:unples would include ~topping 

' ' fighting in the middle of combat, divulging crucial or vital secret information, or ; :. 
doing something that betrays a cause victims.believe in strongly, and the like. 

, __ ..... .' ' ;.:-· __ .. _ .. ,_ . ·-: . _ ... ,. · ;" .,. __ .· . . 

If casters achieves a Dead success; they can force victims to do anything, ' 
even things victims , are violently opposed to. Examples would include · 

' committing suicide, murdering loved ones, aidi~g a bi~er enemy, and so 
. . . . 

Spell casters must hav!! some way to cqmmunicate tfiei,r .. c?mmands }o 
victims; Domination d,oes not pr,ovide · ~~tolllatiyte.lepadtic conu~. lf~?ise o~ 
other circumstances . prevent dsters3r?m •. being. able;'to comjJlunicate. orders, 

; D~minatio~ ha~, not ·-effect' H9wever,' if:remai~s ,.actio{e_ a(,Jong as .c~st~rs , keepA < 

• · ,. }<<;'paying Wi[d.(s~e f?elo'N), and, ift~e noise . .. . ·~()~~ t9 the ~int where ·ca~t~rs ca~ .. 



)t\m,n>t'lt\n are 

. . . · .. · ... ·.···.· ·..... . .. ·. . . . •. . .· . . ... • . . . •.. • that caster{ are using 
in~ntal · control em th~m. · ~rd · they ' are .• ·· .. ·· · tV:,ist ih~i me~ning •. of the 
commands given to them if they le~v7 room for interpretation (som~thing more 
than on~ Wird user has learhedto his orher' chagrin): . Y · .; . · .· . • 

:-: --- --~ _,.. . .. . '·.·-~' . .-:--.. .-:''-/'':' .;:-: _, __ : ':·: - ~ 

Domination lasts for one round, plus one round for every point ofWird 
the caster pays to maintain it, subject to the, above restrictions. 

MIND ARMOUR 

This spell offers the caster protection against other Mind element spells, 
such as Mind Blast, Domination, and Locate Mind. 

Available To: All Distinctions (Wird Dancers - self only) 
Type: Defensive, Wird 

Element: Mind 
Casting Time: 4 seconds 

Range: N/A or Contact 
Area: Self or Target 

Duration: I hour + I hour per extra Wird 

Mind Armour works as the Level I spell, except it offers 14 points of defences. 

This spell allows casters to communicate mentally with another person. If 
necessary, they can also forcibly wrest a character's secrets from their minds or 
implant false memories. 

AvailableTo: Wird Weaver, Blight Crow 
. Type: Miscellaneous, Wird 

Element: Mind 
CastingTime: IS seconds 

Range: Special 
Area: Target 

Duration: I round + I round per extra Wird spent. 

With Telepathy, casters can . communicate with another person mind-to­
mind - no speech, common tongue, or body language is necessary. If the 
·subject is willing, casters need only succeed with their Characteristic + Wird -
Casting roll, and the two can communicate freely, at about the same rate as 
they could speak. The target must be within 20 yards of the caster when the 
spell is first cast, but after that they can ·be any distance apart as l,ong as they 
can maintain line of sight to each c'ther. Telepathy has 18 points of effect; Wird 
and Mipd Armour~ wil[ work as defences this spell.• . 



·irresistible form ) · ··•• ...••• ...• > · .·· •• · ··· ···•· •. ···•··.... < · ...••••.•. ' · • • •••. · .. •·••••• ' 

Willpower~ct as a . . · · . . di~ . .. .. · . · .. . . .. ·. ..• . ·•···· . .• . > 
targets may'resist the· s~eUby 'rolling thejr, lgteUigehs:~ ~ .'1'illpower against a 
Target Number pf 7 ,.+ th~. ~~~t~r·~ rn~~gi~ · of:~uc~~ss! ' l{ ~he · caster's spell 
succeeds and does a slight wound, they can · read the vistim'~ suifa~e thoughts{ 
but nothing else. If the caster does a Grav~ wour\d,· they car\ read the target's : 
memories arid deep thoughts as well as the victim's surface thoughts. For game · 
purposes, assume that the casteri:an locate one fact he or she is seeking per ... 
round of telepathic contact. As with willing subjectS, the caster must be within ······ ..... 
20 yards of the victim when,the spell is 2ast, but thereafter only has to maintain 
line of sight; if line of sightjs broken, the Telepathy no. longer works.· 

Telepathy also allows a taster to alter a target's m,e[llOries . or to implant 
memories that are entirely ficti~ious. Once memories ar~ altered o~ implanted: 

· victims will believe they are true and correct memories until they find evidence • 
to the contrary, someone convinces them they have been telepathically ,, 
manipulated, or another character uses Telepathy to undo the damage, To alter · 
memories or implant false memories, casters need to have done a Devastating 
wound. With this success, they can' implant memories that are up to a week 
old. If they get a Dead result, they can affect any of the victim's memories, or 
implant any memory they want to. · Game masters may, at their discretion, 
increase the . margin of success requirement for partiCularly important 
memories (the names of victims, names of their loved ones, whi,ch people or 
political entities they are loyal to, and so forth). 

Telepathy cannot be used on sleeping or unconscious 
amounts to dream manipulation, which requires other spells. 

LOCATE MIND 

This powerful spell allows mentalists to sea~ch for another character's 
mind; if they succeed, they know roughly where that character is in relation to 
themselves. 

Available To: Wird Weaver, Blight Crow 
Type: Miscellaneous, Wird 

Element: Mind 
· Casting Time: 

Range: 
Area: · 



,i:}Ji;;'/ ' c ;;;;c¥~\:;, ";ic!'i'',~~~;~"j ·~~. Chacacteristic + w;ro 
:.., Casting again~~ .a Target Number of}, The target's Intelligence '+ Willpower 

· as a negative die modifier to the caster's roll. If casters fail the roll, they do 
not know where the target mind is, but are aware that it is within their defined 
search area. If they succeed, they have an approximate idea of the target mind's 
location in relation to themselves. In other words, they do not know that the 
target mind is, say, sitting on a bluff five miles away, they know that the target 

is five miles west of where they (casters) are currently standing. Game 
masters,. can award a resistance roll for targets who are hiding or aware 
someone is using the spell on them. In this case, they can roll their Intelligence 
+Willpower against a Target Number of 7 + the caster's margin of success. The 
greater the casters margin of success, the more precise their ability to locate 
the target mind is. Wird and Mind Armours act as defences against this spell. 

Normally, Locate Mino is used to search for a specific mind: the mind of 
Daivar Feldmorn; the mind of the King of Cry-Star; and so forth . Characters 

if they wish, search for a generic mind (any Blight Crow mental pattern, 
.any Troupial Eagle mental pattern) in the search area, but they make this roll at 
-2 dice since this is more difficult 

. The. standard duration of Locate Mind is Instant (upon successfully casting 
.· the spell, the Wird user immediately learns where the target mind is}. However, 
casters may spend .· I Wird per round to maintain their "lock" on the target 
mind. As long as the lock is · maintained, casters will know where their target 
mind is. If the target mind moves, casters will know it, and know where it has 

.. ·gone, provided i.t stays within the defined search area. If casters maintain the 
lock, the search area moves as they move, so if they can keep pace with a 
·moving target, they .can make sure the target does not pass beyond the search 
area's boundaries. 

This spell allows the caster to attack another character's mind. 
Available To: Wylder, W ird Weaver, Blight Crow 

Type: Offensive, Wird 

Element: Mind 

IOseconds 

10 yards 

exactlyaphe)nd level ~pell, except that it does 30 



Telekinesis has 
"Strength" rating of 16. This 
determines how much 
weight can be lifted with it 
and how much damage .. 

a telekinetiC: '' punch ,'; ··.· .... · ··•······•·· .. ··> . .. .·.·•.· ..•.•... 
squeeze, or throw can do to a target It is ·also used in Opp()sedskill 
when deciding whether held characters cir creatures can break .. free of the 
telekinetic. grip ,with their. Comb~t Man.oeuvr~ -:-Grapple + Strength; :SpeU 
casters may not use their C~ :-: Grapple skiU with their telekinetic ~trength irl . 
such situatio.ns; the Strength. alone 01ustsuffke. 

Once casters grab something with Telekine~is, they ~an move it beyond .. •.··. 
the 20-yard range limit; casters need only maintain line of sight to it: If th~ir line .·. · 
of sight is cut off (for. example, by a cloud ofsmoke, or if someone uses a Flash 
speU on them), they immediately lose their . telekinetic grip. Objects can 
moved by Telekinesis ·at th~ rate ofl 8 yards persecond, or ~0 mile~ per hour,. 



MIND ARMOUR 

This spell is sl~ilar to the 
level two spell Dreamweaving, but 
casters do not have to touch their 
victims to affect their dreams. 
Available To: W y I d e r , 

Blight Crow 
Type: Miscellaneous, 

Wird 
Element: Mind 

Casting Time: I hour 
Range: I mile 

Area: Target 
Duration: Special 

The effects of Dreamwalking 
are identical to those of 
Dreamweavi,ng , except that 
touching the victim is not 
necessary. Casters simply project 
their consciousness into their 
victims' minds where they find 
and manipulate their dreams. 

This spell offers the caster protection against other Mind element spells, 
such as Mind Blast, Domination, and Locate Mind. 

Available To: All Distinctions (Wird Dancers - self only) 
Type: Defensive, Wird 

Element: Mind 
Casting Time: 4 seconds 

Range: N/A or Contact 
Area: Self or Target 

Duration: I hour + I hour per extra Wird 

Mind ,A.rmour works as the Level I spell except it offers 34 points of 
defences. 



Wird Weaver, Blight Cro'N 
Miscellaneous, Wird 

Element: Mind 
Casting Time: 15 seconds 

Range: Special 
Area: I mile radius around caster 

Duration: I hour + I hour per 
extra Wird (see below) 

When this spell is . cast,' all animals in the 
affected area; no matter how far away they are 
from the caster, instantly fall under the control of 
casters. They cannot resist this control, and upon 
successful~ casting the spell, casters will be aware 
of how many animals their spell has affected and 
how near they are to them. If not within th,e sound 
of the caster's voice when affected by the spell, all 
affected animals will move to the caster as quickly 
as they can. 

For the duration of the spell, or until the · 
caster is killed or rendered unconscious, the spell 
caster can command the controlled creatures. 
Casters do not have to give all of them the same 
command; each animal or group of animals can be 
given a different command. In the right areas (such 
as the Deep), this allows the caster to create . a 
potent offensive or reconnaissance force. 

If the spell caster is killed or knocked unconscious, the spell immediately 
ends, and the affected animals regain control of themselves. Most will simply 
flee from the caster, but some of the more . ferocious or. cunning ones may 
instinctually attack the caster in an effort to remove a threat to their 
wellbeing. This is especially like!~ if casters have been cruel or abusi~e to !f1eir . 
animal servitors. 



. , '>'So~~ ~~ch·~;~;:~ item~ po~s~ss their" own innate sentience. These items 
.are always unique; by definition, intelligence makes each one its "own person." 
To give an enchanted item sentience (i.e., its own Intelligence, Willpower, and 
Psyche scores, and the ability to speak at least one language), the spell caster 
must use a special level 6 spell, Imbue Intelligence. This spell is rare, and difficult 
to cast; many spell casters regret ever using it. The game master decides the 
exact Intelligence, Willpower, and Psyche scores the item receives. 

·· This long and complicated spell allows a Wird user to invest an enchanted 
item with intelligence, as. described above. 

Available To: Blight Crow, Wylder, Wird Dancer, Wird 
Weaver 

Type: Miscellaneous, Wird 
Element: Air 

CastingTime: 6 hours 
R.ange: Contact 

Area: Target 
Duration: Permanent 

This spell grants the target item Intelligence, Willpower, and Psyche 
attributes, as outlined in the text above. These attributes are permanent 
Furthermore, the personality of the item is up to the game master (the item 
effectively becomes a non-player character). Some items are quite friendly and 
helpful while others are rude, mean and spiteful. Most characters realize too 
late that they have no control over the item's personality. 



