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IntroduCtIon

Welcome to RMC’s Spell Law II. Since the release of RMC and 
RMX, we have published a number of PDF only products known 
as Express Additions (EAs). Many of these PDFs contained new 
rules and options and spell lists that expand and supplement both 
RMC and RMX.

We have collected everything magic-related that cannot be 
found in the core RMC rules and compiled it here along with 
some new material so that you can have it all in one place.

Within these pages, you will find the official rules for Arcane 
magic, as well as the Archmage, the only spell user who can learn 
Arcane spell lists as Base Lists. We have also included an official 
Druid profession. There are 13 professions in total, including 
conversions of many the semi-spell using professions from 
RMFRP, and a revised version of the classic Ranger.

Next is a collection of spell lists. Most of the spell lists belong 
to the various professions contained in this product. Some are 

included as part of the options from later in the book.
The final section of this product is the Chapter on options. 

This section includes many options that can enhance your gaming 
experience. However, as always, when dealing with options, 
caution is needed because certain combinations can disrupt the 
balance of the game completely. These options include some of 
the alternative level bonus options for these professions, realm 
based spell lists, options for casting times, for creating priestly 
orders and for creating spell folios for the Mage and Mentat 
professions, and lots, lots more.

To use this book, you will need to own the RMC Spell Law. 
Additionally, the RMC Combat Companion will be helpful for 
using the Revised Ranger and for the optional spell list selection 
available to the Paladin, but it isn’t required.

Enjoy!
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profeSSIonS

beaStmaSter (bStmStr)

The Beastmaster is a semi-spell user of the realm of Mentalism 
who uses his affinity for animals to bind them to his service. 
Between them and his own combat abilities, the Beastmaster is 
a formidable opponent. The Beastmaster has no compunctions 
about using his animals in combat to ensure victory. 

The Beastmaster has 5 Base spell lists:

Animal Ways: Allows the caster to deal with animals; 
summoning, healing, and talking to them

Beastmastery: Spells that allow the caster to bond with and 

arChmage (amage)

The Archmage is a practitioner of Arcane Magic (see p. 79 for 
more details on handling Arcane Magic), this essentially makes 
him the equivalent of being a hybrid spell user in all three realms. 
Unlike other spell users, the Archmage has no set Base Spell Lists. 
Instead he is allowed to select 6 Base Lists from the Base Lists of 
any realm and from the Arcane Spell Lists. Once selected, these 6 
Base Lists may not be changed.

Prime Stats: Empathy, Intuition, and Presence
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make friends with animals.

Combat: This is an offensive spell list, used to enhance the 
combat capabilities of the Beastmaster.

Movement Enhancement: This list contains spells that enhance 
the character’s movement capabilities.

Sensing:  This list contains spells that enhance the character’s 
sensing capabilities.

Prime Stats: Strength and Presence

dabbler 

Dabblers are semi spell users who combine the realms of 
Essence and Arms. Their base spells deal with stealth, detection, 
perception, movement and manipulating locks and traps.

The Dabbler has 6 base lists. However, unless the GM is using 
the Extended Semi Base Lists option (p. 82) that allows for a Semi 
spell user to have 6 base lists, the Dabbler may only select 5 of the 
given spell lists as his Base Spell Lists. The remaining spell list is 
treated as if it were an Open Spell List.

Concealment Mastery: Hiding things and making things 
harder to find.

Influences: Affecting targets & their 
thought processes.

Mechanisms: Manipulating 
locks, traps, and other devices.

Movement Mastery: Enhancing 
the caster’s movement.

Senses: Enhancing the caster’s 
sensory capabilities.

Thieving Law: Enhancing the 
caster’s ability to operate as 
a thief.

Prime Stats: Agility and 
Empathy

druId

The Druid is a pure Channeling spell user with a more militant 
outlook towards protecting nature than that of the Animist.  He puts 
a heavy reliance on his home-made staff as he works as a defender, 
protector, and healer of nature, and as an emissary of peace.

The Druid has 10 Base Lists. He may select his lists from the 
6 lists given below, from the Animist’s Base Lists, and from the 
Open and Closed Channeling Base Lists.

Animal Law: Spells for controlling, and healing animals.

Druid’s Peace: This list allows the Druid to turn potentially 
dangerous situations towards a more peaceful resolution.

Druidstaff: This list is what allows the Druid to create his most 
potent and versatile weapon, his Druidstaff.

Nature’s Forms: This list allows the caster to take the forms of 
plants and animals.

Stone Mastery: This list allows the caster to have mastery over 
stone and to use it as a weapon.

Tree Mastery: This list allows the caster to speed the growth of 
trees and to interact with sentient trees.

Prime Stats: Memory and Intuition

mage

The Mage is a pure Essence spell user. Unlike other professions, 
the Mage does not have a fixed set of Base Lists to select from. 
Additionally, the Mage does not get 10 Base Spell Lists like other pure 
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spell users. Instead, the GM, using the Folio option (page 83), creates 
a specific Folio of 15 spell lists from which the Mage selects his 8 Base 
Spell Lists. Folios for this specific profession are usually based upon 
the culture that the character is from and the organization.

Prime Requisites: Empathy and Reasoning

magent

Magents are Semi spell users who combine the realms of 
Mentalism and Arms. Their base spells deal with information 
gathering, subterfuge, and performing stealthy missions.

The Magent has 6 base lists. However, unless the GM is using 
the Extended Semi Base Lists option (page 82) that allows for a 
Semi spell user to have 6 base lists, the Magent may only select 5 
of the given spell lists as his Base Spell Lists. The remaining spell 
list is treated as an Open Spell List. 

Assassination Mastery: Enhancing the caster’s ability to 
perform missions.

Disguise Mastery: Changing the caster’s appearance.

Escapes: Allowing the caster to get free from various types of bonds.

Gathering Secrets: Gathering information in various forms.

Misdirections: Redirecting target(s) senses to cause confusion 
and misconceptions.

Poison Mastery: Working with and resisting poisons.

Prime Stats: Reasoning and Presence

mentat

The Mentat is a Pure Mentalism spell user. Unlike other 
professions, the Mentat does not have a fixed set of Base Lists to 
select from. Additionally, the Mentat does not get 10 Base Spell 
Lists like other pure spell users. Instead, the GM, using the Folio 
option (page 83), creates a specific Folio of 15 spell lists from 
which the Mentat selects his 8 Base Spell Lists. Folios for this 
specific profession are usually based upon the culture that the 
character is from and the organization that it is associated with.

Prime Requisites: Presence and Self Discipline

paladIn 

Paladins are semi spell users who combine the realm of Arms 
with the realm of Channeling. Their base spells primarily deal with 
combat and protection. An example of a Paladin (from literature) 
might be Lancelot or Percival (from King Arthur’s knights).

The Paladin has six base lists. However, unless the GM is using 
the Extended Semi Base Lists option (page 82) that allows for a 
Semi spell user to have six base lists, the Paladin may only select 
five of the given spell lists as his Base Spell Lists. The remaining 
spell list is treated as an Open Spell List for the Paladin. 

Note: A GM may, if they wish, allow the Paladin to select 
his Base Lists from these lists and those given for the 
Champion in the Combat Companion.  If this is allowed, 
any of the following lists that are not selected as Base Lists 
should be treated as Open spell lists for the Paladin.
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Communion: Gathering information and canceling (including 
dispelling) magic.

Exorcism: Repelling undead and banishing demons.

Holy Arms: Increasing offensive combat ability.

Holy Healing: Healing a variety of types of damage.

Holy Shields: Increasing defensive combat ability.

Inspiring Ways: Influencing others in a variety of ways.

Prime Stats: Self Discipline and Intuition

pathfInder  (path)

The Pathfinder is a semi-spell user of the realm of Mentalism. 
The Pathfinder focuses on spells that aid him in traversing the 
wilderness and surviving long periods away from civilization. 

The Pathfinder has 6 base lists. However, unless the GM is using 
the Extended Semi Base Lists option (page 82) that allows for a 
Semi spell user to have six base lists, the Pathfinder may only select 
five of the given spell lists as his Base Spell Lists. The remaining 
spell list is treated as an Open Spell List for the Pathfinder. 

Healing: Allows the caster to repair damage to his body.

Pathfinding: Discovering and gathering information about 
paths and creating new paths.

Pathfinder’s Arms: Allows the caster to make weapons using what 
nature provides as well as enhances his combat capabilities.

Pathfinder’s Movement: Moving in the wilderness, crossing 
barriers and moving 
with stealth.

Sensing: Enhances the caster’s 
sensing capabilities.

Survival Mastery: Finding 
food, water, and shelter in 
the wilderness.

Prime Requisites: Presence 
and Self Discipline

prIeSt

A Priest is a pure Channeling spell user who has concentrated 
on spells that require the direct power from deities. Priests must 
belong to a specific Religious Order (created using the option 
on page 86) and their spell lists are directly related to Spheres 
of Influence associated with his deity. Priests get to select 8 Base 
Lists. These Base lists may come from the lists provided by their 
specific religious order, and/or from the Open and Closed spell 
lists from the realm of Channeling.
Prime Requisites: Intuition and Memory

ranger revISed (rangerr)

The Ranger is at a disadvantage in both RMC and RMX. He is 
supposed to be a master of the outdoors; someone who is at home 
in the wilderness, yet he is the weakest of the semi-spell using 
professions. His skill costs are too high for the areas in which he is 
supposed to be a specialist. 

In addition to being short-changed in his skill costs, the Ranger 
is also short-changed in regards to his spell lists. The Bard has 
spells that are useful in combat, as does the Monk. However, the 
Ranger is not so blessed. He has a very few defensive spells, but 
nothing that would aid him in combat.

In addition to the skill cost changes listed the tables for the Ranger 
(Revised), we have also made some changes to his spell list selection. 
Instead of giving an alternate collection of lists for the Ranger 
(Revised), we are presenting a group of Spell Lists and the player 
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should select 5 of those lists (6 if using the Extended Semi Base List 
option from page 82) to become his Base Lists. Any lists not selected 
are treated normally (i.e. as an Open, Closed, or Base list belonging to 
another profession), as if they were never part of the selectable list.

Animal Mastery (Animist Base)

Combat* (Venturer Base**)
Combat Ways (Warrior Mage Base)

Creations (Closed Channeling)

Faith’s Shield* (Champion Base**)

Faith’s Weapon* (Champion Base**)

Inner Walls (Ranger Base)

Locating Ways (Closed Channeling)

Lore (Closed Channeling)

Moving Ways (Ranger Base)

Nature’s Guises (Ranger Base)

Nature’s Protection’s (Animist Base)

Nature’s Way (Ranger Base)

Path Mastery (Ranger Base)

Pathfinding (Pathfinder Base)

Pathfinder’s Arms (Pathfinder Base)

Pathfinder’s Movement (Pathfinder Base)

Succor (Champion Base**)

Survival Mastery (Pathfinder Base)
Prime Requisites: Intuition and Constitution

* = If the player selects either of the “Combat” lists, he is not 
allowed to select Faith’s Shield or Faith’s Weapon. If he selects 
either of the “Faith” lists, then he is not allowed to select the 
either of the “Combat” lists. Additionally, a given character 
may not have both Combat and Combat Ways either.

** = These lists are from the Combat Companion and 
selection of one of these lists requires the use of that product.

runemage (rmage)

Runemages are pure spell users of the Essence who concentrate 
on the power that written and spoken language have over the 
reality. Runemages use their power of language to create variable 
enchantments such as wards, symbols, and runes, while using 
their knowledge of the Primal Tongue to manipulate the physical 
world and the creatures within it.

The Runemage has 10 Base Lists.  He is allowed to select his 10 

Base Lists from the 7 lists we give below and from the Open and 
Closed Essence spell lists. 

Commanding Will: Spells that bend a target to the will of the 
caster (enhanced if a true name is known).

Glyphs: The imbedding of spells on air or liquids.

Inscriptions: Imbeds spells into temporary signs or runes.

Nomenclature Mastery: Discovering languages and true names 
of people and items.

Physical Manipulations: Spells that manipulate the physical 
world (enhanced if a true name is known).

Symbolism: Creating symbols of power that can be imbedded 
with other spells.

Warding Mastery: Creating ward signs of power that can 
protect small areas.

Prime Stats: Empathy and Self Discipline

warrIor mage (wmage)

Warrior Mages are Semi spell users who combine the realm of Arms 
and Essence. Their base spells primarily deal with the adaptation of 
Essence spell casting to combat and survival in hostile environments. 
The Warrior Mage is viewed by many as an elite type of fighter, 
specialized in attacking enemy spell casters on their own terms.

The Warrior Mage has six base lists given below. However, 
unless the GM is using the Extended Semi Base Lists option 
(page 82) that allows for a Semi spell user to have six base lists, 
the Warrior Mage may only select five of the given spell lists as 
his Base Spell Lists. The remaining spell list is treated as an Open 
Spell List for the Warrior Mage.  

Combat Illusions: Methods of causing confusion among the 
enemy. Please note that unlike regular illusions, many of the 
spells from this list also invoke RRs from caster’s foe/target.

Combat Ways: Gives the Warrior Mage a greater variety of 
options in melee combat.

Spell Defense: Gives the Warrior Mage the edge he needs 
against more powerful spell casters.

Warrior’s Enhancements: Allows the Warrior Mage to combat 
enemies in various hostile environments.

Warrior’s Weapon: Dedicates a weapon to the Warrior Mage 
and allows special spells to be cast upon it.

Will of the Warrior: Allows the Warrior Mage to drive himself 
beyond normal endurance.

Prime Stats: Empathy and Constitution 

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS 9 stsiLllepS */1

rehtaeLdigiR 9 senuR 2/2/1
niahC 01 sdnaW&sevatS 4/1

etalP 11 gnilennahC 7
sllepSdetceriD 7/2

:sllikSlaicepS :sllikSlareneG
hsubmA 9 gnibmilC 5

scitsiugniL */1 gnimmiwS 3
sevoMlanerdA 6 gnidiR 3

esnefeDlanerdA 02 sparTgnimrasiD 7
strAlaitraM 8 skcoLgnikciP 8

tnempoleveDydoB 7 gnidiH&gniklatS 5
)lanoitpO(.veDPP 4/1 noitpecreP 3

:sllikSnopaeW 02;02;02;02;02;9

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */3 stsiLllepS */4

rehtaeLdigiR */4 senuR 3
niahC */5 sdnaW&sevatS 5

etalP */6 gnilennahC 31
sllepSdetceriD 6/3

:sllikSlaicepS :sllikSlareneG
hsubmA 6 gnibmilC 9/3

scitsiugniL */3 gnimmiwS 6/2
sevoMlanerdA 7/2 gnidiR 6/2

esnefeDlanerdA 02 sparTgnimrasiD 8
strAlaitraM 3 skcoLgnikciP 8

tnempoleveDydoB 7/2 gnidiH&gniklatS 7/2
)lanoitpO(.veDPP 5 noitpecreP 7/2

:sllikSnopaeW 51;51;8;6;9/3;5/3
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SSSSSEEEEECCCCCOOOOONNNNNDDDDDAAAAARRRRRYYYYY SSSSSKKKKKIIIIILLLLLLLLLL DDDDDEEEEEVVVVVEEEEELLLLLOOOOOPPPPPMMMMMEEEEENNNNNTTTTT CCCCCOOOOOSSSSSTTTTT TTTTTAAAAABBBBBLLLLLEEEEE

gnilennahC ecnessE

llikS tatS tseirP diurD nidalaP Ra gn re R egaM egamR bbaD rel egaMW

scitaborcA uQ/gA 7/2 7/2 6/2 6/2 3 3 6/2 6/2
gnitcA mE/rP 7/2 7/2 6/2 6/2 6/3 6/3 6/2 6/2

gnilaeHlaminA eR/mE 4/1 4/1 5/1 5/1 6/2 6/2 6/2 6/2
gnivaC eR/DS 7/2 7/2 6/2 5/1 3 3 6/2 6/2

snoitrotnoC DS/gA 6/2 6/2 6/2 6/2 5 5 6/2 6/2
yrekooC eR/nI 5/1 4/1 6/2 4/2 6/2 6/2 6/2 6/2
gnitfarC mE/gA 3 7/2 6/2 6/2 3 3 6/2 6/2

ecnaD nI/gA 5/1 5/1 6/2 5/2 6/2 6/2 6/2 6/2
ycamolpiD nI/rP 6/2 5/1 5/2 5/2 5/2 6/2 5/3 5/2

gniviD gA/DS 5/2 5/2 6/2 5/2 3 3 6/2 6/2
gnipuD mE/rP 6/3 6/3 6/3 7/2 6/3 6/3 4/2 6/3

noitacifislaF eR/DS 3 3 3 3 7/3 3 4/2 3
diAtsriF mE/DS 4/1 5/1 4/2 4/1 6/2 6/2 4/2 4/2
gnihctelF DS/gA 5/2 5/2 4/2 5/2 6/2 6/2 4/2 4/2
gnigaroF eM/nI 5/2 5/1 5/2 3/1 6/2 6/2 6/2 6/2

yznerF DS/mE 3 3 6/2 6/2 5 5 6/2 6/2
gnilbmaG rP/eM 4/2 6/2 6/2 6/2 6/2 6/2 4/2 4/2

gnidreH rP/mE 5/2 2/1 7/3 7/2 6/2 6/2 7/3 7/3
gnitsuoJ gA/tS 01 01 5/1 9/3 51 51 8/3 6/2

gnikrow-rehtaeL eR/gA 6/2 5/2 6/2 5/2 3 3 5/2 6/2
lareneG:eroL ER/eM 3/1 3/1 3/1 3/1 3/1 3/1 3/1 3/1
lacigaM:eroL eR/eM 5/2 5/2 4/2 6/3 4/1 4/1 4/2 4/2
erucsbO:eroL eR/eM 7/3 7/3 6/2 7/3 7/3 6/2 6/2 6/2

lacinhceT:eroL eR/eM 6/2 6/2 6/2 6/2 6/2 6/2 6/2 6/2
scitamehtaM eM/eR 6/2 6/2 5/2 6/2 6/2 6/2 5/2 5/2

noitatideM DS/rP 3/1 3/1 5/2 4/2 6/2 5/1 6/2 6/2
cisuM mE/gA 6/2 6/2 5/2 6/2 6/2 6/2 6/2 6/2

noitagivaN nI/eR 4/2 5/1 4/2 3/1 6/2 6/2 6/2 6/2
gnikaeps-cilbuP rP/mE 6/2 6/2 6/2 6/2 6/2 6/2 5/2 5/2

yretsam-epoR gA/eM 6/2 6/2 5/2 5/2 3 3 4/2 5/2
gniwoR tS/DS 6/2 6/2 6/2 4/2 3 3 6/2 6/2

gniliaS nI/mE 5/2 6/2 6/2 5/2 3 3 6/2 6/2
noitcudeS rP/mE 6/2 6/2 7/3 6/2 5/2 5/2 5/2 5/2

gnilangiS DS/eM 5/2 5/2 4/2 5/1 5/1 5/1 4/2 4/2
gnigniS nI/rP 6/2 6/2 6/2 6/2 6/2 6/2 6/2 6/2

gniikS DS/gA 7/2 7/2 6/2 6/2 3 3 6/2 6/2
gnihtimS gA/tS 3 3 6/2 7/2 3 3 6/2 6/2

yretsam-llepS seiraV 4/2 4/2 5/3 5/3 5/2 5/2 5/3 5/2
gnizag-ratS eM/nI 3/1 3/1 6/2 4/2 6/2 6/2 6/2 6/2

gnivrac-enotS gA/DS 3 3 6/2 6/2 3 3 6/2 5/2
esiwteertS rP/nI 3 4 8/3 6/3 3 3 5/1 6/2
gniudbuS uQ/gA 6/3 6/3 6/3 4 5 6 5/2 5

gnikcarT eR/nI 7/2 4/1 5/3 3/1 3 3 5/3 4/2
gnidarT mE/eR 6/2 6/2 4/2 5/3 5/3 5/3 4/2 4/2

gnidliub-parT mE/eR 6/2 5/2 5/3 5/1 7/2 6/3 4/2 6/2
yrekcirT uQ/rP 3 3 7/3 5/2 3 3 5/1 4/2

gnilbmuT DS/gA 5/2 5/2 6/2 4/2 3 3 6/2 6/2
gnihctaw-rehtaeW mE/nI 3/1 3/1 5/1 5/1 4/1 4/1 5/1 5/1

gnivrac-dooW mE/gA 6/2 5/2 6/2 4/2 3 3 6/2 6/2
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msilatneM

llikS tatS tatneM rtsmtsB tnegaM htaP egamA

scitaborcA uQ/gA 7/3 6/2 5/2 4/2 3
gnitcA mE/rP 6/2 6/2 5/2 6/2 7/2

gnilaeHlaminA eR/mE 5/2 2/1 6/2 5/1 6/2
gnivaC eR/DS 3 6/2 6/3 5/1 3

snoitrotnoC DS/gA 3 6/2 6/2 5/2 5
yrekooC eR/nI 6/2 4/2 6/2 4/2 5/2
gnitfarC mE/gA 3 5/2 6/2 6/2 3

ecnaD nI/gA 6/2 5/2 6/2 6/3 7/2
ycamolpiD nI/rP 4/2 5/2 7/2 7/2 6/2

gniviD gA/DS 3 5/2 6/3 5/2 3
gnipuD mE/rP 5/3 7/2 5/1 8/3 6/3

noitacifislaF eR/DS 7/3 3 5/1 6 3
diAtsriF mE/DS 6/2 4/1 4/2 4/1 6/3
gnihctelF DS/gA 6/2 5/2 6/3 5/1 6/2
gnigaroF eM/nI 6/2 4/1 6/2 3/1 6/2

yznerF DS/mE 4/2 6/2 6/2 5/2 4
gnilbmaG rP/eM 5/2 6/2 4/2 8/3 7/2

gnidreH rP/mE 7/3 5/1 7/3 7/2 7/2
gnitsuoJ gA/tS 21 9/3 8/3 9/3 51

gnikrow-rehtaeL eR/gA 3 5/2 5/2 5/2 3
lareneG:eroL ER/eM 3/1 3/1 3/1 3/1 3/1
lacigaM:eroL eR/eM 4/2 6/3 4/2 6/3 3/1
erucsbO:eroL eR/eM 7/3 7/3 6/2 7/3 7/3

lacinhceT:eroL eR/eM 6/2 6/2 6/2 7/3 5/2
scitamehtaM eM/eR 4/2 6/2 5/2 6/2 5/1

noitatideM DS/rP 4/1 4/2 6/2 4/2 4/2
cisuM mE/gA 6/2 6/2 6/2 6/2 6/2

noitagivaN nI/eR 6/2 4/2 6/2 3/1 6/2
gnikaeps-cilbuP rP/mE 5/2 6/2 5/2 6/2 5/1

yretsam-epoR gA/eM 3 5/2 4/2 5/2 3
gniwoR tS/DS 3 4/2 6/2 5/2 3

gniliaS nI/mE 3 5/2 6/2 5/2 3
noitcudeS rP/mE 6/2 6/2 5/2 8/3 6/2

gnilangiS DS/eM 6/2 5/1 4/2 5/1 6/2
gnigniS nI/rP 6/2 6/2 6/2 6/2 6/2

gniikS DS/gA 5/3 6/2 7/3 6/2 7/3
gnihtimS gA/tS 3 7/2 6/2 7/2 3

yretsam-llepS seiraV 5/2 5/3 5/3 5/3 5/1
gnizag-ratS eM/nI 6/2 4/2 6/2 4/2 4/1

gnivrac-enotS gA/DS 3 6/2 6/2 6/2 3
esiwteertS rP/nI 3 6/3 5/1 8/3 3
gniudbuS uQ/gA 3 4 5/2 4 6

gnikcarT eR/nI 3 5/1 6/2 4/1 3
gnidarT mE/eR 5/3 5/3 4/2 5/3 6/3

gnidliub-parT mE/eR 7/2 4/2 4/2 5/1 5/3
yrekcirT uQ/rP 3 5/2 5/1 6/2 3

gnilbmuT DS/gA 2 4/2 6/2 4/2 3
gnihctaw-rehtaeW mE/nI 6/2 5/1 5/1 5/1 4/1

gnivrac-dooW mE/gA 3 4/2 6/2 4/2 3
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Spell lIStS 

This section contains all of the spell lists from the listed 
professions that are not already in the RMC Spell Law.

Under normal circumstances, we would separate the lists out 
by professions, but with the inclusion of the Priest, Mage, and 

Mentat, as well as the lists marked as Realm Lists (by the option 
on page 86) we felt that it would be better to just put the lists in 
alphabetical order, separated by realm.

CHANNELING BASE LISTS ESSENCE BASE LISTS MENTALISM BASE LISTS ARCANE LISTS

waLlaminA waLriA yretsaMriA senuredalB
noinummoC snoisullItabmoC syaWlaminA syaWs'doolbhtraE
ecaePs'diurD syaWtabmoC yretsaMnissassA yretsaMytitnE

ffatsdiurD lliWgnidnammoC yretsamtsaeB yretsaMlaerehtE
smsicroxE yretsaMtnemlaecnoC tabmoC
smrAyloH waLkraD syaWlatsyrC

gnilaeHyloH yretsaMhtraE yretsaMesiugsiD
sdleihSyloH shpylG sepacsE
lobmySyloH secneulfnI sterceSgnirehtaG

syaWgniripsnI snoitpircsnI gnilaeH
gnilaeHrojaM ffatsegaM snoitceridsiM
smroFs'erutaN esnefeDcigaM tnemecnahnEtnemevoM

yretsaMenotS smsinahceM gnidniFhtaP
yretsaMeerT segariM smrAs'rednifhtaP

yretsaMtnemevoM tnemevoMs'rednifhtaP
yretsaMerutalcnemoN yretsaMnosioP
snoitalupinaMlacisyhP gnisneS

sesneS yretsaMlavivruS
msilobmyS

waLgniveihT
yretsaMgnidraW

stnemecnahnEs'roirraW
nopaeWs'roirraW

roirraWehtfolliW
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12. Animal Lifegiving I — Caster can “raise” 1 dead animal by 
restoring the animal’s lost soul; the animal’s soul must still 
exist and they must have died within the last year. In order 
to be successfully “raised”, the animal must roll below their 
Constitution stat; +2 is added to the result for every day the 
target has been dead (e.g., if the animal has been dead for 
3 days, +6 will be added to the roll; thus a roll of 54 would 
become a 60 and a target with a CO of 60 or less would not be 
“raised”). Animal will be incapacitated (-100 to all activity) for 
a period = 20x the time “dead” (e.g., if the animal was dead for 
2 days, the recovery period would be 40 days).

13. Animal Summons III — As Animal Summons I, except caster 
can summon and control 3 animals.

14. Animal Call — Caster can “call” any 1 known, specific animal; 
if it is physically possible, the animal will come to them.

15. Animal Mastery V — As Animal Mastery I, except caster can 
control 5 animals.

16. Large Animal Restoration — As Small Animal Restoration 
except an animal of 3000 lbs or less may be healed, or animals 
150 lbs or less may have fatal damage(s) healed (does not 
restore soul).

17. Animal Summons V — As Animal Summons I, except caster 
can summon and control 5 animals.

18. Animal Lifegiving II — As Animal Lifegiving I, except only 
(+0.5x days dead) will be added to the dice roll when the animal 
attempts to roll below their CO and there is no recovery period.

19. Greater Animal Restoration — As Small Animal Restoration, 
except an animal of 30,000 lbs or less may be healed, or animals 
3,000 lbs or less may have even fatal damage(s) healed (does 
not restore soul).

20. Animal Summons X — As Animal Summons, except caster 
can summon and control 10 animals.

25. Animal Restoration True — As Small Animal Restoration, 
except an animal of any mass may be healed, or animals 30,000 
lbs or less may have even fatal damage(s) healed (does not 
restore soul).

30. Animal Lifegiving True — As Animal Lifegiving I, except that 
animal is automatically raised from the dead and there is no 
recovery period.

50. Animal Summons True — As Animal Summons I, except 
caster can summon and control a number of animals equal to 
their level (e.g., a 50th lvl caster could summon and control 50 
sheep).

ChannelIng Spell lIStS
anImal law

1. Animal Sleep I — Puts any animal (i.e., non-humanoid) to sleep; 
will not affect enchanted creatures or “intelligent” animals.