The 50 foot Torrader lizard kings. 
The vile Warden Degenerate Ja'tamma. 

The acid-spitting Dragoniers. 
Introducing The Ecology, a guide to Providence's wildlife. 

The Ecology is the ultimate explorer's guide to the creatures of Providence, unearthing three fantastic tales detailing the most powerful 
and exotic creatures in the realm. join the young Eagle Lord Caneaius on his journey of discovery and maturity as he leams humility and 

respect for Providence's land creature. Read the story of Danyell, apprentice Horizon Strider, as he encounters the dangers of the sea 
with one of the legendary Ghost Walkers. Discover the diary of a future king as he uncovers the mysteries of Providence's fl0ng creatures. 

The Ecology also includes game statistics for each creature, detailed rules on poisons, potions, and swarm attacks. 

Available at a hobby game store near you. 



War is brewing. 
The forces of evil prepare to swoop down upon the people of Providence. 

Who will defend society? 
Introducing the People's Knights, Providence's superheroes. 

The People's Knights source book investigates what it is to be a hero in the chaotic world of Providence. 

Discover Knight Sallusturm, the Eagle heroine who has donned the legendary armour of the fabled Sallusturm Knights. 
Fight alongside Thunder and Lightning, the twin children of Warden Elarian, in their battles against their father's tyrannical re~me. 

Help the trio of Bastion's Halcyon defend the beleaguered city of Bastion from its predators. 
Finally, join the legendary People's Knights, Providence's elite and premiere superhero group. 

Available at a hobby game store near you. 



The Lost Tribes are about to attack. 
The world is threatening to collapse. 

Providence's criminals think the authorities are too busy to notice them. 
They are wrong. Introducing The Recognizers, Providence's bounty hunters. 

The Recognizers source book explores the history and organization of the elite bounty hunters. 
Also included are new traits, spells, skills, traps and hunting strategies to help fully develop you Recognizer characters. 

Leam more about lchabbel, the Raven Blight Crow responsible for jenobay's fall from grace. 
Hunt down Strike, one of the most violen~ cruel and despised Wayfarer commanders. 

Discover the Reaver, the crime lord of Providence's most powerful criminal empire. 
Final~. encounter War, one of the most sought-after villains and potential~ one of Providence's few hopes for salvation ... 

Available at a hobby game store near you. 
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I Th!ThirdE)! I Hi~elbneous /W•d lit llse<llllls N/A lei I minute + I •inute I extra Wrd 1119 
------------------------------------------ -------- --------------------------------- ----------------------------- ------------------------- ------------------------------------- ------------------------·-··----------·-·-·-·-·-·······---·-·------------ -----------

I Th!Wmior's !eliel!S H) Hi~elbneous /W•d W1ter 10 !KoOOs N/A lei I mioo~ + I 1i111t~ I extra Wrd (-Ill! 

filion of the hg~ f~WD,WW Hi~elb~/Wrd lir llse<llllls N/A lei I minute + I minu~ I extra Wird HIB 161 
1·-·······--------------------·-·-· ----·-·-···-·-·····-···-···- -·--·-·-·-···-···-·-···-··· ------·-···--·-······· ···-·······-···········-···-· ·-·-·-------------·-·· -----·-·-·-·-·-·-·-···-·-·-·-·-···-· ------------·-·-·-·-·-·-·-·-·-···-·-·········-···-···-·········-·- ···---------·· 

. . 'f!!'l""~_ ke_ ______________ BUO,W,WD DffensiYe I Elernentll fire IOsecllllls M/A N/A lroords+ lroond/enr~W•d HIB 161 
-----·-···-----·-···-·-·-· ----·----- -----·-···-·-·-·-···-·······-···· ..................... -·-·-·-·-···-···-----·-·-·-·- ----·-·-·---·-·····-·-·-·-·-·- ···················· ·······-·-·-·-·-··· ·---------------·-··---·--·-···-·-·-·-·------········-···-·-···-······· ···············-· 

Aerobltia All Hi!C!Ib..,.s/W•d lir B se<oods N/A or Coob<t leHorl;orget J roords + I roond I extra Wwd BoWBO 

~r Elementll BO,W,WW Hiscelbn!oos I Element~ Water llse<llllls IO)llds N/1 I round+ I roond/extnWird HIS 166 
··········· ············-···········-······ --·--·············-·-···········-······ ·-·····--·-·-···-·····-···-···· ······················· ·················-·-·····-·- -------·-···-·-·-·-·-·······-·- ··-·······-·-·····-···-·-···-·-···-·- ······-···-·-·-···-·-···-·············-·· ··················· ··-···-·-·- ····-·-·-···-· 

lrlllyzeWrd AI, 80, II Hiscelbneous /W•d lit llse<llllls Conoo l~rget lnsunt HIS 166 
--------------------·-·-·-·-···-·-·-···-·-·-· -·-···-· -----------·-···-·-··-·-···-·-· ·-·-·-·-·-···-·-·-···-···-·-····· ··· -····-··-··-······- ········· ·······-···-·-·-·-·- -----·-·······-·····-·-· ·········-·········-···----------- ·····-------------- ---------·-·-·-·-·-···-·---·-·-····-···-·-············· .............. 
lnimll Contt~ BlWW Hi~elllrows/W•d Hi.'ld lse<llllls IOyards One ilimll Special BoWliO 

Blrk Armour GP llefensiYe I Elemenal Earth lse<llllls N/A lei l roords +I round I extnWrd BoW Ill 
---·-···· ··-····-···-·-·-·-·······-·-··· ···········-·-·-·-· ·-·-···-··--·····-·-········· -·-···-···-···-··· ·-·-------·-·····-·-·-·· ··-···-···········-······· ········-············--············-·- ------·-···-·-···-···-·-·-·--·-···-·-·-·- -·-·-----·-···-·-·-··········· ·········-··· 
Beh1viour lbnipulation B~WW Hi~elbneous I Wird Hind IJ se<llllls IOyards llrget I oour +I hoar/extraWwd BoWlll 

-------·········- ·-·---·-·····-·-·-···- ----·-·-·-·····-·-·-···-·-···-···-·-·-···- ·······-···-·····-·-········· ············-·-···-···- -----·-·-···-·-·-·····-·-·-·- ·------- -----··········· ---·························-·-·····-· -------------·-···-·-·-·-·-·-·-···-·-·-·-···-···-·-···-·· ·-···-············ .............. 
Blindlighting DH,I Hi!C!Ibneous /Wwd lit 6 se<onds N/A lei lroords+lroond / extraWrd BoW Ill 

Boltofhrth BO,W Offensiv!/Eiernelltll frt 1 ~<onds IO)llds lll!ft lnsunt H!B 166 
·-· -·-···-···-···-·-····-····················· ·········-----------················-······ ··-···-···-···-·-·-·········-·-· ·····-·-···· ·· ·········· ·········-···············-··· ····-·-------·-·······---·-···· ··-·-·-·-···--------·-···---·-·······- ······-·-·-·-·-·-·-···-·-·-·--··-·-····-···-···- ·-························ · 

1 .. s.I! ~.VIIIef . __ ----·-·· ··-···-·-·-· BO,W Offensiv!/Eiernentll rre 9 !KoOOs IOyards -- -- --- ~:~------- ·· lnsunt H!B 166 
-·-·-·-· ·-·-·-·-·-·-·-······ ·-···-·-·· ·-· ---·-···· ·············· ·· ·· -····- -·-·-···-·-·-·-·-·-·-·-· ·-···-·······--·-······- ·········-···· ················ ············································-·-···········-···-···-···-···-

B~of Stoo! B~W.WW Offensi" /Wrd llind 6 se<onds IOyards lllget lroords+lroand/extraW•d BoW lll 

Burring lip GP OffensiYe/Eiernelltll W11er 8 ~conds N/A lei 610000! +I roond / extraWitd BoW Ill 
..................... -------------- - ---------·-·-···-·······-· -·-·······- ------·-···· ····-····- ----- -------- -·-· -·-·-···-·······-·-·-·-·-·-·- ·-·-·-·-·····-·-·-·····-·· ··-···-···· ······-·-·-·-·-·-·- ·-·-·-·-·-·-·-·- ·-·- ·-·····-·-··-······ ···· ············ 

Butterflyftanoeuvreollbsterll> Dll, I Defensiv! /Wird Earth lse<llllls N/A lei Jroords +I round/extnWird BoW Ill 
--·-···-·······-·······-············ ··· ·· ······ ·· ········-···-·-·····-·-···-·-·-·-·-·-· -···-···-----------·-··········· -·-················--·-· ·····-···-·· ·-···-·-·-·-·-···· ·-·-·-·-·-···-···-·······-····· ·· ······ ····· ·······················-· ···-··· ···········-···-···-·-·-·-·-·-·-·-·-·-·-·-···-···-·-·-···-·····-···· 

Ooak ol the llodias AD Hiscellaneous I Elernelltll lit IOsecllllls N/A or (ontl<t leKorT~rget Jroords+lroond/extraWrd SoUl 

Oood Arrows ol Debloss IW Hi!C!Ibneous I Wird lir I ~<Dills N/A lei J roords + I roand I extra Wrd BoW Ill 
············-·········-·-·············-·-···· ···········-·-·-·-----·-·· ·-·-·-·-···-·-· -----···········-···········-··· -------------·-·······-· ·-·-···-·····-·-···-·········- -----·-···········-----------·- --···-······························-- ····························--·····-·-···-·-·-·-·-·············-···-·-·····- -----------·-· 
Coih of the (ons!OOor II Offensive /W•d fire 1 oinutes N/A lei 180 roards + 60 rourds I extra Wird BoW Ill 
-···-··--·-···-·-···-·-·-···-·---·-···-· ·-·-·-·····-···········--······· ---····· ·············--···-·-----·-·-··· ·-·-----·--··-·-·-······ ·······················------ ··············---·--·-···-·-· ·-------- -·--·-···-·------ ··········-···--·········-···················· ·····-·--······-········· -------------
ConmiObje<t KWW Hi~elbii!OIIS /Wird Air (Hind) llse<llllls Conll<t llrget loour+lhooor / extraWird HIB 161 

CruteW.ter BO, F~W.WW Hiscelbneoos I Elementll W1ter llse<llllls I yard N/1 lnsunt H!B 161 

_____ 1 ___ , ___ ~:~~~:::::::::::::::: 
·---·-······················· ········-·· ···-·········-·····-·-·····-·-··· ·-·-·-···-···-·······-· ----------·-············· · ·· ·· ·······-···-·-···--·-··· ··-·························· --·······-·····························-·-·-···-······--··············-·-· 

OH OffensiYe/Eiernelltll fire lse<llllls N/A N/A Jroords+lroond/extraWird BoW Ill 
·····------·-·················------------ - ······-· ···········-···-·-·-·- ······-·-·-----------·-· ---------·-···-·-············· ······ ·· ·········-· ····· ····· ···········-·-····· ···-----------·-···-···-···---·-·-···-·-·-·-·-·-·-·······-·-·····-·-·-·····-- ·•·•·•······ 

l O.oce ol the fbmes I Hi.elb"""s /Wrd W1ter IOsecllllls N/A lei l rounds+ lroonds I extraWird 1119 

--~'!'_E! .. -· ···-·. --·· -·····- Dill lli~elbneous/Witd Air llsecllllls N/A lei lroords+lroond / extnWrd BoW 116 
-······-·-···-·-·--···-·-·-·-·-···--·-· -·-·-·--------················--- ···-····-···-········· ·-···-·-·-···-·-·······--····- ···---·-···············-······ ·································-··· ·-····-··············-···-·-·-·-·-·-·······-·····················-·-········ 

Dlriii!Siofthelleep suo.w.ww Hislelbneous /Wrd Water (~ght) llsecllllls IOyards I yard diameter lroords+lroond / extnWrd HIS 161 
······················-·-·-----------·-·····-·- ····-·-···-············-·····----------··· ····················-·-····--·-· -·-···-···-·--·------ .............................. ---------------·-···-·-·····-·· ·-·-·····-·-·-·-·-·-·-···-··-·-·····- ·········-···························-···-·-·-·-·-·-·····-····--············ 

Detect Lie 8~ FI,WD,WW Hi~elbneous I Wird lir llse<llllls lelf 1/A lnsunt H1B 161 

~Mguise 1e11 Doguise Other BU~WD, WW Hi~elbneous/Wrd W.ter (Hind) ll se<llllls N/A or Coobct leftorbrgtt 10 minutes + I mi111tes I extra Wird H!B 168 



LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT CASTING TIME RANGE AREA DURATION SOURCE 

lillilliqlil 8(, II, \WI "iscllln!ooll El!tl!nal Watt! ISSICocm (Dfloo liltf mum m 1681 ----------·---·-·-·······---------------------------------------- ---------------------·-···--·----·-·------ -------------------------------- ---------------·-···-·· ----------------------------- ------------------------------ ----------------·······-----·-····--·- --------------------------------------------------------------------------·- -----------------
~lint ll!aw sw ltisalbJMs I Wild Wall! 4!1Co00! Mil Itt J roords + I round lutn \Yrd BoW Ill ·······---------·-·--------------------·-···- ----------------------------------------- -------------------------------- ---------------------- --------------------·····-·-· ···--·-·-·····-·····--·····- -···········----·-···············-···- ··-········----···········-·········-·········-····-----·--·--···-···---··· 
Dnliii'Mi,. ~~ W, \WI ltisallan!ols I \Yrd ltind l•illtt (Dfloo Tarf!l SpociaJ BoW 111 

Eri"- II, 80, IS Otltasi'I!IEimnial Eardl 4!1Co00! Mil 01 Coocaa --·--·--~-~-~------- Jroords+ lroondltm\YIId 
"" 168 --··----·-·······-···-···--·-···--···-········ ------------··----------·----------------- -------·-·············--·------- --·-···---···-·----·--· -···········---·········-····· ············--·-···-·····-····· ------·---------------·-·······---·---------·-·-···-···-·-------·---·-···· 

__ E~I'!~--~~------·------ 8(,\WI Oll!nsi'l! 1\Y•d ltind 8!1Co00! ..... !~~------- ···············-~·-··············· ·······························---~·-·············-·-·-············· BoW lll 
·········-----···-·-------·-···---·---·-·- -·····-·········-····--·······-·· ·······-·-·-·-········· ······-----------------------· 

Exn,.uishf'- 8(, 80,11, w. \WI "is<!lan!oos I El!totml W.llf llSICocm Syn One lit mum 
"" 168 

. !~ -~-- ---·-······ ······-- --- I lb!baos 1\Yrd Iii JSICoOO! Mil Itt l•inlt! + loinlttlun\Yrd !110 
··-·····-···················-····-·--·-· -·-·-·····---·-·······-···-·-···- ---·-·····-·--·-···-··· ···-·-·······-················ ··········-·······-···-·-·-·-·· ···-·······················-·-·-·---·-· ·········-···········-·····-···················-···············-·········-·-

fllll ollosha I Oll!mi'I!IEI!tntntll frt IOSICocm Mil Itt J..,rds+lr"""ltm\Yrd Tl80 
··························-------·-·········-· .......................................... ·························-······· ··············-·-······· ···············-·-·-···-·-···- ··············-·········-·····- ······················--·-·-·-·-----·- ···-············--·-·-···-···-·-·-·-·····-·-···-·-·-·---·-·····-···-········ ··-···-····· 
rw.m1 w.'POO 80,W,WD Oll!nsi'I!IEI!totntll frt IOSICocm Mil Mil l "'rds + I r""" I txtra IY•d 

"" 169 
flash 80, f~ W, \WI Oll!mi'I!IEI!m!I'QI - --- ~~ -~&fltL _ 6!1Co00! IOyards 911' in front ofamr Bunt 

"" 110 ·········--···········-·-·-··················· ·············-·-·········-·········-·-·-·· ·------·----····-···-·-···-····· -···-·-·-·-·-···-·······-···-· · ·-·-·-·····-···-·····-···-·· ·- -·-······--------·-·····-·····-·-······ -·-·········-···············-···-·······-···-····-----··········-·····-····· 
fltht II, 80,11, I "isulln!otsl Eloo!ntll Iii IJSICoOOs Mil 01 Coocaa l!W or 1M~~~ I oino~ + I •ino~ I tm \Yrd "" 110 --···-·········································· ·-······································- --------························· ·······················- -·-···········-------·------- ------·-······················· -·-·················· ···· ············ · ············-·····-·······························-·------····-············· 

frt!doooofalrobf WD. \WI ltisalbn!oosl \Yrd Watt! ISSICocm MIA 01 Coocaa 1!1 or 1M~~~ I •inu~ + I •inol! I txtra \Yrd mm 
Qyph 8UO,W,\WI ltinllan!oos I \Yrd Eri JO oinote (DI\Q(t ····· ···········~----·-········· SpociaJ "18 111 

-·-·······-···-···············-------·-··--------· ·······-·······----------·-··············· ·······-·············· ···-···-··· ·········-·-·····-·-···· ·····-·······-··············· ····-···-·············-···-···· -------·-·-···································-·············-·········· ··· ·-········ 

lim! ftalt f~ WO, \WI ltisalbn!oosl \Yrd Iii ISSICocm StfOI(DI\00 Mil 0111f1!t loinll!+loillttltm\Yrd lt18111 
······-------·-···-----·-······················ -·-·············-···-·······-············· ··················-·············- ....•...•.....•........ ·····-···················----- ·-·-·········-················ ·-----------·-------------------·-·-··· ·······-·············-·····-·······-·····-·······························---
liripollh!lm WD, \WI Oflotm!l \Yrd rn SSICoOO! Mil Itt J roords + I round I !xln \Yrd 8oW81 

lntanPl Blad! HJ Oll!nsi'I!IEI!to!ntll Iii 6!1Co00! Mil Itt l"'rds+ I roondltm\Yrd (-1118 
- --··············-···-·····-·······-·-·--······· ·········-·············-···········------- ···-···-···········-············ ···············-···-·-· ····-···········-·····-···-·-· ·······-·-····················· ······--·-···-···· -·····---·-········· ····-·················-·····-·············-·············-···-·-···-···-····· 

lll'lisibi!Sho'l! II, 80, fl Oll!nsi'I!IEI!tn!ntll frt 4!1Co00! IOyanls ·········· ·····~·-··············· mum ""Ill ·----·-···-···-·············-----·············- -·················-·········-············· ---·····-··-·-·· ···············- -··················---- ·········-···-···-·····-······ ···· ·· ···· ·············-······· ·····-···········-·-·····························-----·-···-·······---------
llaJoo II ltisalan!oas I \YI«i Iii ISSICocm SpociaJ SpociaJ One night (01 siooilar ptriod of sl!!p) loWII 

ltl'l! "tsll!t II, 80, fl ltisalbn!oos I \YI«i Eri I oinll! (Dfloo Mil l'lllRan!nl mill 
······--··-----·-----·-·-···---·---------------· ---·····---------·-···-·······-·······---- ·-----------·-···-------·-------- -·-···········-----·--· ·-·-·-·-·········-·····------- -----·-----·-·-------·-···----- --------·-·······-------·-······ ·----- ························-······-···-·····-----------·-----·-----------·-·--
~~ltactiOII llf\,1 ltisa~I\Yrd Iii SSICoOO! Mil Itt Jroollls+lroondltm\Yrd BoW 116 

·········· ····t··························-----------------······· ···········-·--·········-·------------- --·---------·-·······-·······--- ·-----·-·····-·-·-----·- --·-·----------···-···------ --·---·-----·-·---·-·······--- -----·-----·-······--------· .. ········· ··············-···········-·--·-···-·----------·-----·-----·-·····-·-------
lb&i< leistm II, 80, fl. I Otltnsi'l! I \Yrd Eri SSICoOO! Mil Itt Jroollls+lround l tm\Yrd mm 
hlth!8rok., II, \WI ltist~IWird -----~rJ~L .... I!SICocm (DI\Q(t l Clbid!!t of aat!rial mum Mil Ill 
···-------·····-·-·-·····-------·-············ ·····-·-·-·················-··········-- ------·············-············· --····-·····-··----···-·-·-··· ·-···-····--·-·········-·····-· ---·-·························-···-·-· ---·-·········-·····-·······-·········-·····-·············-·-·············-· 
11!rrillllnwollnaillt sw ltist!lall!OIS I \Yrd Eri 4!1Co00! --· -· ···· ··~---····· ······ • ···································~·-································· BoW Ill 
·············-·-·········-···-·············-·· ···-···-···········-···-················- ·-------·-···-·············----- ·······-·· ········ ·· ·-· ---·-·-···· ·····--------·-·-· ·············---------·-----·-·-···-··· ·-···-··-···· 
ltindllast 8~ w. \WI Oll!mi'l! I \Yrd ltind IOSICocm IOyards • etant BoW 114 

-~~~! ______________ ·~ 80, w "isalan!oos I El!to!mal .... 1:'.!!'~--- 8!1Co00! Mil Itt J roollls + I roond I tm \Yrd 
"" Ill ······-·························-·--·-··· ---------------·-·-·············- --------------···-----·-···--- ----·-·········--············· ·····-···········-···--··············· ···················-··············-----·····-·······-···-···-·············- --·-········· 

1\oo~ Eardt \WI Misalbn!oosl El!to!ntll Watt! ISSICocm (DI\Q(t -- ~-~bic-~-~-~~---- I roond + lroondltmWird mm 
··········-···········-·····-·-·-----·-·-····· --------------·····-·····-·······--·-··· -----·-·······-···-········----- ····-·············-····· ··-·············-············ ·········------·····-···-·-···-· --·-------·-·············-···············-············-·········-······--- ·•·•·······•· 

""'~ Pbnt \WI Misalan!oos I El!to!tltal Wall! ISSICocm (DI\Q(t One~ munt m Ill 

lloiw II, 80 ltisalan!oi!IEI!to!tltal Iii Tl!<ocm IS yards Mil I room+ I roundltmWird ""Ill 
BC = Bfi&ht Craw • BO = Blicht 1Xio1o • DH = D'Siw 11ooit • FS = Foith Siol'n • GP=Gmft flaplt • HJ = lb'pll • K= IHlnl! • R = IKDpilfn • SD = !"""' Donar • SK =!ofptnlint • SW =Sbywincl• W =Wyldtr • WA =Watdlon • WC =Whito Craw • WD =Word D•- • WW=WrdW.-
BoW =look ofWinl• C-S = Cry-SW • HRB =KUIIIolt look • TK=TloiHlnl! • TR =Tho IKDpilfn llott:ll (hod- Distinctions) "'r indodes SC.W.WD ...t\WI 



LEVEL I SPELL NAME I DISTINCTIONS I TYPE I ELEMENT I CASTING TIME I RANGE I AREA DURATION SOURCE 

+~= =-= ! = ~:~:-········· l ···~~ ~--·· .: ·· 1 :Z:·=-··J-·····::1:: t·········:f:: ········ l ·:~::~:=~ t=~~ 
!rounds+ I roondlutnW"rd 

I ····· i -~~·~ :::: =·=~~~... =l~i~l!• 1=~==-- {~ - j __ .... .,. ------~'!'! .... . . 
1;rztt 

lnsanl 

Spoa.i 

Scent ollht W"od I 8~ fS, WD, WW I Ki~elbneous I W"rd I lir I IS !!!onds I MIA I Sd I lhi1111!! + IO.inults I ntn W"rd 