2. Small Animal Restoration — Caster may heal any non-fatal 
damage(s) in any animal 10 pounds or less. Healing takes 1-100 
minutes depending on severity.

3. Animal Tongues — Allows caster to understand and “speak” 
the language of any 1 animal species.

4. Animal Sleep III — As Animal Sleep I, except can put up to 3 
animals to sleep.

5. Animal Mastery I — Allows caster to control the actions of any 
1 animal.

6. Animal Location — Caster can locate members of any 1 species 
of animal within the area of effect or they can find out what 
species are in the area.

7. Befriending — All animals within 10’ will act friendly toward 
caster; does not control the animals.

8. Medium Animal Restoration — As Small Animal Restoration, 
except an animal of 150 lbs or less may be healed, or animals 10 lbs 
or less may have fatal damage(s) healed (does not restore soul).

9. Animal Empathy — Caster can understand and/or visualize the 
thoughts and emotions of any 1 animal.

10. Animal Summons I — Caster can summon any 1 animal 
within radius; as long as they concentrate, caster controls the 
animal; animal is random representative of specified species.

11. Animal Mastery III — As Animal Mastery I, except caster can 
control 3 animals.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IpeelSlaminA lamina1 lvl/nim1 ’001 mF
)2 .tseR.minAllamS lamina1 P hcuot H
)3 seugnoTlaminA lamina1 lvl/nim1 hcuot mI
)4 IIIpeelSlaminA slamina3 lvl/nim1 ’001 mF
)5 1yretsaMlaminA lamina1 C ’001 mF
)6 noitacoLlaminA Rim1 – fles I
)7 gnidneirfeB R’01 C fles mF
)8 .tseR.minAmuideM lamina1 P hcuot H
)9 yhtapmElaminA lamina1 C fles mI
)01 IsnommuSlaminA lamina1 )C(lvl/nim1 lvl/im1 mF
)11 IIIyretsaMlaminA slamina3 C ’001 mF
)21 IgnivigefiLlaminA lamina1 P '01 H
)31 IIIsnommuSlaminA slamina3 )C(lvl/nim1 lvl/im1 mF
)41 llaClaminA lvl/im1 – fles mF
)51 VyretsaMlaminA slamina5 C ’001 mF
)61 .tseR.minAegraL lamina1 P hcuot H
)71 VsnommuSlaminA slamina5 )C(lvl/nim1 lvl/im1 mF
)81 IIgnivigefiLlaminA lamina1 P ’01 H
)91 .tseRlaminArtrG lamina1 P hcuot H
)02 XsnommuSlaminA slamina01 )C(lvl/nim1 lvl/im1 mF
)52 eurT.tseR.minA lamina1 P hcuot H
)03 eurTgnivigefiL.minA lamina1 P ’01 H
)05 eurTsnommuS.minA seirav )C(lvl/nim1 lvl/im1 mF
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CommunIon

1. Detect Enemies I — Detects the total number of “enemies” 
(giving approximate direction and distance). This spell also 
reveals the most heavily represented type of enemy (by total 
levels). Caster can concentrate on a different 50’R each round.

2. Cancel Channeling — When the caster of this spell is a target 
of a spell from the realm of Channeling, the “incoming” spell 
must first make an RR. For RR purposes, each spell uses a level 
equal to its caster’s level. If the “incoming” spell passes the RR, 
it may target the caster normally; otherwise the incoming spell 
has no effect on this target.

3. Cancel Essence — As Cancel Channeling, except affects spells 
from the realm of Essence.

4. Cancel Mentalism — As Cancel Channeling, except affects 
spells from the realm of Mentalism.

5. Dream I — Caster has a dream relating to a topic decided upon 
just before retiring. The caster must sleep for a normal sleep 
cycle (minimum of 4 hours) for this spell to work. 

6. Enemy Speech — For the duration of this spell, the caster can 
read and speak one “enemy” language with skill rank 8.

7. Dispel Channeling — Any active spell from the realm of 
Channeling that is on the target must make an RR (use the 
level of that spell’s caster as the spell’s level). If the spell fails it 
RR, it is dispelled.

8. Dispel Essence — As Dispel Channeling, except affects spells 
from the realm of Essence.

9. Dispel Mentalism — As Dispel Channeling, except affects 
spells from the realm of Mentalism.

10. Detect Enemies II — As Detect Enemies I, except for range 
and area of effect.

11. Dreams III — As Dream I, except limit is 3 dreams per night 
on different topics.

12. Death’s Tale — Caster gets a vision of the events surrounding 
the death of any 1 dead target through the eyes of the deceased. 
He also gets a view of the killer (if any). The caster must be 
within 10’ of the corpse. Corpse must have died within a 
number of years equal to caster’s level.

13. Channel Opening I — Caster can make contact with any 1 
known target he his acquainted with. This spell will enable 
the caster to learn the specific location (direction and distance 
only) of the other being. This spell is often used with a 
Channels spell (see Cleric Base List).

14. Dispel Channeling Sphere I — As Dispel Channeling, except 
for the area of effect (centered on the caster). If the radius 
encounters an already existing spell, the spell must make an 
RR (with a +30 modifier) or be cancelled (not dispelled) for as 
long as the active spell is inside the radius.

15. Dispel Essence Sphere I — As Dispel Channeling Sphere I, 
except affects spells from the realm of Essence.

16. Dispel Mentalism Sphere I — As Dispel Channeling Sphere I, 
except affects spells from the realm of Mentalism.

17. Commune I — Caster receives (usually from his patron deity) 
a “yes” or a “no” answer to a question on a single topic. This 
spell may be used a maximum of once per day. 

19. Death’s Tale True — Caster gets a vision of the events 
surrounding the death of any 1 dead target within 10 feet. 
Caster gets an understanding of the reason(s) the deceased 
died, exactly who the killer was (if any), and who was 
ultimately responsible (if anyone). Corpse may be of any age.

20. Detect Enemies True — As Detect Enemies I, except for range 
and area of effect.

25. Commune True — As Commune I, except caster can receive 
a more detailed answer (e.g., a name or short phrase) to a 
question involving only 1 concept.

30. Channel Opening True — As Channel Opening I, except 
caster can open a channel to anyone he chooses, regardless of 
whether or not he is acquainted with the being The caster must 
specify the type of being he is seeking (e.g., a priest of a specific 
deity, a warrior with blue eyes, etc.).

50. High Prayer — Caster receives detailed information from his 
deity on a single topic question.

Note 1: The GM defines “enemy” as appropriate to his 
world. For most worlds, the term enemy will mean those 
that are actively opposed to the religion or deity.

Note 2: The “Death Tale” spells show the caster visions 
based how the participants looked at the time of the 
target’s death. Disguises, hooded cloaks or spells may 
obscure the true appearance.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 seimenEtceteD R'05 )C(lvl/nim1 lvl/'001 I
)2 gnilennahClecnaC retsac lvl/nim1 fles F
)3 ecnessElecnaC retsac lvl/nim1 fles F
)4 msilatneMlecnaC retsac lvl/nim1 fles F
)5 IsmaerD retsac peels1 fles I
)6 hceepSymenE retsac lvl/nim1 fles I
)7 IgnilennahClepsiD tegrat1 --- '01 F
)8 IecnessElepsiD tegrat1 --- '01 F
)9 ImsilatneMlepsiD tegrat1 --- '01 F
)01 IIseimenEtceteD R'001 )C(lvl/nim1 lvl/'005 I
)11 IIImaerD retsac peels1 fles I
)21 elaTs'htaeD retsac --- fles I
)31 IgninepOlennahC gnieb1 C lvl/elim1 U
)41 IerehpS.nahClepsiD R'01 C fles F
)51 IerehpS.ssElepsiD R'01 C fles F
)61 IerehpS.tneMlepsiD R'01 C fles F
)71 IenummoC retsac C fles U
)81
)91 eurTelaTs'htaeD retsac --- fles I
)02 eurTseimenEtceteD R'002 )C(lvl/nim1 lvl/'0001 I
)52 eurTenummoC retsac C fles U
)03 .rTgninepOlennahC gnieb1 C lvl/elim1 U
)05 reyarPhgiH retsac C fles U
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druId’S peaCe

1. Calm I — Target will take no aggressive/offensive action, and 
will fight only if attacked.

2. Question — Target must answer one single concept question
3. Calm II — As Calm I, except 2 targets may be affected.
4. Hold Kind — Humanoid target is held to 25% of normal action.
5. Calm III — As Calm I, except 3 targets may be affected.
6. Befriend — Target believes caster is a good friend.
7. Calm V — As Calm l, except 5 targets may be affected.
8. Mass Animal Calming I — Caster can calm a number of 

animals equal to their level.
9. True Hold — As Hold Kind, except it will affect any target.
10. Calm X — As Calm I, except that 10 targets may be affected.
12. Persuasion — Target is convinced of a single fact expressed by 

the caster (unless irrefutable counter evidence is given).
13. Calm XV — [RR Mod: -20] Allows Caster to calm up to 15 

targets.
14. Shout Of Calming — All targets in radius must resist or they 

are calmed.
15. Mass Animal Calming II — As Mass Animal Calm I, except 

RRs are modified by -20 and the range is 10’/lvl.
16. Earth Calm — Within the radius, caster may “calm” a natural 

phenomena (quakes, storms, winds, etc).
17. Lord Calm — [RR Mod: -20] Allows Caster to calm up to 

20 targets.
18. Lord Persuasion — As Persuasion, except that caster may 

persuade up to 20 targets.
19. Long Calm — [RR Mod: -20] Caster can calm any 1 target.
20. Mass Calm — Caster can calm a number of targets equal to 

their level.
25. Calm True — Caster can calm any 1 target.
30. Earth Calm True — As Earth Calm, except for the radius and the 

caster also may cancel a magically created natural phenomena.
50. Battle Calm — Caster calms everyone within the radius.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ImlaC tegrat1 lvl/nim1 ’001 mF
)2 noitseuQ tegrat1 – ’01 mF
)3 IImlaC stegrat2 lvl/nim1 ’001 mF
)4 dniKdloH tegrat1 C ’001 mF
)5 IIImlaC stegrat3 lvl/nim1 ’001 mF
)6 dneirfeB tegrat1 lvl/rh1 ’001 mF
)7 VmlaC stegrat5 lvl/nim1 ’001 mF
)8 IgnimlaC.minAssaM seirav lvl/nim2 ’001 mF
)9 dloHeurT tegrat1 C ’001 mF
)01 XmlaC stegrat01 lvl/nim1 ’001 mF
)11
)21 noisausreP tegrat1 lvl/yad1 lvl/’1 mF
)31 VXmlaC ategrat51 lvl/nim1 '001 mF
)41 *mlaCfOtuohS seirav lvl/nim1 ’05 mF
)51 IIgnimlaC.minAssaM seirav lvl/nim1 ’05 mF
)61 mlaChtraE lvl/R’01 lvl/nim1 fles F
)71 mlaCdroL seirav lvl/nim1 lvl/’01 mF
)81 noisausrePdroL seirav lvl/yad1 ’05 mF
)91 mlaCgnoL tegrat1 lvl/yad1 ’003 mF
)02 mlaCssaM seirav lvl/nim1 ’001 mF
)52 eurTmlaC tegrat1 P ’001 mF
)03 eurTmlaChtraE lvl/R’001 lvl/nim1 fles F
)05 mlaCelttaB lvl/R’05 lvl/rh1 fles mF
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druIdStaff

1. Minor Druidstaff — Allows the caster to take a suitable piece 
of wood and form a Druidstaff with these characteristics: +1 
spell adder, +5 quarterstaff, and it can be thrown as a spear 
(treat all criticals as Krush critical).

2. Organic Weapons I — With proper materials the caster may create 
1 short bow, 1/2 long bow, 1/3 composite bow or cross-bow, 1 
spear or javelin, 2 arrows or bolts, 1/3 of a shield, 1 weapon haft, 
etc. The process takes 1 hour. The weapon’s basic OB bonus is -5 
(non-magical). The spell may be cast additional times to either 
finish a partially completed item and/or to increase the weapon’s 
OB bonus by + 5 per casting (to a maximum of +5). Remember: 
the weapon’s OB bonus is not magical.

3. Warp Wood — Destroys the straightness, strength, and form of 
a piece of wood up to 1 lb/lvl.

4. Lesser Druidstaff — As Minor Druidstaff, except that it turns 
the Druid’s Minor Druidstaff into a +10 quarterstaff that is a 
+2 spell adder. It can be thrown as a spear (use Krush criticals) 
using the range and range modifications of a javelin.

5. Hammerstaff — Doubles concussion hits given with the 
Druidstaff in melee.

6. Organic Weapons II — As Organic Weapons I, except that the 
basic OB bonus is 0 and it may be increased to a max of +10.

7. Druid Symbol — Caster may store one spell on his Druidstaff to cast 
later with no preparation (only one such stored spell at a time).

8. Greater Druidstaff — As Lesser Druidstaff, except that it turns 
the Druid’s Lesser Druidstaff into a +15 quarterstaff that is 
a +3 spell adder or a x2 multiplier (caster chooses when it is 
created). It can be thrown as a spear using the range and range 
modifications of a javelin, but attacks are resolved using the 
attack table for a War Mattock.

9. Recall Staff — Will return the caster’s Druidstaff to his 
outstretched hand at a rate of 1,000’/rnd.

10. Animal Staff — Transforms caster’s Druidstaff into an animal 
no larger than 200% of the caster’s mass that is treated as a 
familiar. Animal cannot be a flying creature.

11. Bridge — When the caster’s Druidstaff is placed on the ground 
(usually at the edge of a chasm), this spell will cause it to expand 
and change into a 2’ wide wooden bridge (length of no more 
than 5’/lvl) with no railings. It will only bear 1000 lb/lvl. Caster 
may return the Druidstaff to normal and pick it up at either end.

12. Lesser Holy Symbol — When cast on a Druidstaff, this 
spell works as a Protections Sphere I (on Cleric Base list: 
Protections) except that it is mobile and the bonus is +10.

13. Organic Weapons III — As Organic Weapons I, except that the 
basic OB bonus is +5 and it may be increased to a max of +15.

14. Silver Druidstaff — As Lesser Druidstaff except that it turns 
the Druid’s Greater Druidstaff into a +20 quarterstaff that is 
a +4 spell adder or a x3 multiplier (caster chooses when it is 
created). It can be thrown as a spear using the range and range 
modifications of a sling, but attacks are resolved using the 
attack table for a War Mattock.

15. Bird Staff — As Animal Staff except that the Druidstaff may be 
transformed into a flying animal of up to 50% of the caster’s mass.

16. Greater Holy Symbol — As Lesser Holy Symbol except that 
the bonus is +15.

17. Thunderstaff — Caster’s Druidstaff delivers an electrical 
critical of equal severity in addition to any normal critical 
delivered by the Druidstaff.

18. Great Hammerstaff — As Hammerstaff except that 
concussion hits are tripled.

19. Beast Staff — As Animal Staff or Bird Staff except that the 
creature may be an animal or a legendary creature of animal 
intelligence (no magical abilities except perhaps flight). The 
creature mass may not exceed 50%/lvl of the caster’s mass.

20. Golden Druidstaff — As Lesser Druidstaff except that it turns 
the Druid’s Silver Druidstaff into a +25 quarterstaff that is 
a +5 spell adder or a x3 multiplier (caster chooses when it is 
created). It can be thrown as a spear using the range and range 
modifications of a short bow, but attacks are resolved using the 
attack table for a War Mattock.

25. Organic Weapons IV — As Organic Weapons I, except that the 
basic OB bonus is +10 and it may be increased to a max of +20.

30. Lord Druidstaff — As Lesser Druidstaff except that it turns 
the Druid’s Golden Druidstaff into a + 30 quarterstaff that is 
a + 6 spell adder or a x4 multiplier (caster chooses when it is 
created). It can be thrown as a spear using the range and range 
modifications of a composite bow, but attacks are resolved 
using the attack table for a War Mattock.

50. Druidstaff True — As Lesser Druidstaff above except that it 
turns the Druid’s Lord Druidstaff into a +40 quarterstaff that 
is a +7 spell adder or a x5 multiplier (caster chooses when it is 
created). It can be thrown as a spear using the range and range 
modifications of a long bow, but attacks are resolved using the 
attack table for a War Mattock.

Note: Spells referring to a “Druidstaff’ may be applied 
to any of the various Druidstaff spells: Minor, Lesser, 
Greater, Silver, Golden, Lord, or True. However, each 
Druid may only have one “Druidstaff” in existence at a 
time and his spells may only affect his own Druidstaff.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ffatsdiurDroniM doowfoeceip P hcuot U
)2 IsnopaeWcinagrO retsac rh1 fles U
)3 dooWpraW doowfoeceip – hcuot F
)4 ffatsdiurDresseL ffatsdiurd P hcuot U
)5 ffatsremmaH ffatsdiurd lvl/dnr1 hcuot U
)6 IIsnopaeWcinagrO retsac rh1 fles U
)7 lobmySdiurD ffatsdiurd seirav hcuot U
)8 ffatsdiurDretaerG ffatsdiurd P hcuot U
)9 ffatSllaceR ffatsdiurd – lvl/’05 U
)01 ffatSlaminA ffatsdiurd )C(lvl/nim1 hcuot U
)11 egdirB ffatsdiurd lvl/nim1 hcuot U
)21 lobmySyloHresseL R’01 C hcuot U
)31 IIIsnopaeWcinagrO retsac rh1 fles U
)41 ffatsdiurDrevliS ffatsdiurd P hcuot U
)51 ffatsdriB ffatsdiurd )C(lvl/nim1 hcuot U
)61 lobmySyloHretaerG R’01 C hcuot U
)71 ffatsrednuhT ffatsdiurd lvl/dnr1 hcuot U
)81 ffatsremmaHtaerG ffatsdiurd lvl/dnr1 hcuot U
)91 ffatStsaeB ffatsdiurd )C(lvl/nim1 hcuot U
)02 ffatsdiurDnedloG ffatsdiurd P hcuot U
)52 VIsnopaeWcinagrO retsac rh1 fles U
)03 ffatsdiurDdroL ffatsdiurd P hcuot U
)05 eurTffatsdiurD ffatsdiurd P hcuot U
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exorCISmS

1. Repel Undead I — Causes Undead to flee or disintegrate. All 
Undead have a class assigned to them. This spell will affect 
1 point of Undead (Class I Undead count as 1 point, Class 
II Undead count as 2 points, etc.). Animated Dead (see the 
Evil Channeling List, Necromancy) are treated as Class I 
Undead and are not entitled to an RR (i.e., they automatically 
disintegrate if the spell does not fail). Creatures & Monsters 
provides complete descriptions of the different types of 
Undead. Each target is entitled to an RR. If the target fails 
the RR by 50 or less, it will flee (if the target cannot flee, it 
will remain motionless). If the target fails by more than 50, it 
disintegrates. One Base Attack Roll is applied to all targets. For 
the purposes of RRs, if no class is given for an Undead, use the 
following table to determine its class.
Level  Class  Level  Class
1-2  I  9-12  IV
3-5  II  13-15  V
6-8  III  16+  VI

The RR of any single Undead can be modified by 
concentrating the effects of the spell on that target. For each 
additional point of the spell allocated to a target (beyond those 
normally needed to affect it), that target’s RR is modified by -5. 
Thus, Repel Undead V could affect five Class I Undead with no 
RR modifier or one Class I Undead with an RR modifier of -20 
to each or one Class II Undead with an RR modifier of -5 and 
two Class I Undead with no RR modifier or any combination 
of targets providing no more than 5 points were allocated.

2. Detect Undead — Detects the presence of Undead in the area 
of affect. Caster can move the area of effect 5’ each round.

3. Repel Undead III — As Repel Undead I, except affects 3 points 
of Undead.

4. Repel Demon I — For as long as the caster concentrates, Type I 
Demons that are in the area of effect may not leave, and Type I 
Demons that are outside the area of effect may not enter.

5. Repel Undead V — As Repel Undead I, except affects 5 points 
of Undead.

6. Repel Demon II — As Repel Demon I, except affects up to Type 
II Demons.

7. Banish Demon I — Banishes the target Type I Demon from 
this plane of existence for the duration of the spell.

8. Neutralize Curse — [RR Mod: —20] Nullifies a curse for the 
duration of this spell. The curse is not dispelled and takes effect 
after the duration of this spell.

9. Repel Demon III — As Repel Demon I, except affects up to 
Type III Demons.

10. Repel Undead X — As Repel Undead I, except affects 10 
points of Undead.

11. Banish Demon II — As Banish Demon I, except affects up to a 
Type II Demon.

12. Repel Undead XII — As Repel Undead I, except affects 12 
points of Undead.

13. Repel Demon IV — As Repel Demon I, except affects up to 
Type IV Demons.

14. Neutralize Curse II — As Neutralize Curse I, except for duration.
15. Repel Undead XV — As Repel Undead I, except affects 15 

points of Undead.
16. Repel Demon V — As Repel Demon I, except affects up to 

Type V Demons.
17. Banish Demon III — As Banish Demon I, except affects up to 

a Type III Demon.
18. Neutralize Curse III — As Neutralize Curse I, except for duration.
19. Repel Demon VI — As Repel Demon I, except affects up to 

Type VI Demons.
20. Repel Undead True — As Repel Undead I, except one Undead of 

type V or less is disintegrated. Type VI Undead are sent fleeing.
25. Repel Demon True — As Repel Demon VI, except for area 

of effect.
30. Uncurse True — [RR Mod: -50] Dispels a curse if the curse 

fails an RR. The curse’s level is the level of the caster of the 
original curse. If the curse is not dispelled, the caster cannot try 
again until he has gone up another level of experience.

50. Banish Demon True — As Banish Demon I, except affects up 
to a Type IV Demon.

Note 1: For all spells that affect Undead, GMs may want 
to give modifications to certain very powerful undead.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IdaednUlepeR seirav lvl/nim1 '001 F
)2 daednUtceteD R'01 lvl/'01 I
)3 IIIdaednUlepeR seirav lvl/nim1 '001 F
)4 InomeDlepeR lvl/R'5 C '01 F
)5 VdaednUlepeR seirav lvl/nim1 '001 F
)6 IInomeDlepeR lvl/R'5 C '01 F
)7 InomeDhsinaB nomeD1 lvl/om1 '01 F
)8 IesruCezilartueN tegrat1 lvl/nim1 hcuot F
)9 IIInomeDlepeR lvl/R'5 C '01 F
)01 XdaednUlepeR seirav lvl/nim1 '001 F
)11 IInomeDhsinaB nomeD1 lvl/om1 '01 F
)21 IIXdaednUlepeR seirav lvl/nim1 '001 F
)31 VInomeDlepeR lvl/R'5 C '01 F
)41 IIesruCezilartueN tegrat1 lvl/rh1 hcuot F
)51 VXdaednUlepeR seirav lvl/nim1 '001 F
)61 VnomeDlepeR lvl/R'5 C '01 F
)71 IIInomeDhsinaB nomeD1 lvl/om1 '01 F
)81 IIIesruCezilartueN tegrat1 lvl/yad1 hcuot F
)91 IVnomeDlepeR lvl/R'5 C '01 F
)02 eurTdaednUlepeR seirav lvl/nim1 '001 F
)52 eurTnomeDlepeR lvl/R'01 C '01 F
)03 eurTesrucnU tegrat1 P hcuot F
)05 eurTnomeDhsinaB nomeD1 lvl/om1 '01 F
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holy armS

1. Holy Attack I — Adds +15 to the caster’s melee or missile 
attack for the current round.

2. Righteous Blow I — After casting this spell, there is a chance 
that the caster’s next attack (melee or missile) will be treated 
as “Magic” for the purposes of resolving criticals (usually 
only applicable against Large and Super Large creatures). The 
chance is equal to 10% plus 5% for each round that the caster 
concentrates (i.e., prays) immediately prior to preparing and 
casting this spell. The attack affected by this spell must occur 
within 1 minute per level after this spell was cast.

3. Holy Strength I — Caster gains a +5 to his strength stat bonus 
for the purposes of one maneuver. In combat, this results in a 
+10 to melee attacks and +5 to missile attacks.

4. Holy Attack II — As Holy Attack I, except bonus is +20.
5. Righteous Blow II — As Righteous Blow I, except attack is 

treated as “Mithril.”
6. Holy Focus — As Righteous Blow I, except the criti cal is 

treated as “Holy” and the chance is equal to 20% plus 2% for 
every extra Power Point used to cast this spell. A maximum 
number of PPs equal to the caster’s level may be used to cast 
this spell. For example, a 6th level Paladin has a maximum 
chance of 20%; a 10th level Paladin could attain a 28% chance 
(by investing 10 PPs in the casting of the spell).

7. Holy Attack III — As Holy Attack I, except bonus is +25.
8. Righteous Blow III — As Righteous Blow I, except attack is 

treated as “Holy.”
9. Holy Aura I — A bright, shimmering aura surrounds the caster. 

All creatures “of darkness” who are in the area of effect must make 
an RR each round or receive an ‘A’ severity critical (type to be 
determined by the GM; based upon the nature of the creature).

10. Holy Attack IV — As Holy Attack I, except bonus is +30.
11. Righteous Blow IV — As Righteous Blow I, except attack 

is treated as “Slaying” (creature type must be chosen when 
spell is cast).

12. Holy Strength II — As Holy Strength I, except strength stat 
bonus is +10 for a maneuver (+20 to melee attacks; +10 to 
missile attacks).

13. Holy Attack V — As Holy Attack I, except bonus is +35.
15. Holy Aura II — As Holy Aura I, except delivers a ‘B’ critical.
16. Holy Attack VI — As Holy Attack I, except bonus is +40.
17. Holy Strength III — As Holy Strength I, except strength stat 

bonus is +15 for a maneuver (+30 to melee attacks; +15 to 
missile attacks).

19. Holy Attack VII — As Holy Attack I, except bonus is +45.
20. Holy Aura True — As Holy Aura I, except delivers a ‘C’ critical.
25. Holy Attack True — As Holy Attack I, except bonus is +50.
30. Holy Focus True — As Holy Focus, except attack is 

automatically Holy.
50. Holy Martyr — The caster exposes all within the area of effect 

to the raw power of his deity. All in the area of effect suffer a 
+100 Fireball attack (centered on the caster). All concussion 
damage is doubled and an extra Slaying Critical (on the Large 
Creature Critical Strike Table) is delivered. The caster acts as 
the center-point for the blast and is not immune to any of the 
damage. For the caster, no objects, spells, etc. will protect him 
from the blast.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *IkcattAyloH fles --- fles U
)2 IwolBsuoethgiR fles --- fles U
)3 IhtgnertSyloH fles lvl/dnr1 fles U
)4 *IIkcattAyloH fles --- fles U
)5 IIwolBsuoethgiR fles --- fles U
)6 *sucoFyloH fles --- fles U
)7 *IIIkcattAyloH fles --- fles U
)8 IIIwolBsuoethgiR fles --- fles U
)9 IaruAyloH R'01 lvl/nim1 fles F
)01 *VIkcattAyloH fles --- fles U
)11 VIwolBsuoethgiR fles --- fles U
)21 IIhtgnertSyloH fles lvl/dnr1 fles U
)31 *VkcattAyloH fles --- fles U
)41
)51 IIaruAyloH R'01 lvl/nim1 fles F
)61 *IVkcattAyloH fles --- fles U
)71 IIIhtgnertSyloH fles lvl/dnr1 fles U
)81
)91 *IIVkcattAyloH fles --- fles U
)02 eurTaruAyloH R'01 lvl/nim1 fles F
)52 *eurTkcattAyloH fles --- fles U
)03 *eurTsucoFyloH fles --- fles U
)05 rytraMyloH lvl/R'1 --- fles E
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holy healIng

1. Healing I — Target is healed of d10 concussion hits.

2. Flowstop I — Allows caster to stop bleeding on a wound that is 
bleeding 1 hit per round. Target may not be moved, or bleeding 
will resume at prior rate.

3. Frost/Burn Relief I — Target is healed of one area of mild 
frostbite or first degree burn.

4. Minor Fracture Repair — Allows caster to mend one simple 
fracture (not compound fractures, shatters, joint damage, etc.). 
Recovery time is one day.

5. Healing III — As Healing I, except heals 3d10 concussion hits.

6. Stun Relief I — Target is relieved of one round’s worth of 
accumulated stun. 

7. Major Fracture Repair — As Minor Fracture Repair, except 
that the caster can also repair compound fractures. Recovery 
time is one day.