::-·-············ ····················· 1 · ··· · · ··--it-:H;~~----·-··· I -- -:~7i~;~ -- l ·········· ;:······ +······· 'i:: - -··· · · l · ··· ······~~- -····· · ···· t ········· :~- -- -········· · t · ········· · · · ·····L~~"e _+_ l~:;e I !ltn Wrd 

-~~=====i===~====~~~=~~=~==~=i==~==~===~==~====~~~~~---~ lip 

·f ·-·--·-···-·-·-·-···-·-·- ·····-· -·-·- ·-·· ·- · - ·-l - · -·- · - · ··-·····- 8-o: ~ ............... .... J ..... :.~_ E:: .... J ...... ~~- ~~-'' ______ 1 _________ ~ _~=--- · - · -·- ·· '- ·-·-· ': .:=~----·-·- I --· ~_r~~o~f:~~ -~~- ··+·-· -·-···-·····-················ ·· ·····---·-·-· -·-·-·---·-· -·-·-·-·- ·-·- ·-·- I 

!ooic81ast lnsianl 

lb!lbii!O<siW•d Eanh 6!t<onds ln!unt Son&olbok"'in& I fl 

KIB Ill 

KIB Ill 

BoW liS 

KIB Ill 

Till 

K!B 176 

!oW !l 

K!B 176 

C-Sili 

K!B 176 

BoW 148 

Song ollmpinlion I fl Ki<!loii!OUliWrd lir l!l!onds 
Sptrial ~ Sp!cia1 ......................... sptcill _____ ......................... .1 ... ~~- ~s~ --
r...~---············ .:":'1'1 ... ...... 1 

lnsllnl 
--------------------· -------------------------------_ lpo~ _T00~- _ _ _ ········ .. _ _ _ _ __ WD: ~- . .. _ .. -I Off!llli~t I Eltmtnlll 

-----------------------
r .. l!!!onds 

Spetdoflht fux ~WD lbella,...s IW"•d Wner ll!l!onds MIA S!l ) rounds + I round I !ltn W"•d 

Sf!~~~-~~-k _ ...... ....... .1 ... _____ 'IID_:'!ffl 
HJ 

MIA I Sd I I minul! + I minul! 1 utn Wrd iii······ ......... -~~ ---······ ...................... S mi1111!1 + i ·.;,~;~;;;~W;d 

----------------------- --------- -- -----------
IOyards lyardralius 

S1111ih 
Kisc!lbii!O<s I E~menlll j Wiler I II !l!onds ·····.····················· ......................................... ............ , 

lti~!lbneoos IWrd Air ll !l!onds 
------------------------ --------------------------------------------
Off!mive I Wrd foe II !!!onds l roonds +I round I utnWrd Sl!nch 8~w. ww 

S1in& of the S.torm 
---------------··· 
uklnsollht Hlwk 
--------------------
ung~ Growlh 

····-·-··r ··--·-···············-·········-···-···+·-·-·- ;~:;~:~~:::: 1 :::::r~; :::: j:::: {~~:::·.-· 1 ·-· · ·--- ~;;- --------- j ............... r''cet ___________ _ 

Off!lllilt I Eltmem~ ~ Wa1er 7 !l!oods I 10 yards 

8~WD, WW 
·····I ····· ................................. . 

8~WD.WW 

I roord + lrourd I ntnW•d 

!rounds+ I roond I exira Wird 
------------------------------· -· 
!rounds+ I roond I !lira Wird 

S.l 
··························l ···················· · ······· · l 

l yard .. ~,. ww 
·····-

lhouSird-&ystiiBIIst 
-----------------·------------- ----------- :: + -·:=~~7~: ----1 ·::: );::::: 1 ····· 6=~ Tracktrs Eye 
--------------------------------------------

,.~rarfs SpeD of lht Kimble fmgen WD lti<!llaneoos I Wird Air ll !l!onds 

fllb~tklol 8( lti<!lla..,.siWird lit ll!!!onds 

__ , _____ IO_!'rrll . 
MIA 

KIA 

Conoo 

u~gtt _ 
Specill 

S.l 

Tlr!fl 

lnsllnl 

_Sp!cill ______________ _ 

l rounds + I round I eitn Wrd 

Spoa.i 

KIB 176 

K!B 1!6 

Kl8 177 

C-Sil8 

BoW 8l 

BoW 84 

BoWlS 

Kl8 177 

BoW Ill 

BoW Ill 

BoW 8S 

K!B ITB 



LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT CASTING TIME RANGE AREA , DURATION SOURCE 

li!ionaldlobl K.IHYro.WW lbtlantcos I W'rd lit 11S«oods 1/A or (010£1 ------ ~ -~:~------- lllinlll + lllioll!/lltnW'rd 
"" 118 ···--------------------------------------- ····------------------------------------- ---------------------------- ----------------------- ------------------------------ ------------------------------- ---------·-·-·----------------------------------------------------------

bet alalomd!r I~WD,WW "i!a~Mos /lllto!ta ·---- - ~-!'!~t __ 11S«oods MIA _______ !~-~-~-------- lllinlll + lllinlll/lllnWid 
"" 111 -------------------------------------------· ------------------·----····---------------- --------------------------------- --------------------------· ------------------------------ ---------------------------------------------------------------------

Wal Dn W.t!r I~ ll.WD.WW "i!c~/lllto!ta lit 11S«oods 1/A or (010£1 Solorl:rzot I oirotr + I •ill~ /otn Wid "18 111 

W.wmr IO,W,WD,WW ll!ftmi~t/llto!ntal lri JS«oods 1/A or (010£1 ---------~-~-~!'! _______ Jruoollls+lroand/lltnWid "18 119 ·-·--------------------·--·-------------------- ······----------------------------------- --------------------------------- ----------------------- ----------------------------- ------------------------------ --------------------------------------------------·····------------------· 
1 I Wil:l!r-lfast'sh K,~WD.WW ll!l!nsilt I W'rd lri 4S«oods CDnoo ------~-~-~------------ I oi11" + J ruoollls /l!lln W'rd 

"" 119 -------------· ---------------------------------------------- -----------------------·------------- --------------------------------- ----------------------- ---------------------------- ------------------------- ----------------------------------------------------------------------
J Arid ldt 8( Ofl!mi!t/lllto!ta r .. IOS«oods 10 pnts lqt lnsunt mm 

Air Arooor ID,W,WW ll!ftmi~t/llto!ntal lit 4S«oods 1/A Sol Jruoollls +I roond/11tnW'rd 1111119 -------------------------------·-------------- ------------------·---------------------- -------------------------------- ------------------------ ·-------------------------·-- · ----·--------------------- ----·------------------------------- ----------------------------------------------------------------------------
Airldt W,WD,WW Ofl!mi!t/lllto!ta rn IS«oods 10 pnts ·--------------~----------------- lnsunt m 110 ---------------------------------------------- ------ ----------·------------------------- --------------------------------· ------------------------ -----------------------------· ------------------------------- -----------------------------------------------------······-----------·--· 
Altedody!ll WD ~s/Wid lit llS«oods I/ A Sol Jruoollls+lroond/otnWid Ill! 110 

Aniaa~ Aaot ww Ofl!mi!t/ll!totntal W.l!f JS«oods lyri DnopiMI ~I 1118181 
·---------------------------------------------- ----------------------------------------- --------------------------------- ------------------------ ----------------------------- ------------------------------- ------------------------------------- -------···-··-·---·-----------------·---·---------·---·---···--------- ----
.O.Iidlollru WD,WW ll!l!nsilt I W'rd lri lli<OIIds 1/A or (OIDa Solorl:rzot Jruoollls+lroond/lltnW'rd loW 86 ............................................... ------------------------------------- ---· · --- ------ -- -------------------- -- --------------·········· ---·-·-· ·------- ----·-···--··· ------------------------------ ------------------------------------- --------------------------------------------------·-----------·········-----
llastallit IO,W Ofl!mi!t /1'-"1 rn IS«oods ll pnts lqt lnsunt mIll 

---~~-~!~ --------------· lW Ofl!mi!t/ll!totntai r .. 4S«oods ---------~-------------- --------------~--------------- lpKial loW Ill 
---------------------------··----------- -------------------------------- ----------------------- --------------------·-·-·--·· --------------------------------------------------------------------------

loltalllmm VI( Ofl!mi!t/llonotntai Ill IS«oods 10 pnts ---------------~----------------· ~I loW 141 
---------------------------················ · .......................................... ................................. ---·--·-·---------···-·· ----··········---------·-·-·-- ·····-------------------------- --------------------------------------------------------------------·-······ ------------
Bolt alibi! IO,W Ofl!mi!t/ll!to!ntal r .. IS«oods 10 pnts lqt lnsunt "11181 

Oiti> lD ll!ftmi~t/II!Mtal lartb lli<OIIds 1/A or (010£1 Solorl:rzot J ruoollls +I roond/11tnWid loW 1!9 
.............................................. --------------------------------------·--- ------------------------------- ----------------------· ---------------------------- ------------------------------- --------------------------············· .......... .... ...... .. .. .. ................ , __________________________________ ···-·······--

Cooturlp!l AI, ID,Il ll!l!nsilt I W'rd lri(b) JS«oods -~~-~-~~~( __ 1/A lnsunt ltlllll 
-···------------- ------------------··------------ -----------------------------------·-··· --------------------------------- ....................... ------------------------------ ---···-------·-·--····----------------· --------------- -----···--------------······------------------------------- ---------------· 

t:rysUArooor 11ft lltm/l~to~nw hrth 4S«oods 1/A Sol J ruoollls +I roand/11tnWid loW Ill 

C.reDis"l!Sol/ K,ll,~WD.WW lti~/W'rd lri 11S«oods 1/A or Contact Solorlar!'l l'tnoan!nl 11&1181 

C.reDis"l!Othtrs 
--------------------------------------···--·- ----------------------------------------- --------------------------------- ------------------------ ----------------------------- ------------------------------- ----------------·-·------------------·· ---------------------------------------------·-····-·----------------······· ------------
lbrk~ VI{ ll!ftmi~t/llto!ntal 1/A 4S«oods 1/A or (010£1 Sol orl:rzot Jruoollls+lroond/lltnWid loW Ill 

llaJtltls K,W Oll!nsi1t/lleltntal rn IS«oods 10 pnts 1""' raGil Jruoollls+lroond/lltnWid loW 16 
----------------------------------------------- .......................................... ------------------------------ -·-········-···------··· .............................. ······------------------------· ------------------------·-···-····--- ----··--·--···-·····-··········----···-------------------------------------- .............. 

lltayloodl VI( llll!nilt /Wid 1/A IOS«oods Contact lqt Jruoollls+lroond/lltnWid loW Ill 
------------------------------------------------- ----------------------------------------- ................................. ....................... ---··-·-···-·----------------- ------------------------------· -----------------------------------·-· -------------------------------------------------------------------------·--· ............. 

llt<oooposo 8( Dll!mi'ft I W'rd rn IS«oods ID pnts lqt lnsunt 11&1181 

llilp!lfb&( AI,BO,Il ltisc!lin!<lal/ W'rd Earth llS«oods CDnoo lqt lnsunt - "II 181 .................................................. .......................................... --------------------------------- ---------------------·-· ------------------------------ ------·-·--------------------·-· ------··------- ------·---·------------· ······-------------------------------------------------------------------- ....... ...... 

Dooinltion K,WW llll!nilt /Wid lild 11S«oods ------ ~0-~-------- ---------------~----------------- ---------------------------------~---------------------------------- loW 11! 
··-·····--·-··-------------·-·····-·--·-··--· ···-------------------------------------- ............ ..................... ------------------------ ------------------------------ ................. 

lnaArrowallhair lW Dlfonsilt/ll!totntal rn 4S«oods lpKial lqt lpKial loW Ill 

lnalpom GP Dfl!fllilt/ll!tt!ntal h 1S«oods 10 pnts 1""' raGil lnsunt loW 1!4 

BC = Bipt U.. • BO= Bi&ht ~ • DH = D'lhoo """' • FS = Foith Sinl'f' • GP= Grotn 1'1.,to • HJ = lb')ata • K= ltstttk • R = !tmcnizto • SD = s.., D""" • SK =S.rponkino • SW =Sby>ild • W =Wy~ • WA =W.tchto • WC =Whitt U.. • WD =W'rd Danar • WW =W'rdW.Mr 
BoW= look oiWinl • C-S =Cry-Star • HRB = 1bi! !oio look • TK =Tho ltstnk • TR =Tho !tmgniloo Ito~: AI jbtod ll1dor Distin<tioos) only iododes BC,W,WD andWW 



LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT I CASTING TIME RANGE 

Ea~lh E~m .. w fi,W,WW 

ww 
BO.~W.WW I Off.,;, IEiem•nl>i I Em I I "'or<ls I 10 ylllh 

H&~bn'"'" I EH!Ill<i 
H&~~s/Eiemenw 1. ::: ·· -1- ···ii·:: .. ·· l· .. 12: 

l I Ea~thtolto.. •• ._ _________________________________________________________ J _____________________________ _ 

l Elem!naiChaim 

AREA 

N/A 

DURATION 

I rou.t + I~~~- ' !111>!""~ -- .... ····I 
lnsunt 

lnst>nt +I mirol! I !llflW'rd 

·--~~~-~~-- ..... ............ ······ · ' ·::::.8:~i~o:&~·.:•::::·.:j.:·.: :~E1:~~::·:I•::·:x~~-:·::·. j::·~~;::::~::: j·:: .: ~r~:.:•. ·.:: j ............... -;• ................. ! ................................... !~ .................................. . (,.mtioo 

Erts~ th! Bit 

_Ia~~ ... + """''""' 
I oinut! + I miool! I !llfl W<d 

.~'!. .................. , ... 011~.'--~~~~ - · j········--!~ .......... ! ......... 4 -~~---· ..... L ......... 1~ ............ . 
til! 8lil j 80, W Off!I!Si~t I Elem!.U fin (litllt) ....... + ···------······· ............................................................................................................... . 
fbm! Armour 80, ~ W, WD, WW Dt~nsivt I E~m .. w hrlh 

flkooArr .. ollhrii~n···············• 
IO !t!or<ls 

l !t!oOOs 
__ 10_~ ·-··· 
N/A or (onQ!t 

brz!! l rourds + I rom! I "'" Wild .......................... ------------------------------------------
2 ylld "~IS ~ insl>nt .. ............................................................................................................ 1. 
ltKorTll!fl lrourds+l roondi!llflW'•d 

footbllsolth!T~ lti~!lbn!oas /Wrd I lir I ll SKoOOs N/A ld l rourds +I rou.t I !lira Wrd 

frostArr .. ol(rysnian 
------------------------·-·············· 

Gilllt's Growth N/A I ld I lrourds+lroond/mraWrd 
l ··················~ ··············· f ····~:;2;~:··· 1······· {:········ ·1 ······· i4i:":·········· 1········· ~~---··········1 ·············r~I'' ............... J ................................ :~ ................ . 

SOURCE 

H!B Ill 

HIS 183 

!Ill 

HIS IBl 

BoW81 

BoW 88 

BoW 124 

H!B IBl 

H!B 184 

TIBI 

BoW Ill 

H!B 184 

........ I.O _~ ......... J ............ ~ ............... J ................................. ~~---······························· 1 BoW 88 . ?~== I ~~~ j ~~ I ..E., ~:.~ f .. J;"!.,;. I w.,.,. Tar!'! ----------

,. ::.'"~ ·•· •··•· ·····••·· • ······I··· : ii~W t~@ l ~ I +~= t~(..;r:::j w~~ ··· · 

lmt 

lnsunt 

Tl 80 

H!B 184 

1 ~'0111is•:=i>h.'."II>VIi~ ......... , ::::: 

l rourds + I roand I ulll Wrd C-1129 

······• lf::'""'='""'= 1: ~:.~= I =Z::~E~·= ~ I ~= j :. ~·= ·1 ·~;o;: l ::: ~ =: ··ft::~ I minute + I minvt! I utra W•d I HIB 186 

··········· ·-···-···-·-·-·-·---·-·····-···-··-·-·---·-·-· ;: :: j :·.:E;:~:H=~ ::::::·.:•:·.::: I ::::::::~~f: :::·.:::·. :·.:j.:: i:t:j:[~:•:•: l :•:•:: ~?:•:•:: j:·::: !~::······· .j ........... ~~---·········-~ ·-············-~·~ ·-·············· """"""' I Hl8180 
llliroi!S + 10 minut!S I !xtraWrd C-1129 ............................................................... 1······· .................................................................... .......... .. N/A I ld 

MiA I Oll!!rdslllt!d~ .. I illur +I how I !llr>Vt'rd BoW 89 

..... !. .. ~ ---~-~---······················· · ··l· ············-~·-··· ............. , ....... ll!ft~!~rd ··· j· ...... ~~ ....... , ... - - ~ -~--- . · · ~ ___ MIA_ or_~ .... , ........... ~~.«.!~~---··········1···················· 1··~~-~-.'_~.i_'xtra_ !~ .. . 

···i···· · :7":: ················+·······- ~··············· ····::27::r··· ··- --~:- -·· ··--~~l:": ····+ ···- ~\;7···· ····· ·······r:i········· ··············· i ~~; ·;j~::~·;;;~w~ 
Prodi~oas~oiT!,.monhrl Olt,l Off!llsi!t /Wrd fit 6SKoOOs I \p!<ilJ brz!! lnsunt 

BoW 216 

BoWil4 

HIB 181 

BoW Ill 



LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT CASTING TIME RANGE AREA DURATION SOURCE 
lhlplody lmrf c1 PHoron IW llff!nsM I El!taW rn hronds lp!<i>l llfl'l lpKial loW 121 --------------1---------------·-········------·-·--------------- -----------------··---------------------- ··------------------------------- ----------------------- ------------------------------ -----------------------------·- ----------------------------·-·····-·· ·······-·-·-·---------------------·-·---·-·-·-·--·-------------------·--· 
laol BlBO, fi,W,WW lti!ltbM IWrd lit I hoar! or I«! ~Q(t 

................ ~~---·············· !Inti dUll~ rud mt87 --------------------------- ---------------------- ·····------------------------------------------------·--- ----------------------------- ------------------------------ -------------·-·····································-·-···-·-·-·-·····-···-· 
l!fplntE)!S II ltisalin!ot! I Wrd lit lloilllfl MIA IOO~r.uils 180 101rds + 60 101rds IIIIR Wird loW Ill 

··-·····-···· · ·---~!-~-----··········-·····---------- II lti!a~siWrd lit Joinutfl MIA Ill 180 roords + 60 n~~rds I em Word loW IJB 
·····-·-·-···-·····-···-·-···---·----····· ·····---------·-···············-. ····--------······-···· ············-·-···-·-·-······ ·······················-··-···· -·-·······-·····-·-·-················· ---···········-···-·---·-·-·-···-·-·-···-------·-·-·-···---·-···-···-·-·-

lhall!f!IIOrd Dlt,l 011!1\lir! I Wrd rn 
' SKOrds 

IOI'f\ls On! sword lnsbnl loW Ill 
··········--·····-·-·-···---·-·-·-···-········ ·······-···-·-···-···------------------ -···-·-···-·-·-···-···-·-·····-·· ·-··-·-·····-···· ····· ····-······················-- ----------------·-···-·-·····-· ···-·····-·····-·-···-----·······-·-·-· ·····-·-·-·-----·-·-···-·····-·························-·····-·-·········-··· 
li!tn B(,BO,fi,W,WW !isalbn!oosiEI!tl!nal lit (~&h~ 11SKonds IOI'flls l~racils ln~~rds+lfOII'<! I!IIRWrd !II 187 

!ioopl!llasioo 8(, BO,W !is<!bn!Ois I El!to!nlll -----~-~-~L .. IS!!!onds IOI'flls ICibideel l•m~+l•int~lemWrd ltlB 188 
· ·· ---······ t ·······-·· ·-·······-·····-·--·-·····-············ -·-·····························-···-···-· -·-···-·-·-·-···················- ---····-·-·················-·· ··-···-·····-·········-········· ·····················-·······-·---·-··· ·-···-----·-·····-·-·····-·-·-·-·-·-···-···-···-·-·-·-·-···················-

Size ci lh! IIi~ wo lliK~IWml Earth 11SKonds MIA Ill l rourds +I roundi!IIRWrd "" 188 -·-··········----·-·-······················· ··························-·····-····-·· --·-···-···-·· ·-·-·········-···-· -·-···-················ ··· ···---·-···················· -·····-·-···-···-···-·········· ···········-·-·-·-·-·-·-·---·-·-·····- ·······-·-······ ·····-·-·····-···-···-·········-·-·-·-·-···-···-···-···-·· ·· 

!l!!p wo Oll!nlive IWrd lit 6 SKOrds ~Q(t llfgd lnsllnl ltlB 189 

Solidity I lli•llll!1ll! I Wml hnh 14SKonds MIA Ill J IOirds + ln~~nd IIIIRWrd nat 
··············-······-······-···················· ---····················-·-···········-···· ···-·-·········-················ ························ ·····-···-·---·-·-·-···-·· ·-· -·-···-·-·-···-----·-·····---·- -·-·-···········-·-············------·- ··-·-···-·-·········································-----·········-········ 

lonJ ci l!rlfi~ II 011!1\lir! IWrd ---- ~~-~L .... ll!!!onds 107'flls IOyardfldils l n~~rds +I fOil'<! I emWrd loW Ill 
----·-············--··-·-····-·········--------·- ......................................... ................................. -------------------·-·-·---··· ............................... ..................... ...... ...... .... . ........................................................................... 

lonJcifip II D!f!IIS!IWird Eri IO!!!onds lp!<i>l IOyardfldils 6 roands + II 1I1R Wrd loW lSI 

lp!!dcilh!Siolh 8( Oll!miY! I Wild Water B!!!onds ~Q(t Wg!l ln~~rds+lroonii!IIRWrd !18 189 
-------------------------------················· .... .... .......... ...... .................. ................................ ........................ ............................. ............................... -·--··-------------------·------------- ............. ............................................................... 

--~-~---·····-·········--·-·····-·-·-·· AI. 80, 11 ll!f!nsj, IWrd Earth 6 SKOrds MIA l~filias l rourds +I roondi!IIRWrd !18 189 .......................................... ... .............................. ........................ .............................. ............................... --------------------------------·----- ............................................................................ 
~onn Arrow ciOIOII! IW llff!nsMIEI!tl!nlal fir! 4SKonds lpKial hrgd lpKial loW 118 

llr!nclhrllh!BM'sha wo lti!ala~siWrd Water ll!!!onds MIA ld 1n~~rds+lroonii!ItRWrd !18 189 .................................................. .......................................... ................................. ....................... ............................. .............................. . ....................................... .............................................. ............................... 

loollmrf ciTm IW Oll!nsn!IEI!IIw fir! 4 SKOrds ·······---~----···-·-··· Wg!l ······ ·-·-·-···-·-···-·-·-·-·-·-·-·~------·-···-·············-·-·····- loW 118 
. .............................................. .......................................... ................................. ........................ .............................. . ..................... ................. 