8. Disease Resistance I — For the duration of this spell, the target 
gets an additional RR versus any disease(s).

9. Poison Resistance I — For the duration of this spell, the target 
gets an additional RR versus any poison(s).

10. Minor Vessel Repair — Allows caster to completely mend a 
damaged minor blood vessel (a vessel that bleeds at up to 2 hits 
per round, not major arteries or veins).

11. Healing V — As Healing I, except heals 5d10 concussion hits.
12. Muscle/Tendon Repair I — Allows caster to repair (not replace) 

one damaged muscle or tendon. Recovery time is 1 hour.
13. Frost/Burn Relief III — As Frost/Burn Relief I, except caster 

can heal 3 areas of mild damage or 1 area of severe damage 
(e.g., third degree burns) or a combination of 1 mild and 1 
moderate area of damage.

14. Stun Relief II — As Stun Relief I, except relieves 2 rounds 
of stun.

15. Unparalysis — Caster can cure any one paralysis problem.
16. Healing X — As Healing I, except heals 10d10 concussion hits.
17. Frost/Burn Relief IV — As Frost/Burn Relief I, except caster 

can heal 4 mild or 2 moderate or 1 mild and 1 severe or 2 mild 
and 1 moderate areas of damage.

18. Undisease — Caster can remove any one disease from the target.
19. Unpoison — Caster can remove any one poison from the target.
20. Stun Relief True — As Stun Relief I, except relieves all rounds 

of stun.
25. Healing XV — As Healing I, except heals 15d10 concussion hits.
30. Healing True — As Healing I, except heals all concussion damage.
50. Laying on Hands True — Caster can use any lower level spell 

on this list once per round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IgnilaeH tegrat1 P hcuot H
)2 IpotswolF tegrat1 P hcuot H
)3 IfeileRnruB/tsorF tegrat1 P hcuot H
)4 riapeR.tcarFroniM tegrat1 P hcuot H
)5 IIIgnilaeH tegrat1 P hcuot H
)6 *IIIfeileRnutS tegrat1 P hcuot sH
)7 riapeR.tcarFrojaM tegrat1 P hcuot H
)8 IecnatsiseResaesiD tegrat1 lvl/nim01 hcuot H
)9 IecnatsiseRnosioP tegrat1 lvl/nim01 hcuot H
)01 riapeRlesseVroniM tegrat1 P hcuot H
)11 VgnilaeH tegrat1 P hcuot H
)21 riapeRnodneT/.csuM tegrat1 P hcuot H
)31 IIfeileRnruBtsorF tegrat1 P hcuot H
)41 *IIfeileRnutS tegrat1 P hcuot sH
)51 sisylarapnU tegrat1 P hcuot H
)61 XgnilaeH tegrat1 P hcuot H
)71 VIfeileRnruB/tsorF tegrat1 P hcuot H
)81 esaesidnU tegrat1 P hcuot H
)91 nosiopnU tegrat1 P hcuot H
)02 *eurTfeileRnutS tegrat1 P hcuot sH
)52 VXgnilaeH tegrat1 P hcuot H
)03 eurTgnilaeH tegrat1 P hcuot H
)05 .rTsdnaHnogniyaL tegrat1 P hcuot H
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holy ShIeldS

1. Protection Prayer I— Everyone in the area of effect who is 
aligned with the caster (GM’s discretion) subtracts 5 from all 
elemental attacks against them. They may also add 5 to all RRs 
versus spells. These bonuses are not conferred to the caster.

2. Aura — Creates a bright aura about the caster, making him 
appear more powerful and subtracting 10 from all attacks 
against him.

3. Shield — Creates an invisible force shield in front of the 
caster. This functions as a normal shield (subtracting 25 from 
appropriate attacks, etc.), except it does not occupy a hand. 
This spell cannot be combined with a “real” shield.

4. Blur — Causes target to appear blurred to attackers. This 
subtracts 10 from all attacks.

5. Unpain I — Caster is able to sustain an additional 25% of his 
total concussion hits before passing out. Hits are still taken and 
remain when the spell lapses.

6. Protection Prayer II — As Protection Prayer I, except 
bonuses are 10.

7. Deflections I — Caster can deflect any one missile that passes 
within 100’ of him (caster must be able to see the missile). This 
cause 100 to be subtracted from the missile’s attack. 

8. True Aura — As Aura, except it makes the caster appear very 
powerful; subtracting 15 from all attacks against him.

9. Bladeturn I — Caster can deflect any one melee attack that he 
can see (and is within range). This causes 100 to be subtracted 
from the attack.

10. Unpain II — As Unpain I, except an additional 50% can 
be sustained.

11. Protection Prayer III — As Protection Prayer I, except 
bonuses are 15.

12. Deflections II — As Deflections I, except will deflect up to 
two missiles.

13. Aim Untrue I — Caster can deflect any one missile that passes 
within 100’ of him (caster must be able to see the missile). This 
causes the missile to automatically miss.

14. Bladeturn II — As Bladeturn I, except affects 2 attacks.
15. Unpain III — As Unpain I, except an additional 75% can 

be sustained.
16. Protection Prayer IV — As Protection Prayer I, except 

bonuses are 20.
17. Deflections III — As Deflections I, except will deflect up to 

three missiles.
18. Aim Untrue III — As Aim Untrue I, except affects up to 

three missiles.
19. Bladeturn III — As Bladeturn I, except affects 3 attacks.
20. Unpain IV — As Unpain I, except an additional 100% can 

be sustained.
25. Protection Prayer True — As Protection Prayer I, except 

bonuses are 25.
30. Mass Deflections — As Deflections I, except will deflect one 

missile per level of the caster.
50. Holy Shields True — Caster may use any lower level spell on 

this list once per round

Note 1: The Aura and True Aura spells are not 
cumulative with each other or with the Blur spell.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IreyarPnoitcetorP R'01 lvl/nim1 fles U
)2 aruA retsac lvl/nim01 fles D
)3 *dleihS retsac lvl/nim1 fles F
)4 *rulB retsac lvl/nim1 fles D
)5 *IniapnU retsac lvl/nim1 fles sU
)6 IIreyarPnoitcetorP R'01 lvl/nim1 fles U
)7 *IsnoitcelfeD elissim1 --- '001 F
)8 aruAeurT retsac lvl/nim01 fles D
)9 *InrutedalB kcatta1 --- '001 F
)01 *IIniapnU retsac lvl/nim1 fles sU
)11 IIIreyarPnoitcetorP R'01 lvl/nim1 fles U
)21 *IIsnoitcelfeD selissim2 --- '001 F
)31 *IeurtnUmiA elissim1 --- '001 F
)41 *IInrutedalB skcatta2 --- '001 F
)51 *IIIniapnU retsac lvl/nim1 fles sU
)61 VIreyarPnoitcetorP R'01 lvl/nim1 fles U
)71 *IIIsnoitcelfeD selissim3 --- '001 F
)81 *IIeurtnUmiA selissim2 --- '001 F
)91 *IIInrutedalB skcatta3 --- '001 F
)02 *VIniapnU retsac lvl/nim1 fles sU
)52 .rTreyarPnoitcetorP R'01 lvl/nim1 fles U
)03 *snoitcelfeDssaM lvl/elissim1 --- '001 F
)05 *eurTsdleihSyloH seirav lvl/dnr1 fles F
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holy Symbol

1. Minor Holy Symbol — This enchants one suitable Holy 
Symbol to become his personal Holy Symbol, and usable with 
other spells on this list. This symbol is only usable by the caster 
and he may only have one in existence at a time.

2. Symbol Store — Caster may store one spell on his Holy Symbol. 
The spell to be stored must be cast within 1 minute of this spell, 
and afterwards may be cast as an instantaneous spell. The caster 
may not cast any other spells while he has a spell stored.

3. Symbol Focus — The caster gains +5 to all spell casting for 
the duration.

4. Symbol Repulsion — The caster holds forth his Holy Symbol 
and all supernatural enemies of his faith (undead, demons, 
angels, etc.) must make a RR or be repulsed from the sight of the 
symbol. They will be unable to enter the radius for the duration.

6. Lesser Holy Symbol — The caster enchants his Holy Symbol 
to be either a +1 Spell Adder or a +1 PP Adder. As a PP Adder, 
it supplies 1 of the PP for any spells cast, although the caster 
must always supply 1 PP to any spell cast.

7. Symbol Blast — Caster’s Holy Symbol fires a beam of light that 
strikes the target. Target must make a RR or receive a Holy critical.

8. Sever Symbol Link — This spell breaks the bond between 
the caster and his Holy Symbol, allowing him to create a 
new Holy Symbol.

9. Symbol Repulsion II — As Symbol Repulsion, except that the 
targets must flee from the caster for the duration of the spell.

10. Symbol Focus II — The caster gains a +10 all casting rolls for 
the duration. 

11. Minor Holy Symbol — As Lesser Holy Symbol, except that it 
increases the enchantment, turning the Holy Symbol into either 
a +2 Spell Adder or a +2 PP Adder. This spell would also allow 
the caster to change his Holy Symbol from a Spell Adder to a 
PP Adder or the reverse if he likes.

12. Symbol Store True — As Symbol Store, except that the 
caster is able to cast other spells while he has a spell stored 
in his Holy Symbol.

13. Symbol Repulsion III — As Symbol Repulsion II, except that 
the targets also receive a Holy critical if they fail their RRs.

14. Symbol Focus III — The caster gains a +15 to all spell casting 
for the duration.

15. Greater Holy Symbol — As Minor Holy Symbol, except that it 
enchants the Holy Symbol to be either a +3 Spell Adder, or a +1 
Spell Adder and a +2 PP Adder.

16. Greater Symbol Blast — As Symbol Blast, except that if the 
target fails his RR, he receives a +50 Holy critical.

18. Symbol Repulsion True — As Symbol Repulsion III, except 
that if a target fails his RR he is destroyed. If the target succeeds 
in his RR, he is still unable to enter the radius for the duration.

19. Symbol Focus IV — The caster gains a +20 to all spell casting 
for the duration.

20. Holy Symbol True — As Greater Holy Symbol, except that it 
enchants the Holy Symbol to be a +4 Spell Adder or a +2 Spell 
Adder and a +2 PP Adder.

25. Symbol Blast True — As Symbol Blast, except that if the 
target fails his RR, he receives a +100 Holy critical.

30. Symbol Focus True — The caster gains a +25 to all spell 
casting for the duration.

50. Avatar — The character is infused with the power and spirit 
of his deity for the duration of the spell. He gains a +100 to any 
actions that further the goals of his deity, including his OB and 
DB. The GM determines which actions receive this bonus. The 
character also undergoes minor physical changes that make 
him more resemble his deity for the duration of the spell.

Note 1: The Holy Symbol is created specifically for the 
caster and will not work for anybody else. It will lose all 
power upon the death of the caster.

Note 2: Any Holy Symbol that has had its link with its 
caster severed can never again be used or enchanted as a 
Holy Symbol for the original caster.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 lobmySyloHroniM meti1 P hcuot F
)2 erotSlobmyS lleps1 seirav hcuot U
)3 sucoFlobmyS fles lvl/dnr1 fles U
)4 noislupeRlobmyS R'01 lvl/dnr1 fles F
)5
)6 lobmySyloHresseL meti1 P hcuot F
)7 tsalBlobmyS tegrat1 -- '001 F
)8 kniLlobmySreveS fles P fles F
)9 IInoislupeRlobmyS lvl/R'1 lvl/dnr1 fles F
)01 IIsucoFlobmyS fles lvl/nim1 fles U
)11 lobmySyloHrojaM meti1 P hcuot F
)21 eurTerotSlobmyS lleps1 seirav hcuot U
)31 IIInoislupeRlobmyS lvl/R'1 lvl/dnr1 fles F
)41 IIIsucoFlobmyS fles lvl/nim1 fles U
)51 lobmySyloHretaerG meti1 P hcuot F
)61 tsalBlobmySretaerG tegrat1 -- '001 F
)71
)81 eurTnoislupeRlobmyS lvl/R'1 lvl/dnr1 fles F
)91 VIsucoFlobmyS fles lvl/nim1 fles U
)02 eurTlobmySyloH meti1 P hcuot F
)52 eurTtsalBlobmyS tegrat1 -- '001 F
)03 eurTsucoFlobmyS fles lvl/nim1 fles U
)05 ratavA fles lvl/dnr1 fles F



22

InSpIrIng wayS

1. Courage — For the duration of this spell, all within the area of 
effect (including the caster) may make a second RR versus any 
fear or panic effect. This second RR is made with an additional 
+10 modifier.

2. Inspirations I — Caster inspires all allies who are within the 
area of effect (they must be aware of the caster). All allies gain 
+5 to melee attacks and moving maneuvers for the duration 
of the spell. This spell will only work during combat or highly 
religious moments (e.g., an oratory presentation prior to a 
large battle). These bonuses do not apply to the caster.

3. Voice of Friendship — For as long as they speak together, the 
target of this spell will believe that the caster is a good friend 
and is acting in the target’s best interest.

4. Inspirations II — As Inspirations I, except bonuses are +10.
5. Voice of Reason — For as long as the caster speaks, the 

target will believe that the reasoning and ideas that the caster 
expresses are correct and valid.

6. Inspirations III — As Inspirations I, except bonuses are +15.
7. Voice of Caution — For as long as the caster speaks, the target 

will become more cautious (less rash) and will tend to obey the 
caster’s warnings without hesitation or doubt.

8. Command I — Target must obey the caster. However, he will 
not perform any act that is completely alien to him (e.g., no 
suicide suggestions, no blinding himself suggestions, etc.).

9. Inspirations IV — As Inspirations I, except bonuses are +20.
10. Words of Friendship — As Voice of Friendship, except will 

affect all who can hear the caster.
11. Inspirations V — As Inspirations I, except bonuses are +25.
13. Command II — As Command I, except affects two targets.
14. Words of Reason — As Voice of Reason, except will affect all 

who can hear the caster.
15. Inspirations VI — As Inspirations I, except bonuses are +30.