~ KWW ltiKtboas I Wrd llild ll!!!onds lp!<i>l llfl!l I 101nd +I roundi!IIRWrd BoW 116 

lhonc!rboltfisl B(,W,WO 011!1\lir! I Wml rn IO!!!onds MIA 1!1 6roords +I roandi!IIRWrd loW 91 
---·-·-------------------------------------- . ......................................... ................................. ........................ .............................. ------------------------------ ...................................... ------------------------------------------------------------·---·---·-------
lomnt B~w.ww 011!1\lir! I W•d fie l SKOrds IOI'flls Wg!l lp!<i>J loW 90 .............................................. ........................................... ................................. ----------------------- ............................. . .............................. -----------------------------------·--- --------------------------------------------------------------·---·---------
lipr ci lh! llwliha ~wo llsctlal!1li!IWird Eri ll!!!onds MIA Ill 1rourds+lroundi!IIRWird "18 189 

Wal ci lit BO,W,WW D!l!mi11 I E~•!ll131 Earth 4 SKOrds _______ J _~------··· 10' I 10' I I'Wll J n~~rds +I roond I em Willi ltlll91 
---··-----~--------------------·-------·····--

......................................... ................................. ---------------------- ............................. .. .................................... .......................................... - ................................ ---------···· 
Wall on lit B~WO.WW !is<!lan!oas I Eloa!nlll lit 14SKonds MIA or COIQ<I ld or Tllgd I oinlt! + I oinoi!IIIIR Wrd !11190 
............................................... .......................................... ................................. ....................... ............................. ............................... ....................................... .. .......................................................................... .. ............ 
Wai!Nr ~wo.ww !is<!lln!oas I El!m!rKal lit 14SKonds MIA or COIQ<I I!IQ(llf~ I 1inll! + I 1ilo11 IIIIR Wrd !18 19G 

W.l!r Annolr 80, ~ W, WO, WW ll!~mi11 I E~o!ll131 Eanh l SKOrds MIA or ConQa l!hllfgd l n~~rds + I round I em Wrd !18 190 
............................................... .......................................... ------------------·······------- ----------------------- .............................. ............................... ....................................... ............................................................................ .. ........... 

W.l!r Elloo!nlll IO,W,WW !is<!lnoos I E'""nlll Water 11SKonds ··--- -- ~0-~ ---····· MIA ln~~nd +I roundi!IIRWrd m111 
-----------·--------------------------------· .......................................... ................................. ........................ .............................. .. .................................... ............................................................................ ----·--·---
Wllldlwolll I llff!nsM I Wml fir! 4 SKOrds lpKial MIA lnsbnl loW 119 

Ace KWW lll!!nm I Wird fir! IO!!!onds IOI'flls Wg!l lpKial loW !I 

BC = lli&ht Crvw • BO = llipt 0rio1t • DM = D'lmo 11<ok • FS = hith SioJtn • GP = Gmn ~'top~< • HJ = lb'j.ll> • K = lostrtls • R = !ompiztn • SD = s.,.. Donar • SK = lofptnli1o • SW = Sloyoind • W =Wyldtr • WA =W.tthon • WC =Whitt Crvw • WD =Word Dwtr • WW =WordW."" 
BoW= Book aiWinl • C·S =Cry-SUr • MRB = ~~~~,_~Book • TK=Tho lolm • TR =Tho llt<Dpztn llozt: AII ~st!d ondor Distin<tioos) only indtdos BC,W,WD ondWW 



LEVEL I SPELL NAME I DISTINCTIONS TYPE ELEMENT I CASTING TIME RANGE AREA DURATION SOURCE 

+·- ·---- --- --- - - - - - ·-·- t ·-·-·-·-·-·-·-·-·-·-·-·-·-·-+·-·-·-·-·-· - ·-·-·-·-·-·-·-·-·- 1·-·-·-·-·-·-·-·~---·-·-· ~~~~Body Oth!n j 8( lltil<•llu•.,s I Wrd I lit I ll !Konds I Coo~ -----------------~~-----------------J - "~8_ 1_91 __ 

-- ~'::; -·-------------- ---------~~;---------- ---~:;-~:~-- - l -------~-----~------ii -:=----- 1 -----io"~; ---- -- l------ j - ~;-r~~;- -- ---1 -------- - -- ! -~~ -+.!~:! ... ~-~~ ----------~ 

l y.d !lliiS 

--~"-1'"~~~ ------ t---------- l- ~~:>- ~ _101111d_/!'~~~ --------- , 
Tal!!~ lmunt 

··········-··················-· ························----·-·-·-·-·----------------------------------------
lnstlnt 

lnnow ~ tho WOOd I 80, fl. W, WD, WW I ll!~miw I E~m!tltal I Em I 4 !Konds I Nil or Cma 

- ~ --~r:~~--------- ------t --------- 8~~---------- l---::-;;=:---- t ---r}~;; --t---- ~-:= ----- l ---- ~-i:------

"18 19! 

BoW 114 

"18 19! 

"18 19! 

BoW9l 

BoW 140 

-----------------~---------------- -- -'- - ~~- 1 !_1 __ 

~ -- t --- ~:~~;,;·~~ ··---•••• l •••••••• ~f•••••••••• l • "~~.:~~ · l•••••• ; •••••l•·-····-:r~~·•••• l-•••• '~:~~ ·--•••• l•••••••• ;• :::::::: j::::::::::l~~~. ~;;. !~=~~- - -- - ---- - ~ 
4 C.US!Ilis!a!! IC "i~•lbn!oasiWrd lit llSKonds Coo~ lar!'l l10UIIIs+lround lutn Wrd 

CommOI! with Pbnt [jl, 
-----------·-----------

_ r,..p~• _ulnion ________ _ 

ll!llhlllll!n 

hts ~tho ill 
I ---------

Elllh fr!!dom 

f•t>IYilrltion 

8~:-~----------------J ---"-~:;;:r--- l------~w~~------ r--------~l-::---_- _-_-_J---_-_-_-;{f=----_-_-_-_ --- --------~~,:0(1:--- _-_-_-_-J_-_-_-_-_-_-_-_- _- : -_~;i:~--;_;;::_i-;~-;~---_-_-.-_-_-_-_-_t 
lnstw 

I minut• + I minut! I utn W'<d 

8~1i:& :::::::l::~::~=1~: :j.:::::~:::: l :::: ~:fE::::: j ::::21 ::: :: l:::::-:: ~! ·------·- l --·--- ~ ~,.~ -+. l __ ~~~~2:~~'ro_(c~~-~~) ____ _ 

I ~~ .•..•. : ..• •I• ..... it~¥ ·~~"i···· tri:" ···· l ~~~~ = I = :1~ ········· I·::: ··!········ .•• .•. 
1 =· ·~~~..... . .... ·· I 

__ ln~_b~ -~- :::::::::1::: Al:.fl ::: t ·H~~T?E& : I :::~;~: ::. I 6roollls I NIA hrrisibili~ 

Lm!bst 

llSKonds 

B !Konds 

Nil or Conuo 

fr• IOy>rds 

llug~ng ""'" ol [nth[ 
. ·········-·-···---4···4····-··· IW I Oll!llli'lt I El!m!nul I flf! 

fl: ~_wo.Ww :_:: -_-: Hi~~~;;~,d ::. ::::: ~- - -I 
B~ BO,W Oll!llli'lt I El!m•nul fin (~gill) 

4S!Conds 1 _____ 1~1 __ _ 

~~p tho Hoollllin 14 !Konds I Nil 

~ghllling Bolt 10 !Kollls I 10 yarth 

IDU!! Hind KWW lli"lb'"""IW'wd "ioo l11inutt lp!<ill 

1-·-
1!1 

Iff or llrl't 
······ ......... . 

lar!'l 

llr~t 

lei 

I or""' ~'l'a 

"'"" 

J roullls + I rooncll !ltn Wwd 
----·-·4··· · ······ 

I oinut! + I minut! I utn Wrd 
1·-··-·-·------------···- ··-·--·····-· 

1-t 

lroullls+lroondlm~W•d 
··················4······· ••• 4 •• 

I oinut! + I minut! I utn Wrd 

lmunt 

lnstlnt~utl!!tm) 

BoW Ill 

"!8 19! 

1181 

"" 193 
ml9l 

"!B 194 

BoW Ill 

BoW 93 

ml94 

"!B 194 

ml94 

BoW9l 

ml9l 

C-IllO 

H!8 19! 

BoW96 

BoW 1!6 

H!B 19! 

HIS 196 

BoW !II 



LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT CASTING TIME RANGE AREA DURATION SOURCE 

lll&i<llsislaoa II, 80,1! Dlfmill I W"rd Eri ! IKOOds Ill lei )!111r<is+l11*1di!JlnWird ltll I" ·····-·····--·------------------------------·-···------------ ---------------------------------------- ----------------------------·-- -------------------- ---------------------------- ----------------------------- --------------------------------·-···- --------------------------------------------------------------------- --------------
llindllla!t !{,W,WW ll«tnsi!t I W"rd llind I011<onds 10 prds --------------~------------ BID BoW 118 -------------------------------------------- ----------------------------------------- ------------------------------ ----------------------- ·--------------------------- ------------------------------- --------------------------------------------------------------------
lazor'lllndl I(,W O«<nsiwlo-tal rn ll!l<onds 10 prds 1qt BID BoW96 

------·------~ --~--d--~-~------·----------·-- !{,fUWD.V!ll llisabooos I W"rd Wattr ll!l<onds Nil er Comet -------- --~--~-~~ --------· l1111r<ls+ 111*1dlntnW"rd "II 196 ------------------------------------------ -------------------------------- ---------------------- ----------------------------- ------------------------------ ------------------------------------------------------------------------
----~------- - ---------------------- W( llisaboas I W"rd Ill IIKOOds Ill ------- ~-~-~-~!---------- · kmlt BoWl« ----------------------------------------- ------------------------------ ---------------------- ---------------------------- ---------------------------- ----------------------------------------------------------------------

!ha9tllonl ww """"'-I Eioltncll Wattr ll!l<onds r..oo I tJbic J¥11 I 1111nd+ 111*1di!IIRW"rd "II 191 

!li!lddlitft- 10 D!l!nsi~t I W"Jd Eri 
' IKOOds 

Ill lei )Rile+ 111*1di!IIR'Krd BoW 1!8 

::: ~:: :r: ~:~:~~! ::: ::: ::·:~::::·· 
----------------------------------------- ----------------------------···- ------------------------------------------------------ ------------------------------ ----------------------------------·-··· ---------------------------------------------------------------------------- ·------------

!{,WO lisana-s I W"rd Wlter illl<onds Ill lei l1111r<is+ 111*1di!IIR'Krd "II 191 
-----·-···--·--------------------------- ----------------------------··· ·· ----------------------- --------------------------- ------------------------------- -------------------------------------- --------------------------------------------·-···--·-----------------------

lim !pel !{, SO,I~W. WW llisalan!oos IW"rd Eri l 1111" r..oo 1qt !po<ial "II 191 

liRrcth d lht NIWborn 8( llftensilt IWrd Wattr IIKOOds r..oo 1qt ) RIID + 111*1dlntnWird "II 191 
··--····----------------------------------------- ------------------------------------------ ------·-··--------------·-···-··· ------- ----------------- ---------------------------- -------------------------·-···- -·-·-····------···-··--------·-····--· -··· ··-··---------------------------------------------------------------· -----------------

1m loot I ltisallntols I W"rd Eri I011<onds Ill lei l RIID + 111*1di!JlnWid Ill! 
-····----------------------------------------- --------·-·-----···-···-······--·-·····--- --------·-···-··--······--··--·-· ------------------------ ----------------------------- ···-·····-···----------------· -------------------·-···-······------- ---------------------------------------------------------------------------- ---------·-
ltltiin!sis w.ww ltiSC!Ian!oos I W"rd llind ll!l<onds 20 prds 1qt l RIID + 111*1dlb1nW"rd BoWll9 

l!mr !now d l'lxali !W Ollonsi!eiEiloootQI rn 4 IKOOds !po<ial 1qt l Rllnds + 111*1di!JlnWird BoWil9 
---------------·-·--------------------------- ·---···-------·-·-··-------------------- --------------------------------- ------------------------ ----------------------------- ------------------------------ --------------------------------------- -------····-···---------·-···-·-·---------------------------------·-··-···· 
lhom!bo GP "isalln!oosiEiloootQI Eri 9 IKOOds Ill lei ' - + 1/!Jln W"rd BoW Ill 
·····--------·-------------------- ---·-······· -----------------------------···········-- ····-·-···-···-···-------------- -----------·------------------------------------------ --------·-·····-·······------- --------·-··--------------------------· ------------------·······-------------------------------------------------- -------------
n..s.nd Day l!ri ~~~wo.ww lisab~NS I W"rd Eri l!!l<onds Iller Comet Ieier!~ I hoor+ I hoorllliRWrd "II 191 

"""' IC.BO.W O«<nsiwiEiloootQI rn (li&llt) I011<onds 10 prds l J¥11 m11 mt.Rt ""191 
····----------------------------------------- ------------------------------------------ --------------------------------- ----------------------- -------------·------------·-- --------------------------------------------------------------------- -------------------------------------------------------------------------- --------------
Wll d Eanb 80, f~W.WW ll!l!mi~tiEI!to!nlll Eri 411<01ds lyn I0'1Ihl'Wll BID "" 199 ----------------------------------------------- ---------------------------------------- ------------------------------- ----------------------- ---------------------------- ------------------------------- -------------------------------------- ------------------------------ ---------------------------------------------

_____ _____ _. 

Wltriol'sln I ltisallntols I W"rd Wattr ll!l<onds Ill lei )RIIr<is+I....JIIJlnYfrd llll 

W.I!!Camoo SO,W Oll!llliltiE~ lirt 9!1<onds _________ 10_~ ------- _______________ !~----------------- ir6t»t "II 199 
···-----------------------------------------·· ------------------------------------------ --------------------------------- ----------------------- ----------------------------- --------------------------------------------------------------------------- --------------
~ !{,BO, f!,W,WW "isalln!oosiEiloootQI Wattr ll!l<onds r..oo 1qt 10 lillllts + 10 lilot!S I!Jln W"rd "II 199 

--------------1------------------------------------------·------· ··--------------------------------------- --------------------------------- ------------------------ ---------- ------------------ ----------------------------- -------------------------------------- ----------------------------------------------------------------------------- -------------
Wl1ilwm 1(, SO,W,WW "isu:b- I Eilll!llll lirt(li&llt) l!!l<onds 10 prds In Uwtrt!d ilnn!ler c0111 !po<ial "11199 

lynwid!atitslwf 
ll prds tal 

llynil~a.tl!lalfDII 

4 j WhirlwildriSISal'!inarfih'IRI llft.l ll«tnsi!tiWrd r.. &~~<onds 111 ~e~ lrut BoW Ill 
-----------------------------------··--------------------------------------

4 '!':'! .~-~-~- ---·-·--------- ·--·-·--------!!~--·-·--·---· - ·----- --·-~-.~!~---- -·-----~~-------· ______ 4 _~-------- __________ !<! _______ ·-· --------------~-------------- l 1111r<ls +I roond lntnWI!d BoW 110 
-------------------------------------------------------------------· -------

liter 8ody Olhtn ww ltisallntols I W"rd lit ll!l<onds r..oo 1qt !po<ial m2oo 

~lblm BO, ~ W. WD. WW ll!l!mi~tiEI!to!ntal hnb l!l<onds N/1 er Comet ----- ~-~-!~~--------- l 1111nds +I ra.ldi!JlnWrd "18 201 
··-------------------------------------------- ------------------------------------------ --------------------------------- ------------------------ ------------·-·······-·---···· -------------------------------- ------------------------------------------------·····---------------·-······ ------------
lily dOne I(,W "is!!b>olls I Eilmtral lif(11ild) 8!1<onds !po<ial lei JRIOr<is+l11*1di!JlnYfrd BoW 91 

BC = 8li&ftt Crow • BO = 8li&ftt Oriole • OM= D'lh>o 1toot • FS = Foith Sioc<n • GP = Cimft l'toplo • HJ = lb')a~ • K = lestttk • R = ""'P~t~~ • SO= lwatm Danar • SK = lfrptnkino • SW = lbywind • W =Wyld!r • WA =Wotdlon • WC =WNte Crow • WO =Wrd Donar • WW =Wrd WtMf 
BoW= Boo< of Win!• C-S =(sy-lar • MRB= lhilllul! Boo< • TK =Tht ~ • TR=Tht ""'P~t~~ lloo: lll (bltd- Distinctions) only Odod!s SC,W,WD ""WW 



LEVEL I SPELL NAME 

Blnti\Blllfln,. 

Body ~WIItr 

Oumpioo's fono 
············ I···· 

DISTINCTIONS 

IW 

WD 

TYPE ELEMENT I CASTING TIME RANGE 

···· I "::::·:·7~~~+ - : :::J: :A~; ... L .. --~~---· Nil 

Mil Hi~tlbll!Ois I W•d Firt lll!(ords 

AREA DURATION 

brgtl ..... 1. 
lpt<ill 

--------·---------------
ld 

1!1 
+····· ___ l'OIIIIJs .~ l _r,.ncll''.lt1~·d 

J rourm +I round I t1111W•d 

Oosinl .. ~~~~ ... . ........ ! ................. . 

.• ...... -.. 'ii r =~~= l ~= l = ;~:= J = ~E ······· l .. ·· ·~· ··••···••···· ........................ -- .......... -- -. Oood ~ (oouption 
--------------------------

Conjurllion 

l rourm +I roundluinW<d 
-------------------------------------··-··············· 

lrKbnf 

lpt<ial 

Itt J rounds + I roond I 11111 Wrd 

SOURCE --
s.w 110 
···--
HIS 101 

!181 -
TIBJ 
········· 

S.W Ill 
--------------

s.w 98 --
S.WIOO liyu~ Wlirlwinl 

.......... j ........... ::l~~ :-.:.:·.::•:.:.:·. j ::H:=;Br:.j:·::•::::.:::•:·j .::·::~\~----·-···~·-······---7~:-············ 
lpKiol 

--······--·-········ ___ 1._ -------·--·-

- ~ ·· +· :::.g ~r"' 
brgot 

lnsllnt 
···· + ···························· ·····································I 

lpKiol 

Empowtr 

fttt!B 

lmmobrion 

BUO.fi.W.WW 
1 .......... . 

~: - 1 ~Z=J ~ = ·r::-= .: ·······! ·····~· .. · •l -•••. , ... ~~~-.. 
.......... •.. ~~~ ~torll ............................ l ......... ~ -·· ··· ···· 1 ·- ~:~-;~~~ -- ~ --- ~~ -~~~) ... l, ... I~ -~~---··J ..... l_O_~---··· · ·I._ ····IOf.~~ --

ltind Armour 
············· ······ ··························· + · 

l'lrllysis 8~ W, WW I Ofl!mi•!f Wrd 

Nil« Conua 

I roulll + I roond I 111n Wrd 
-------------------------·-········--·-················ 

..... ~~.01 r~!'~ ..... .J .......... ! .111111 .~.'.~.1. 1llll_w~ ........... f 
IOrrds I T"l'l lrounds+lroundl111nWird 

HIS lOl 
········---

S.WllO --
HIS lOl 

s.w liB 
···-······ 
HIS lOJ --
s.w Ill 
S.WllO 
--------
s.w 100 --
HIS lOJ P!rtect Illusion ~ BUO,W ~ Hiscelbneoos I El!tltnt<l 

1 .... ~~~; - ::::::::::::: .:::::·.::~T:::•:::::· :::: ~;;;~~~::::1 ....... !~ ......... 1. 
. ·····-· I 10 yards 1 ll cvbi< IHt 

.! ............................ --------------------------- --------------------- ············ I ············ 
I mina11 + I • inu!l I !1111 W•d 
--------------------------------
J rounds + I roond I 11111 W•d s.w Ill 

lt!lc H) lti~11bn!ousiWrd 10 Iiiii I Itt lnttant (-11!0 --
S.WI« 
·-········ 
HIS 1114 

--
s.w 101 

s.w 149 
-----------

long~ ProtKtioo ll!lensiV! I Wrd !;rth 6S!(onm lpt<ill lOyardradius J rounds + I round I !1111 Wrd S.W 110 --
loW 101 

- -------------
TIBJ 

·-·--······ 
S.W IOJ i l~;;;~ •• 1······ ···· ~· ········· I :;;:-..;;: ··1- ~ - 1······ :i:::: + ·····~,;:: ···· · · 

W,WD lti"lbn!ou' IWrd lir IOmirlttes Nil 1!1 ~ lmar+lhouri11111Wrd ······················ ······································· ····························+ 
Itt l rounds+ I round I 11111 Wrd 
··-··················· ··-·-·············--·· ··········· -···········-········--
"'~" lroufll+lroondi!XInW<d --

Tot<l H1airtg Ill I Tot<l Huinc Oth!n I fl. ~ WD, WW ltisalbrt!ousiWrd Eri (lc1) lll!(ords Mll«(orlU<I I!Hor largtt lnttant H18lll4 



- r---
LEVEL I SPELL NAME DISTINCTIONS TYPE ELEMENT CASTING TIME RANGE AREA DURATION SOURCE 

WamJw lnloor ~WI llMi1t I Wrd Eri I boor Nil Ill I W!tk BoW 119 ········-···-----·-·------------------------ ----- --------------- ---------~-------- ·- - ------·-------------------------- ---·------------------- --------·-·-·-------·-···-·-·- ---------------·-·····-·-·····- ·····-·-·-·····---------------------·- ·-·-----------------------·-·········--·····-·······-----------·-···-------w..mor. IC,W Oll!nsiltiEI!to<nbl _____ r.~.-~L .. 15SI!OIIIs lOO yWI lOprd rDI 1 n>~ols +I rOIIId l !llnWrd BoW 101 ·····------------------------------------------ ------------------------------------------ --·-·-·········-············--··· ----------------------------- ----------------------------------------------------------------·· ··································-········································ 
Molal "astir) I(,WW ltisallantoo! IWrd lind 15SI!OIIIs s,eoal I mi~ ra<ias arooo1d asttr I boor+ I boor lutraWrd (htt21 1!11) BoWlll 

Blimnl B~W.WW Oll!miV11£illllobl ··- -'~.!~'L -.. 15SI!OIIIs Nil l -~ OOol arooo1d QSitr I IH+ I hoorl!llnWrd BoW liM 
·•·······•·······•·····················•·····•· . ························-····-········- ·····················-·····-···· -----·····------------······· ············-----------······ -------------------·················· ········-·············---·····-··----------------···-·····················-

····--·-·-·····--B_ody·~--~·-·--···-···-·-···-·-·-·-·-·· 1111 li!ftnsiVIIEIHI~nlal Eri 14SI!OIIIs Nil Ill 1 roorm + 1 roonil!llnWrd BoW 110 
·······························-·········· ···························--···- ······················· ··•·•·•·····•·•···•·•········· ······························ ·······-···························-·- ----------·-·······················-·····-············-·················-·· 

Body~ fblll ~WD "is<!lwoos I Elototnlal lit 15SI!OIIIs Nil Ill 1 roools +I roond l !llnWrd "18 liM 

Body~~"" WD ltisalanooosiEiototnlal lit 15SI!OIIIs Nil Ill 1 roools +I roond I !ltraWrd "18 liM 
·················································- ············-·········-··················· •·•·•·•·•·····•···•·············· ······· ···-············· ·························-··· ··················•·•·····•···· ·························•·····•·•·•·•· ·····-···················-·················--···-······· ············ ·-···· 

(oolrol Pbnllift ww ltisallantoo! IWrd lit llSI!OIIIs ... ~~~_(~--~) ___ Nil I •~•~ +I oinont I txtraWrd "18 105 
·············································· ······································-··· ·············-·-·······-······--- ················-······· ·····•·•·•·•·•·•·•·•·•·····•·· ···········-----·-···········-·····-·- ·•·····················•·•·•·•·········•·······•·····•·•·•·•·•·•···•·•·•·•·• 

D!iunls llwnd!llln B~W,WW lifllmiVIIEI!mtrlal fir!(\i!hl) 14SI!OIIIs Ill IOOylrd 0011 1 roools +I roondlextraWrd BoW 105 

hr~ B~f~WW "isalbn!ous I EIM!mal lit JOSI!OIIIs 100'"' Nil mum HIB 106 
···································· ·····-······ .......................•.•.•.•.•.•.......•. ··· ··-···················--····- ....................... .............................. ............................... ...................................... ............................................................................ 

fi!5iorrl BO,W Oll!nsiltiEI!tn!mal rn (lighl) 15SI!OIIIs lOrlrlls 10 prd radios lnsi>nl HlB 106 ............................................... ...................... .................... ................................. ....................... .............................. ............................... ...................................... .......................................................................... 
fr!!ltlift B~B~W Oll!nsiltiEIM!nlal rn IOSI!OIIIs 15 prds hr&tl lnsQII HlB 106 

·-··----~-- ~-~--~~ ---·-··-----·-·- B~W.WD,WW lh:tllantoo! I Wrd lit 6 hooD (ooQd -·-·-·-·-·-···-~---·-···-·-·-·-·· inaltnl BoWllO 
........................................... ................................. ........................ .. ........................... . .............................. . ...... .............. ....................................................... 