16. Courage True — As Courage, except the second RR 
automatically succeeds.

17. Inspirations VII — As Inspirations I, except bonuses are +35.
18. Words of Cautions — As Voice of Caution, except will affect 

all who can hear the caster.
19. Inspirations VIII — As Inspirations I, except bonuses are +40.
20. Voice of Conviction — [RR Mod: -50] After casting this spell, 

the caster must tell the truth (as he knows it). All targets who fail 
their RR will believe the caster is speaking the absolute truth.

25. Inspirations True — As Inspirations I, except bonuses are +50.
30. Words of Conviction — As Voice of Conviction, except will 

affect all who can hear the caster.
50. Inspirations Mastery — Caster can use any lower level spell 

from this list once per round.

Note 1: Voice and Words spells will only work on 
non-enemies (i.e., those that are not actively hostile 
to the caster).

Note 2: Voice and Words spells increase favorable 
reactions. This effect lasts 1 hour per level of the caster 
after the caster stops speaking. After this duration, the 
target’s natural tendencies and reactions will take over. 
Note that most targets will continue to believe the caster 
even after the spell has lapsed.

Note 3: Any target who resists a Voice or Words spell 
by more than 50 will realize that the caster was using 
magical influence.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 egaruoC R'01 lvl/dnr1 fles U
)2 *IsnoitaripsnI R'02 lvl/dnr1 '001 U
)3 *pihsdneirFfoecioV tegrat1 seirav '05 mF
)4 *IIsnoitaripsnI R'02 lvl/dnr1 '001 U
)5 *noaeRfoecioV tegrat1 seirav '05 mF
)6 *IIIsnoitaripsnI R'02 lvl/dnr1 '001 U
)7 *noituaCfoecioV tegrat1 seirav '05 mF
)8 *IdnammoC tegrat1 C lvl/'01 mF
)9 *VIsnoitaripsnI R'02 lvl/dnr1 '001 U
)01 *pihsdneirFfosdroW seirav seirav '001 mF
)11 *VsnoitaripsnI R'02 lvl/dnr1 '001 U
)21
)31 *IIdnammoC stegrat2 C lvl/'01 mF
)41 *nosaeRfosdroW seirav seirav '001 mF
)51 *IVsnoitaripsnI R'02 lvl/dnr1 '001 U
)61 eurTegaruoC R'01 lvl/dnr1 fles U
)71 *IIVsnoitaripsnI R'02 lvl/dnr1 '001 U
)81 *noituaCfosdroW seirav seirav '001 mF
)91 *IIIVsnoitaripsnI R'02 lvl/dnr1 '001 U
)02 noitcivnoCfoecioV tegrat1 seirav '01 mF
)52 *eurTsnoitaripsnI R'02 lvl/dnr1 '001 U
)03 noitcivnoCfosdroW seirav seirav '001 mF
)05 yretsaMsnoitaripsnI seirav lvl/dnr1 seirav U
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major healIng

1. Healing I — Target heals 1-10 hits.
2. Clotting I — Bleeding is reduced by 1 hit per round. The target 

may not move for an hour or the wound will reopen.
3. Minor Frost/Burn Relief — Will heal any one area of frostbite 

or a 2nd degree burn.
4. Minor Fracture Repair — Will heal one simple fracture over 

the course of 24 hours.
5. Healing III — Target heals 3-30 hits.
6. Stun Relief I — Target is relieved of 1 round of stun (of any type).
7. Cut Repair I — Bleeding is instantly and permanently reduced 

by 1 hit per round.
8. Major Fracture Repair — As Minor Fracture Repair, except 

simple fractures are repaired in 1-10 hours, compound fractures 
are healed in 1 day, and shatters are healed in 2-11 days.

9. Poison Resistance I — Target gets a second RR versus any poisons.

10. Minor Vessel Repair — As Cut Repair I, except that Bleeding 
is reduced by 2 hits per round.

11. Healing V — Target heals 5-50 hits.
12. Minor Muscle/Tendon Repair — One damaged muscle or 

tendon is healed over the course of 1 hour.
13. Major Frost/Burn Relief — As Minor Frost/Burn Relief, 

except that any frostbite or burns are healed in the area.
14. Stun Relief II — As Stun Relief I, except that 2 rounds of stun 

are relieved.
16. Healing X — Target heals 10-100 hits.
17. Major Vessel Repair — As Minor Vessel Repair, except it stops 

up to 5 points of Bleeding.
18. Major Muscle/Tendon Repair — As Minor Muscle/

Tendon Repair, except that damaged muscles and tendons 
are healed instantly and those that are destroyed will be 
regenerated in an hour.

19. Unpoison — One poison is completely removed from the 
target. Any existing effects of the poison remain and must be 
healed separately, but no further damage will occur.

20. Stun Relief True — As Stun Relief I, except that all stuns 
are removed.

25. Vessel Repair True — As Major Vessel Repair, except that it 
heals all Bleeding.

30. Healing True — Heals all hits instantly. This spell may also be 
used to rejoin a limb. A limb that is rejoined by this spell will 
be fully usable in 1 day.

50. Succor True — Caster may freely cast one lower level spell per 
round for the duration.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IgnilaeH tegrat1 P hcuot H
)2 IgnittolC tegrat1 P hcuot H
)3 feileRnruB/tsorF.rnM tegrat1 P hcuot H
)4 riapeRerutcarF.rnM tegrat1 P hcuot H
)5 IIIgnilaeH tegrat1 P hcuot H
)6 *IfeileRnutS tegrat1 P hcuot H
)7 IriapeRtuC tegrat1 P hcuot H
)8 riapeRerutcarFrojaM tegrat1 P hcuot H
)9 IecnatsiseRnosioP tegrat1 lvl/nim01 hcuot H
)01 riapeRlesseVroniM tegrat1 P hcuot H
)11 VgnilaeH tegrat1 P hcuot H
)21 riapeRndT/suM.rnM tegrat1 P hcuot H
)31 feileRnruB/tsorF.rjM tegrat1 P hcuot H
)41 *IIfeileRnutS tegrat1 P hcuot H
)51 tegrat1 P hcuot H
)61 XgnilaeH tegrat1 P hcuot H
)71 riapeRlesseVrojaM tegrat1 P hcuot H
)81 riapeRndT/suM.rjM tegrat1 P hcuot H
)91 nosiopnU tegrat1 P hcuot H
)02 *eurTfeileRnutS tegrat1 P hcuot H
)52 eurTriapeRlesseV tegrat1 P hcuot H
)03 eurTgnilaeH tegrat1 P hcuot H
)05 eurTroccuS tegrat1 lvl/dnr1 hcuot H
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nature’S formS

1. Hues — Allows caster to take on the physical coloration of 
any 1 organic object; caster must be in contact with object. In 
many situations this will give a 10-50 bonus (GM discretion) to 
Hiding attempts (and perhaps to some Stalking attempts).

2. Resist Elements — Protects caster from natural heat up to 200°F 
and natural cold down to -20°F; +10 to caster’s RRs vs. heat and 
cold spells; -10 to all elemental spell attacks against caster.

3. Plant Facade — Allows caster to appear as any 1 type of plant; 
caster retains their size and will not smell or feel like the plant; 
it is purely a visual illusion.

4. Silent Moves — Caster can move silently, so long as they do 
not create a sound originating more than 1’ from their body. In 
many situations this will give a 10-50 bonus (GM discretion) to 
Stalking/ Hiding attempts.

5. Underwater Breathing — Caster can breathe under normal water.
6. Animal Facade — As Plant Facade, except caster will appear as 

any 1 type of animal.
7. Chameleon — Caster blends into surrounding terrain; 

gives a 75 bonus to Hiding attempts; caster may not move 
(appreciably) without destroying effect.

8. Study Form — Caster studies and memorizes the form and 
structure of one type of animal or plant for later use with the 
spells on this list.

9. Shadow — Caster and objects on their person appear to be a 
shadow; and thus are almost invisible in dark areas (e.g., in 
many situations this could be handled with a Stalking/Hiding 
bonus between 25 and 75).

10. Plant Form — As Plant Facade, except that the caster can 
take the form of any plant that he has Studied (he will look and 
feel like the plant). He can vary his mass from 75% of normal 
to 200% of normal.

11. Protection From Elements — As Resist Elements, except it 
protects caster from any natural temperature extremes; +25 to 
caster’s RRs vs. heat and cold spells; -25 to all elemental spell 
attacks against caster.

12. Blank Thoughts — As long as caster does not move, their 
mental patterns will appear to be those of any specified animal 
that he has Studied.

13. Animal Form — As Animal Facade, except that the caster can 
take the form of any animal that he has Studied (he will look and 
feel like the animal). He can vary his mass from 75% of normal to 
200% of normal. He doesn’t get the physical abilities of the animal.

15. Animal Thoughts — As Blank Thoughts, except that the caster 
can move while the spell is active.

16. Animal Way — As Animal Form, except that the caster 
also gains the movement abilities of a chosen animal that he 
has Studied. Caster may vary his mass from 50% of normal 
(minimum) to 400% of normal (maximum).

17. Plant Change True — As Plant Form, except that the caster 
may also assume the scent and physical characteristics of a 
chosen plant that he has Studied. Caster may vary his mass 
from 50% (minimum) to 400% (maximum).

18. Animal Change — As Animal Way, except that the caster may 
also gain the physical attack capabilities of the form and may 
vary his mass from l/20th to 40x normal.

19. Beast Form — As Animal Form, but caster may take on the 
appearance and feel of any beast (usually a legendary monster) 
that he has Studied.

20. Animal Change True — As Animal Change but caster gains 
all physical attributes of the form: movement, attack abilities, 
sight, hearing, smell, etc. Caster may vary his mass from l/40th 
to 400x his own mass. If the spell fails the caster takes on the 
form but his mind is submerged in a mind equivalent to the 
creature’s and spell duration is increased 100x.

25. Beast Change — As Beast Form, but caster also gains the 
movement and physical attack capabilities of the form and may 
vary his mass from 1/40th to 400x his actual mass. Spell failure 
is handled as in Animal Change True.

30. Beast Change True — As Beast Change, but caster gains some 
(GM discretion) of the special abilities of the beast (dragon 
breath, etc). The basic possibility of a spell failure is raised 
to 15%. A spell failure is handled as in Animal Change True 
except that the spell duration is increased 500x.

50. Shapechanger — Caster may use any of the lower spells on 
this list up to 1/rnd.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 seuH retsac lvl/nim1 fles P
)2 stnemelEtsiseR retsac lvl/nim1 fles D
)3 edacaFtnalP retsac lvl/nim01 fles P
)4 sevoMtneliS retsac lvl/nim1 fles U
)5 gnihtaerBretawrednU retsac lvl/nim1 fles U
)6 edacaFlaminA retsac lvl/nim1 fles P
)7 noelemahC retsac C fles P
)8 mroFydutS mrof1 nim1 hcuot I
)9 wodahS retsac lvl/nim01 fles P
)01 mroFtnalP retsac lvl/nim1 fles U
)11 stnemelEmorf.torP retsac lvl/nim1 fles D
)21 sthguohTknalB retsac C fles P
)31 mroFlaminA retsac lvl/nim1 fles U
)41
)51 sthguohTlaminA retsac C fles mP
)61 yaWlaminA retsac lvl/nim01 fles U
)71 eurTegnahCtnalP retsac lvl/nim01 fles U
)81 egnahClaminA retsac lvl/nim01 fles U
)91 mroFtsaeB retsac lvl/nim01 fles U
)02 eurTegnahClaminA retsac lvl/nim01 fles U
)52 egnahCtsaeB retsac lvl/nim01 fles U
)03 eurTegnahCtsaeB retsac lvl/nim01 fles U
)05 regnahcepahS retsac lvl/nim01 fles U
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Stone maStery

1. Stone Throw I — Stones (at least 1 pound’s worth) within a 
10’R of the caster are hurled at the target. Results are rolled on 
the Shock Bolt attack table. All criticals are Impact criticals. 
The Directed Spell skill is required for this attack.

2. Stoneheal — Caster may repair damage, cracks, or breaks in a 
stone object or a mass of stone (up to 10 cu’/lvl).

3. Summon Stones — Caster summons a pile of small stones, 
rocks, and pebbles. The total amount summoned is equal to 1 
lb per level of the caster. At the end of the duration, the stones 
return to where they came from.

4. Stone Throw II — As Stone Throw I, except that the attack is 
rolled on the Water Bolt table.

5. Magic Stone I — Caster prepares 1 small rock (approx. 1/2 lb). 
Preparation lasts either 10 min/lvl or until the stone strikes 
something (e.g., it is thrown, fired, dropped, etc.). If the stone 
“hits someone” (i.e., delivers hits when dropped, thrown, or 
used in a sling); there is a small explosion. Roll an additional 
attack on the Shock Bolt attack table (no modifications) on 
anyone within a 2’R of the explosion point. The only person 
usually affected is the person who was “hit” (unless you drop 
the stone on your foot or fall on a bag of Magic Stones).

6. Stone Wall — Summons a wall of rough-cut stones up to 
10’x10’x1’. The wall must rest on a solid surface.

7. Stone Throw III — As Stone Throw I, except that the attack is 
rolled on the Fire Bolt table.

8. Animate Rock — Caster animates an amount of rock. This 
could be a pile of rocks, a large stone, or even a statue. It will 
move as the caster directs as long as he is concentrating. If the 
caster stops concentrating, the rock will stand immobile, until 
the caster resumes concentration, until the end of the duration. 
This animated rock may be used to make attacks. Treat it as 
being similar to a Small Earth Elemental for its stats. 

9. Magic Stone II — As Magic Stone I, except that the spell lasts 
1 hr/lvl and the explosion has a 5’ radius (i.e., multiple targets 
can be affected).

10. Corridor — Creates a 3’x6’ corridor that is l’/lvl long through 
any nonmetal, inorganic material. The corridor can be opened 
at a rate of 1’ (length) per rnd as the caster concentrates.

11. Stone Wall True — As Stonewall except duration is 
permanent.

12. Stone Throw True — As Stone Throw I, except that the attack 
is rolled on the Lightning Bolt table.

13. Spike Stones — Creates an area of very sharp spiked stones 
from rock occurring naturally in the effected radius. Any 
creature moving through part of area containing spikes must 
make a moving maneuver (at least “extremely hard”) for every 
5’ moved through. If a fall occurs, the creature receives (1-5) 
+100 dagger attacks (only armor DB’s modify this).