·---~~----·····-·-·-·-·-· ··-·-··· ··-···· W,WD,WW ltisallantoo! IWrd Waltr 15SI!OIIIs Mil Ill 1 roools +I roondl!ltraWrd BoWI06 .......................................... ................................. ........................ .............................. ............................... ....................................... ............................................................................ 

~· 
8( ~IWrd fin IOSI!OIIIs (ooQd Tlfl!! lnsQII "IB 106 

lldirt<lion I li!ftnsiVIIEI!m!nlal Wal!r 1SI!OIIIs (onQd lrt hrz!l Ill s,eoal 1181 ............................................... .......................................... ........................... ...... ···--·------------··· ..................... ......... .......... ..................... .. ............................ ......... . ................... .... .. ................................................... 
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CHARACTER INFORMATION 

NAME:----------------- DISTINCTION: _ ______ _ 
SEX: HEIGHT: ______ TROUPIAL: _______ _ 

AGE: WEIGHT: CASTE: 

CHARACTERISTICS 

I 0 CooRDINATION I 0 STRENGTH I 0 CoNSTITUTION 

~===========: 
ID INTELLIGENcE IDwiLLPowER ID PsYcHE 

~===========: ~===========: 
L.::l D=_A_P_P_E_A_RA_N_c_E ____ .....~ '"'I D=_C_H_A_R_Is_M_A _____ ___. I 0 PERCEPTION 

I 0 AuRA ID WIRD ID ENDURANCE 
~===========: 

I 0 BoDY D TRUE BoDY I D INITIATIVE BASE Il l I I MovEMENT I 

SKILLS 
!SKILL lEvEL CHARACTERISTIC IIL.:S..:..:K=ILL=-------=lev=.;.;E=L~....:C:..;_H..:..:ARA:..:...;..:C..:..:TE=RI..:..:ST:..;_IC:.JI 

BODY 20 19 18 17 16 15 14 l l 12 II 10 9 I 8 7 6 5 4 3 2 I 0 -1 I ·2 .J 

Sli&f>t 1-20 1-!9 1-18 !-17 1· 16 !-15 1-11 I-ll !-12 1-11 1-10 i·\ j !-8 i-7 1-fl !-5 1--4 1-3 1·2 ! 0 
i) I 0 0 

G,.,. 1i-+J 20-38 19-)6 !8-31 17-32 !6-30 15-28 !4-16 !3-24 !2-12 l !-10 !{)-ltJ 9-16 8-11 7-12 6-:c 5-8 4-6 H l I 

~ I ~ 0 
DevutJ.ting 41-W 39-57 Ji-51 35-Si j3A8 Ji-45 29-42 2?-39 25-36 2J.lj 1!-}J l9·2i' l !7-21 iS-li IJ.IS !i-!5 9-!2 7-1 5-6 3 2 0 

O..dll(() 61+ 58+ 55+ 52+ .;94- 46+ 4l .. ~.(!+ 3H 31+ ) !+ 28+ 25+ 22+ 19+ !6+ ll+ 10+ 7+ H )+ 2+ if 0 
OverkNI 12!+ !15+ i09+ 103+ 97+ 91+ 85+ 79+ 7lt 6h 6i+ 51+ 19+ 43+ T!+ 3i+ 25-'" 19• !34- i+ I+ 3+ l+ ,. 

ID Current Body D SlightWounds (-1 o;,) D Grave Wounds i·lD<•l D DevastatingWoundS !·•D<•l I 



SPELLS 
I LEvEL SPELL NAME ELEMENT cr RANGE AI.EA DuRATION BRIEF DESCRIPTION 1 

• cr =Cutin& Time 



ARASSWA'IL POWERS 
I ARASSWA'IL 

TRAITS 
I TRAIT 

DESCRIPTION I EFFECT 

DESCRIPTION I EFFECT 

DICE vs DICE COMBAT RESOLUTION 
~he modifien ist<d below :u! modifien ~!he~ !argot Hunk I1111St G!ttn 1}.ml ill! d>atnr'• rol.) 

Attacker's Dice 
-12 -11 -10 -9 -8 -7 -6 -S -4 -3 -2 -1 CO? I 2 J 4 S 6 7 8 9 10 II 12 

-12 +4 +2 0 -2 4 ~ -ll -10 -12 -14 ·16 -18 NO· -ll -24 -26 -28 -10 -32 -34 -36 -38 40 41 44 

::~ :: :: :: :2 ~ ~ ~ ! -~ ::~ ::~ ::: ~~; :~ :~~ :;~ :;: :;: :~~ ::~ :~ ::: :~ ~ ! 
~ ::~ :~ :: :: :: :2 -~ ~ ~ ! -~ ::! :!}t% ::: ::: :~ :~~ :~~ :;: :~: :~~ ::! :~ ::: ::: 
-7 +14 +12 +10 +8 +6 +4 +2 0 -2 4 ~ -ll ·!0 -11 ·14 -16 -18 -20 -22 -24 -26 -18 -30 -31 -34 

~ ::: ::: ::! ::~ :~o :: :: :! :2 ~ ~ ~ ~~ ·~ ::~ ::~ ::! ::: :~~ :~ :~ :;: :;! :~~ ::~ 
~ ~ :;~ :~~ ::: ::: ::! ::~ :,8o :: :: :! :2 ~ ~·4~ ~ ! -~ ::! ::~ ::: ::: :~~ :~ :~ :i! :i: 
a -2 +24 +ll +20 +18 +16 +14 +12 +10 +8 +6 +4 +2 z~:r; -2 4 ~ -ll .,o -12 -14 _,, -18 -20 -22 -24 
-~ -l +16 +24 +22 +20 +18 +16 +14 ~12 . +10 +8 .. +6 . +4 . ;1!;i. 0 -2 4 ~ -ll -10 -12 -14 -16 -18 -20 -ll 
~ :;o, +28 +16 ··+24 '•:+nf +10"+18''"tt6\7±Htifll '}+to;iA·s #t6'iii't4'' +if!li/o' ii@c:H1ffi4 :fi;.t'ii% .8·H<Io:\;t liY.-t4 •• -16 · -18 -10 \~ 
&, I +30 +18 +26 +24 +ll +20 +18 +16 +14 +11 +10 +8 '+&; +4 +2 0 ·l 4 ~ -ll -10 -12 -14 -16 -18 
Q. 2 +31 +30 +28 +16 +24 +ll +20 +18 +16 +14 +12 +10 '4'8' +6 +4 +2 0 .J 4 ~ -ll -10 -12 -14 -16 
0 3 +34 +31 +3o +18 +26 +24 +12 +2o +18 +16 +14 +12 +1o +8 +6 +4 +2 o -2 4 ~ -ll .1o -12 -14 

4 +36 +34 +31 +30 +28 +26 +24 +22 +20 +18 +16 +14 tl~ +10 +8 +6 +4 +2 0 -2 4 ~ -ll -10 ·12 
S +38 +36 +34 +31 +30 +28 +26 +14 +21 +20 +18 +16 .H4 +12 +10 +8 +6 +4 +2 0 -2 4 ~ -ll -10 
6 +40 +38 +36 +34 +32 +30 +28 +26 +24 +22 +20 +18 til +14 +12 +10 +8 +6 +4 +2 0 ·l -4 ~ -ll 
1 +42 +40 +38 +36 +34 +n +30 +28 +26 +24 +22 +Jo 1fl8 +16 +14 +12 +to +8 +6 +4 +2 o .J -4 ~ 
8 +44 +42 +40 +38 +36 +34 +31 +30 +28 +26 +24 +22 +io' +18 +16 +14 +12 +10 +8 +6 +4 +2 0 -2 -4 
9 +46 +44 +42 +40 +38 +36 +34 +31 +30 +18 +26 +14 t lf +20 +18 +16 +14 +12 +10 +8 +6 +4 +2 0 -2 

10 +48 +46 +44 +41 +40 +38 +36 +34 +32 +30 +28 +26 'f24 +22 +20 +18 +16 +14 +12 +10 +8 +6 +4 +2 0 
II +50 +48 +46 +44 +42 +40 +38 +36 +34 +32 +JO +28 +26 +24 +22 +20 +18 +16 +14 +12 +10 +8 +6 +4 +2 
12 +52 +50 +48 +46 +44 +42 +40 +38 +36 +34 +32 +30 :t~' +26 +24 +22 +20 +18 +16 +14 +ll +10 +8 +6 +4 



WEAPONS 
!WEAPON DAMAGE Tm RANGE BPV SPEciAl EFFECTS I 

ARMOUR 
l ARMOUR T YPE ARMouR PARRY COVER BPV SPECIAL EFFECTS I 

EQUIPMENT OF NOTE 
!EQUIPMENT SPECIAL EFFECTS 

BACKGROUND I EVENTS OF NOTE 



XID CREATIVE ARTIST PORTFOLIOS 

HEATHER McKINNEY PORTFOLIO 
This is a limited edition portfolio of 5 pieces of Heather McKinney's artwork. Heather is a well known artist, having worked 
for several RPG companies, including White Wo~. WotC, and most recently XID Creative. The portfolio includes 5 full color, 
II "x 14" high-quality prints that will not be reprinted once they are sold out. The print run is limited to I 000 copies. 

DIMITRI PATELIS PORTFOLIO 
This is a limited edition portfolio of 7 pieces of Dimitri Patelis's artwork. Dimitri Patelis has produced comics, novel 
cover and CD jacket artwork. He is best known for his award-winning work for the Marvel Masterworks series of cards. 
His work for Providence represents his first foray in the RPG industry. This portfolio includes 7 full color, ll"x 14" high­
quality prints that will not be reprinted once they are sold out. The print run is limited to I 000 copies. 

11 111 111111111111111 111111 
9 780968 536902 



Open your mind to the 
infinite possibilities of Wird. 

The Book of Wird, written by Steven S. Long, 
is the ultimate guide to magic in Providence. 

This massive tome includes fantastic spells for a 
wide range of Wird casters, including the 
familiar distinctions of Wird Weaver, Wird 
Dancer,Wylder and the vile Blight Crow, as well 
as the new Bright Orioles and Faithsingers. 

In addition, the Book of Wird includes spells 
for many of Providence's professions, such as 
the Recognizers, the Slaywinds, and the 
D'Shau Monks. 

This encyclopedia of Wird also provides 
numerous secret spells for the Serpenkine, the 
Green People, the Swarm Dancers and the 
White Crow. 

Finally, the Book of Wird provides magic items 
and detailed rules on their creation. 

ISBN 0-9685369-0-5 
52495 

9 780968 536902 