14. Stone Meld — Fuses two stone surfaces together: a seam can 
be up to 20’ long or a section of stone blocks can be fused (up 
to 100 cu’.)

15. Stone Molding — For as long as he concentrates, caster may 
mold 1 cu’ of stone with his hands as if it were putty; then the 
stone will harden.

16. Curve Wall — As Stone Wall True, except that the wall may be 
curved up to a semi-circle.

17. Petrify — The target’s bones will gradually (takes 1 hour) 
petrify for 1 day/lvl of the caster. The bones will eventually 
become very heavy (-90 to all activity) and will cease blood 
production (2 hits/hour).

18. Greater Stoneheal — As Stoneheal, except caster may repair 
up to lvl x lvl cu’ and the range is 10’/lvl.

19. Earth Elemental — Summons and controls a weak earth 
elemental. If concentration is interrupted then the elemental goes 
on a mindless rampage until concentration is resumed. Caster can 
dismiss the elemental before the duration is over by concentrating. 
The elemental disappears when the duration is over.

20. Earthbones Empathy — Allows caster (he must be in contact 
with the ground) to visualize and sense activity of those in 
contact with the ground and in a specified 50’R/lvl area (within 
the range). Alternately, the caster may sense the direction and 
distance (within the range) to a significant target with which he 
is familiar (a particular individual, an army, etc).

25. Greater Earth Elemental — As Earth Elemental, except that 
the caster may summon and control a strong earth elemental.

30. Petrification True — As Petrify, except that the target’s entire 
body is petrified and the process only takes 6 rounds (treat as 
if the target is in suspended animation). This spell lasts until it 
canceled by the caster or it is dispelled or until someone casts 
this spell or Petrify on the target to undo the effect.

50. Tremors — Caster can cause a small earthquake, with the 
spot he touches as the epicenter. The start of the quake can 
be delayed up to 1 rnd/lvl. The severity of the quake on the 
Richter scale is determined by a roll: (01-20) = 5.5, (21-45) = 
6, (46-65) = 6.5, (66-80) = 7.0, (81-90) = 7.5, (91-95) = 8.0, 
(96-98) = 8.5, (99-100) = 9.0. The GM should read up on 
Earthquakes before this spell is used.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IworhTsenotS R'01 -- '001 dF
)2 laehenotS lvl/'uc01 P '001 F
)3 senotSnommuS R'2 lvl/nim1 '5 E
)4 IIworhTenotS R'01 -- seirav dF
)5 IenotScigaM kcor.bl2/1 lvl/nim01 hcuot F
)6 llaWenotS '1x'01x'01 lvl/nim1 '01 E
)7 IIIworhTenotS R'01 -- seirav dF
)8 kcoRetaminA 'uc001 )C(lvl/dnr1 F
)9 IIenotScigaM kcor.bl2/1 lvl/ruoh1 hcuot F
)01 rodirroC lvl/'1x'6x'3 P '5 F
)11 eurTllaWenotS '1x'01x'01 P '01 E
)21 eurTworhTenotS R'01 -- seirav dF
)31 senotSekipS lvl/R'5 lvl/nim01 '001 E
)41 dleMenotS seirav P hcuot F
)51 gnidloMenotS 'uc1 C hcuot F
)61 llaWevruC '1xR'5x'01 P E
)71 yfirteP tegrat1 seirav '05 F
)81 laehenotSretaerG lvl/'uc02 P lvl/R'01 F
)91 latnemelEhtraE -- )C(lvl/dnr1 lvl/'01 F
)02 yhtapmEsenobhtraE lvl/R'01 C lvl/'0001 F
)52 latnemelEhtraEretaerG -- )C(lvl/dnr1 lvl/'01 F
)03 eurTnoitacifirteP tegrat1 seirav '05 F
)05 sromerT seirav dnr1 lvl/'001 F
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tree maStery

1. Speed Growth I — Allows caster to increase speed of growth 
for any 1 species of plant within the radius by 10x.

2. Plant Restore — Caster may remove damage from any 1 plant 
(not a tree). Damage gets a RR based on severity/extent.

3. Plant Tongues — Allows caster to understand and “speak” the 
language of any 1 sentient plant species.

4. Speed Growth II — As Speed Growth I, except growth rate is 
100x normal and the radius is 10’R.

5. Plant Growth II — Allows caster to double the size of any 1 
plant; requires 1 days growth; when fully mature the plant will 
achieve twice its normal size.

6. Plantskin — Makes caster’s skin as tough as bark (treat as AT 4).
7. Path Control — Allows caster to open or close a path through 

flora. Caster may do both (i.e. opening a path in front of him 
and closing it behind him).

8. Plant Growth III — As Plant Growth II, except size increase is 3x
9. Speed Growth III — As Speed Growth I, except growth rate is 

10x normal and the radius is 100’R.
10. Tree Restore — As Plant Restore, except that the caster may 

remove damage from a tree.
11. Plant Growth V — As Plant Growth II, except size increase is 5x.
12. Animate Tree — Caster may animate and control the actions 

of a tree. OB/Hits/etc. are based on the size and type of tree 
(e.g., a large oak is equivalent to an Awakened Tree, see C&T).

13. Wall of Thorns — Summons a wall of very tough pliable 
thorns up to 10’xl0’x5’. Anyone moving through the wall 
receives 1-10 Tiny attacks (OB: +50) per foot of wall moved 
through. The wall must rest on a solid surface.

14. Seek Sentient Tree — Caster learns direction and distance to 
the nearest Sentient Tree (C&T) within range.

15. Tangleweed — This spell animates an area of foliage. The 
foliage will attack either a particular type of creature or all who 
enter the area (caster’s option when spell is cast). All affected 
creatures in the area are subject to 1-5 attacks per round: +50 
Envelope attacks with the maximum result determined by the 
size and density of the foliage. When the spell is cast, the caster 
may specify that the attacks will only attempt to capture; in 
which case, the foliage will stop attacking a target if the target 
ceases all movement (i.e., is captured).

16. Firestop — All non-magic fire in the radius is instantly 
extinguished; magic fire must make a RR or it is extinguished.

17. Rouse Slowroot — Caster may rouse a Slowroot (see C&T).
18. Plant Growth X — As Plant Growth II, except size 

increase is 10x.
19. Seek Sentient Trees — Caster learns the location of every 

Sentient Tree within the radius.
20. Tree Door — Allows caster to enter one tree and then exit 

from another tree up to 100’/lvl away.
25. Restore Sentient Tree — As Plant Restore except that the 

caster may remove damage from a Sentient Tree.
30. Speed Growth True — As Speed Growth I, except that the 

caster can increase rate of growth by x10/lvl in a 10’R/lvl,
50. Waken Slowroots — Caster wakens all dormant Slowroots 

within range.

Note: The Sentient Trees: Treeherds, Slowroots, and 
Awakened Trees mentioned in some of these spells 
are described in C&T. If the concept of such trees and 
guardians of trees doesn’t fit into the GM’s world, he 
should eliminate or replace those spells.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IhtworGdeepS R’01 yad1 ’01 U
)2 erotseRtnalP tnalp1 P hcuot H
)3 seugnoTtnalP retsac lvl/nim1 hcuot mI
)4 IIhtworGdeepS R’01 yad1 ’01 U
)5 IIhtworGtnalP tnalp1 P hcuot U
)6 *nikstnalP retsac lvl/dnr1 fles D
)7 lortnoChtaP R’3 lvl/nim01 ’5 F
)8 IIIhtworGtnalP tnalp1 P hcuot U
)9 IIIhtworGdeepS tnalp1 P hcuot U
)01 erotseReerT eert1 P hcuot H
)11 VhtworGtnalP tnalp1 P hcuot U
)21 eerTetaminA eert1 C lvl/’01 F
)31 snrohTfollaW ’5x’0lx’01 lvl/nim01 ’001 F
)41 eerTtneitneSkeeS lvl/R’01 – fles mI
)51 deewelgnaT ’lvlx’lvl lvl/rh1 ’001 F
)61 potseriF lvl/R’01 – ’001 F
)71 toorwolSesuoR toorwols1 lvl/rh1 hcuot mF
)81 XhtworGtnalP tnalp1 P hcuot U
)91 seerTtneitneSkeeS lvl/R’01 – fles mI
)02 rooDeerT retsac – fles U
)52 eerTtneitneSerotseR eert1 P hcuot H
)03 eurThtworGdeepS lvl/R’01 yad1 hcuot U
)05 stoorwolSnekaW lvl/Rim1 lvl/nim01 fles mF
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eSSenCe Spell lIStS
10. Air Blast — As Air Bolt, except that the Lightning Bolt attack 

table is used. Primary criticals are Impact and secondary 
criticals are Unbalancing.

11. Solid Air Shield — Creates a shimmering shield of solidified 
air 1’ around the caster. This provides a bonus of 100 to the 
character’s DB against all physical and elemental attacks as long 
as he is concentrating. When not concentrating, the modifier to 
DB is only 20.

12. Solid Air Dome — Creates a shimmering dome of solidified 
air. The dome has a 10’ radius and completely encloses the area. 
Treat the effects the same as the Solid Air Wall.

13. Air Bolt V — As Air Bolt, except for range.
14. Crushing Bands — As Holding Bands, except that the bands 

deliver an “A” Krush critical each round.
15. Solid Air Wall II — As Solid Air Wall, except for the duration.
16. Air Blast III — As Air Blast, except for the range.
17. Dust Devil V — As Dust Devil II, except that it does an “E” critical.
18. Solid Air Wall True — As Solid Air Wall, except for the duration.
19. Crushing Bands II — As Crushing Bands, except that the 

bands deliver an “C” Krush critical each round.
20. Air Blast V — As Air Blast, except for the range.
25. Crushing Bands True — As Crushing Bands, except that the 

bands deliver an “E” Krush critical each round.
30. Air Blast True — As Air Blast, except that the attack may 

make as many turns as possible, even going through openings 
as small as 6” in radius in order to reach its target. The caster’s 
OB is halved when using this spell. And the target gains no 
benefits (i.e. no DB) from cover, position, shield or other things 
that do not provide all around coverage.

50. Air Mastery — Caster may freely use any lower level spell 
from this list each round.

aIr law

1. Focused Wind — If the target fails his RR, he is buffeted by 
strong winds as long as the character concentrates. This gives 
the target a -20 modifier to all actions.

2. Air Bolt — Caster shoots bolt of compressed air from the palm 
of his hand. The results are determined on the Shock Bolt table, 
using Impact criticals.

3. Holding Bands — Caster envelopes the target with shimmering 
bands of compressed air that immobilize him. Target may 
make a Very Hard Strength maneuver each round. Success 
means that he may act normally. Failure means that he is 
restricted to only 20% of his normal activity.

4. Dust Devil II — The caster creates a small dust devil (i.e. 
cyclone) that races out and strikes a target, delivering a “B” 
Unbalancing critical to a target who does not resist it.

5. Solid Air Wall — Caster creates a shimmering, transparent 
wall of highly compressed air. All attacks (against DB) through 
the wall are at -100. Spell attacks are at -50.  Attempts to move 
through the wall require a Very Hard Strength based maneuver 
and take 1 round to complete. Light based attacks are totally 
immune to this, and not affected at all by the wall.

6. Cyclonic Blast — Caster shoots forth a ball of compressed air 
that bursts upon reaching its target, attacking everybody within 
a 20’ radius. Results are determined on the Cold Ball attack 
table and all criticals are Impact criticals.

7. Walk on Air — Target can walk on air as if on solid ground, 
he may not move any faster than a walk. This only allows for 
horizontal movement, vertical movement must be achieved 
through other means.

8. Air Bolt III — As Air Bolt, except for range.
9. Solid Air Bridge — Caster creates 20’ long by 5’ wide 

shimmering plane of solidified air. The bridge is immobile 
and can only support 1000 lbs. Only one end of the bridge is 
required to be resting on a solid surface.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 dniWdesucoF tegrat1 C '001 F
)2 tloBriA tegrat1 -- '001 dE
)3 sdnaBgnidloH tegrat1 lvl/dnr1 '05 F
)4 IIliveDtsuD tegrat1 -- '05 F
)5 llaWriAdiloS "6x'01x'01 C '05 F
)6 tsalBcinolcyC R'02 -- '001 E
)7 riAnoklaW tegrat1 lvl/nim1 '01 U
)8 IIItloBriA tegrat1 -- '003 dE
)9 egdirBriAdiloS '5x'02 lvl/nim1 '001 E
)01 tsalBriA tegrat1 -- '001 dE
)11 dleihSriAdiloS fles )C(lvl/dnr1 fles U
)21 emoDriAdiloS R'01 )C(lvl/dnr1 '01 F
)31 VtloBriA tegrat1 -- '005 dE
)41 sdnaBgnihsurC tegrat1 lvl/dnr1 '001 F
)51 IIllaWriAdiloS "6x'01x'01 lvl/dnr1 '05 F
)61 IIItsalBriA tegrat1 -- '003 dE
)71 VliveDtsuD tegrat1 -- '05 F
)81 eurTllaWriAdiloS "6x'01x'01 lvl/nim1 '05 F
)91 IIsdnaBgnihsurC tegrat1 lvl/dnr1 '001 F
)02 VtsalBriA tegrat1 -- '005 dE
)52 eurTsdnaBgnihsurC tegrat1 lvl/dnr1 '001 F
)03 eurTtsalBriA tegrat1 -- '003 dE
)05 yretsaMriA seirav lvl/dnr1 seirav U
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Combat IlluSIonS

1. Blur — Causes caster to appear blurred to attackers, subtracting 
10 from all attacks.

2. Shadow — Target and objects on his person appear to be a 
shadow; and are thus almost invisible in dark areas (e.g., in 
many situations this could be handled with a special bonus to 
Stalking and Hiding maneuvers between 25 and 75).

3. Unseen I — A single object is made invisible (1 garment, 1 
naked body, etc.); until 24 hours pass or the object is struck 
by a violent blow (being hit by a weapon, falling, etc.) or the 
object makes a violent move (i.e., an attack).

4. Wall of Dark — Creates a wall of darkness up to 20’x20’x1”. 
Anything except light can pass through this wall. All attacks 
made against targets obscured by this wall suffer a special 
penalty of -70.

5. Silence — Any sounds originating within 1’ of the caster 
are completely muffled. This results in a +25 bonus to all 
Stalking maneuvers.

6. Invisibility I — As Unseen I, except that everything within 1’ of 
the target is invisible as long as it is within the 1’R and none of 
the Unseen termination conditions occur.

7. Mirror Image I — Creates an image that looks exactly like 
the caster, but be offset by approximately three feet from the 
caster. This image will precisely duplicate any actions the caster 
performs. There is a 50% chance that anyone in combat with 
the caster will strike the image instead of the caster on the 
first round of combat. If the attacker strikes the image, he will 
automatically attack the caster on his next attack. However, he 
must check again on the subsequent round (and each round 
after successfully striking the caster). Beings with less rational 
minds (i.e. animals, the insane, etc.) may have to make this roll 
more often. Creatures that do not depend primarily upon sight 
to select a target are not affected by this spell.

8. Attack Illusion — Makes it appear that the caster is attacking 
from a direction he is not. If the target fails an RR, his DB is 
lowered by 20 (this can result in a negative DB!).

9. Displacement III — Caster appears to be offset from where he 
actually is. All attacks have no effect 30% of the time. Each time a 
foe misses, the chance of that foe missing again goes down 5%.

10. Parry Illusion — Makes it appear that the caster is executing 
a dazzling series of parries, causing any foes in melee combat 
with caster when this spell is cast to make an RR or only be able 
to use half their OB against him this round.

11. Weapon Illusion — Causes the target weapon to appear to be 
another type of weapon specified by the caster. If the weapon 
is used in combat, it will attack on its normal table, but suffer 
a special modification of -25 and its fumble range is increased 
by 5 (i.e., a weapon that normally fumbles on a 01 or 02, will 
fumble on a 01 through 07 result).

12. Mirror Image II — As Mirror Image I, except two duplicates 
are created and the chance of attacking the image first 65%. 
This chance lowers to 35% on the second attack.

13. Beacon — A ray of light (any color) springs from the caster’s 
palm. This ray can be up to 1 mile long.

14. Greater Attack Illusion — As Attack Illusion, except an 
opponent who fails his RR must lower his DB by 40.

15. Displacement V — As Displacement III, except chance of 
missing is 50%.

16. Greater Parry Illusion — As Parry Illusion, except opponents 
who fail their RR can only use one-quarter of their OB to 
attack this round.

18. Mirror Image III — As Mirror Image I, except three 
duplicates are created and the chance of attacking a false image 
is 75%. This lowers to 50% on the second attack. and 25% on 
the third attack.

20. Invisibility V — As Invisibility I, except that 5 targets may be 
made invisible.

25. Attack Illusion True — As Attack Illusion, except an opponent 
who fails his RR must lower his DB by 60.

30. Parry Illusion True — As Parry Illusion, except opponents 
who fail their RR may not attack the caster this round.

50. Mirror Image V — As Mirror Image I, except five duplicates 
are created and the chance of striking an image starts at 80% 
(and lowers by 20% each round).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *rulB retsac lvl/nim1 fles U
)2 wodahS retsac lvl/nim01 fles P
)3 IneesnU tegrat1 sruoh42 '01 P
)4 kraDfollaW "1x'01x'01 lvl/nim1 '001 E
)5 ecneliS R'01 lvl/nim1 '001 F
)6 IytilibisivnI tegrat1 sruoh42 '01 P
)7 IegamIrorriM retsac lvl/nim1 fles P
)8 *noisullIkcattA tegrat1 dnr1 '01 mP
)9 *IIItnemecalpsiD retsac lvl/nim1 fles P
)01 *noisullIyrraP seirav lvl/dnr1 fles mP
)11 noisullInopaeW .paewtegrat lvl/dnr1 '01 P
)21 IIegamIrorriM retsac lvl/nim1 fles P
)31
)41 *noisullIkcattA.rG tegrat1 dnr1 '01 mP
)51 *VtnemecalpsiD retsac lvl/nim1 fles P
)61 *noisullIyrraP.rG seirav dnr1 fles mP
)71 nocaeB elim1 lvl/nim1 fles E
)81 IIIegamIrorriM retsac lvl/nim1 fles P
)91
)02 VytilibisivnI stegrat5 sruoh42 '01 P
)52 *eurTnoisullIkcattA tegrat1 dnr1 '01 mP
)03 *eurTnoisullIyrraP seirav dnr1 fles mP
)05 VegamIrorriM retsac lvl/nim1 fles P
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Combat wayS

1. Snap Attack — This spell allows the caster to make a special 
attack that uses only 60% of the character’s activity, but with 
the character’s full OB. 

2. Split Parry II — Caster may divide his parry between up to two 
melee attackers with no penalty.

3. Moving Strike I — Caster may move up to 30% normal 
movement and attack without suffering a penalty to his OB.

4. Tumble Evasion I — Caster may attack and parry as normal 
and then perform a diving roll to a location up to 20’ away 
from his starting point. This maneuver is part of the attack and 
requires no extra percentage activity (or declared action).

5. Hammer Strike I — Casters next attack delivers 1.5x 
concussion hits.

6. Survival Instinct I — Caster may parry with 125% of his OB; 
however, the caster may not attack while using 
this parry.

7. Bleeding Strike I — If the casters next attack 
inflicts a critical, it will cause 1 hit per round of 
bleeding in addition to all other critical results. 
This spell will have no effect on creatures that are 
normally immune to bleeding wounds (golems, 
constructs, undead, etc.).

8. Split Parry III — As Split Parry II, except 
caster may divide his parry between up to three 
attackers.

9. Shatter Strike I — If the target of the casters next 
melee attack parries with a weapon or shield, 
it must immediately make a breakage check 
modified by -20.

10. Split Attack II — Caster can divide his melee 
OB in any proportion he desires and attack two 
separate targets with no penalty as long as both 
are within normal melee range and neither of the 
targets is positioned to the caster’s rear.

11. Stunning Strike — If the casters next attack inflicts a critical, 
it will cause 1 round of stun in addition to all other critical 
results. This spell has no effect on creatures that are normally 
immune to stun.

12. Tumble Evasion II — As Tumble Evasion I, except caster may 
end up in a location 50’ away.

13. Moving Strike II — As Moving Strike I, except caster may 
move up to 70% normal movement.

14. Hammer Strike II — As Hammer Strike I, except delivers 
double concussion hits.

15. Survival Instinct II — As Survival Instinct I, except caster 
may parry with 150% of his normal OB.

16. Bleeding Strike II — As Bleeding Strike I, except 2 hits/rnd 
are caused in addition to all other critical results.

17. Riposte — If the caster parries a melee attack using his full 
OB, and the melee attack does not inflict any damage, he may 
attack back in the same round with 50% of his normal OB 
immediately following the opponent’s attack. 

18. Shatter Strike II — As Shatter Strike I, except the weapon or 
shield must make the breakage check modified by -50.

20. Split Parry IV — As Split Parry II, except caster may divide 
his parry between up to four attackers.

30. Split Attack III — As Split Attack II, except caster can attack 
up to three separate targets as long as all three are within 
normal melee range and none of the foes is to the caster’s rear.

50. Warrior True — Caster may utilize any one of the lower level 
spells on this list once per round.

Note 1: Almost every spell on this list is instantaneous. 
Depending upon the options used regarding 
instantaneous spells, the attacks/actions allowed by the 
spells could occur in either the same round or in the 
round after the spell is cast. If they are allowed to happen 
in the same round, there is no “recovery time” once the 
spell is cast, the spell’s actions takes its place.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *kcattApanS retsac dnr1 fles U
)2 *IIyrraPtilpS retsac dnr1 fles U
)3 *IekirtSgnivoM retsac dnr1 fles U
)4 *noisavEelbmuT retsac dnr1 fles U
)5 *IekirtSremmaH retsac dnr1 fles U
)6 *ItcnitsnIlavivruS retsac dnr1 fles U
)7 *IekirtSgnideelB retsac dnr1 fles U
)8 *IIIyrraPtilpS retsac dnr1 fles U
)9 *ekirtSrettahS retsac dnr1 fles U
)01 *IIkcattAtilpS retsac dnr1 fles U
)11 *ekirtSgninnutS retsac dnr1 fles U
)21 *IInoisavEelbmuT retsac dnr1 fles U
)31 *IIekirtSgnivoM retsac dnr1 fles U
)41 *IIekirtSremmaH retsac dnr1 fles U
)51 *IItcnitsnIlavivruS retsac dnr1 fles U
)61 *IIekirtSgnideelB retsac dnr1 fles U
)71 *etsopiR retsac dnr1 fles U
)81 *IIekirtSrettahS retsac dnr1 fles U
)91
)02 *VIyrraPtilpS retsac dnr1 fles U
)52
)03 *IIIkcattAtilpS retsac dnr1 fles U
)05 eurTroirraW retsac lvl/dnr1 fles U
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CommandIng wIll

1. Calm — Target will take no aggressive/offensive action, and will 
fight only if attacked. If the caster casts this spell at an already 
Calmed target, the target will fall asleep. 

2. Truth — Target must answer the next question the caster asks 
truthfully. This spell requires that the target understand the 
language in which the question was asked. He will respond 
using the same language.

3. Confusion — Target is incapable of making decisions or 
initiating action; he may continue to fight current foes or in 
self defense. 

4. Fascinate — Target believes that the caster is of the same 
alignment or outlook as himself, is influential, and is superior 
to himself in rank, power and/or efficiency. Target will usually 
seek to ingratiate himself to the caster.

5. Command — Target will obey a command of up to 5 words in 
length from the caster. Command cannot be completely alien 
to the target (e.g., suicide, blinding himself, etc) and the caster 
must speak a language the target can understand.

6. Forget — Target permanently forgets up to 1 min/lvl of specified 
memories as selected by caster. Memories older than 1 day give 
a special modification of +20 to the target’s RR and memories 
older than 1 week get a special +40 RR modification. Memories 
older than 1 month may not be forgotten through this spell.

7. Call of the Wild — Target domesticated animal reverts to a 
wild state for the duration of this spell.

8. Emote — Caster causes the target to experience any one 
specified emotion. Caster cannot dictate the direction or 
manner in which the target will choose to express this emotion. 
For example, caster can specify the emotion of love, but he 
cannot choose a person for the target to fall in love with, the 
target will just be very loving in general.

9. Inclination — The target likes or dislikes a person, place, or 
thing as specified by the caster. If the target has very strong 
feelings about the subject previously, the GM may indicate that 
the target receives a bonus or penalty to his resistance rolls.

10. Fear — Target flees in total fear from the caster (or a specified 
location) for 1 min per 5% failure. The target will not desire to 
return to the location or wish to face the caster for 1 day/5% failure.

11. Doubt — Target develops a very serious and troublesome 
doubt concerning a previously accepted fact, action, or idea.

12. Love/Hate — As Inclination, except the target experiences 
either devoted love or repulsive hatred towards a subject 
designated by caster (must be present at time of casting). For 
the duration the intensity of the emotion will be such that 
the target will have a difficult time focusing on anything else 
other than his love or hate. At the end of the duration, the 
target must make an additional resistance roll with a +20 RR 
modification or the effect will become permanent (to a lesser 
degree of intensity).

13. Vengeance — Target will seek to enact some vengeance against 
a person, place, or thing as specified by the caster. There must 
be in the target’s mind some concept of the subject having 
wronged the target for the spell to be effective. The exact form 
of the vengeance sought depends on the character of the target, 
and the severity of his RR failure.

14. Invoke — The caster may summon any extra planar creature 
(e.g., demon, elemental, etc) whose True name he knows 
(through use of the Creature Name spell). Each round there is a 
35% chance the specified creature hears his name and appears 
to the caster. This spell does not command the entity, though 
the caster may control the entity through the use of other spells 
on this list or through various influential skills.

15. Quarrels — All targets within the area of effect will become 
hostile and seek to attack the nearest opponent

16. Dismiss/Banish — Target extra planar creature (e.g. demon, 
elemental, etc) whose True name the caster knows (through the 
use of the Creature Name spell) is dismissed from the caster’s 
plane back to his home plane. Alternatively, the caster can 
attempt to banish the target from the caster’s plane for a period 
of 100 years/10% failure. The target receives a special +20 RR 
modification to any banish attempt and if the spell fails, the 
target will either attack the caster or flee. The attempt to banish 
the demon cancels any of the caster’s control spells of which 
the target is under the influence.

17. Shout of Panic — Targets flee in total panic from the caster.
18. Peace — Target is eased from the effects of mind disease, grief, 

lycanthropy, hate, etc for the duration of this spell.
19. Shout of Confusion — As Confusion, except affects all targets 

in radius.
20. Shout of Command — As Command, except affects all targets 

in radius.
25. Slumber — Target sleeps in a deep, unwakeable sleep without 

aging or deterioration until dispelled, a set condition is met 
(i.e. being kissed by a prince) or the duration ends.

30. Insanity — Target develops a permanent mental disorder. The 
caster can dictate the general type of disorder but the exact 
effects are up to the GM. For example, a caster can specify a 
manic/depressive disorder, while the GM determines whether 
the target is bi-polar, manic, depressive, etc.

50. Slave — Target becomes the caster’s unquestioning slave for 
the duration of this spell. The target may attempt a new RR at 
the end of each week to break the effect. The target will seek to 
ingratiate himself to his master and do all things in a manner 
to please his master and forward his master’s goals.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 mlaC tegrat1 lvl/nim1 '001 mF
)2 hturT tegrat1 noitseuq1 '01 mF
)3 noisufnoC tegrat1 liaf5/dnr1 '001 mF
)4 etanicsaF tegrat1 lvl/nim01 '05 mF
)5 dnammoC tegrat1 seirav '05 mF
)6 tegroF tegrat1 P '01 mF
)7 dliWehtfollaC tegrat1 liaf5/yad1 '05 mF
)8 etomE tegrat1 lvl/nim1 '001 mF
)9 noitanilcnI tegrat1 lvl/nim1 '001 mF
)01 raeF tegrat1 lvl/nim1 '001 mF
)11 tbuoD tegrat1 P '001 mF
)21 etaH/evoL tegrat1 liaf5/yad1 '001 mF
)31 ecnaegneV tegrat1 seirav '001 mF
)41 ekovnI tegrat1 seirav fles mF
)51 slerrauQ R'52 liaf5/dnr1 '52 mF
)61 hsinaB/ssimsiD tegrat1 seirav '05 mF
)71 cinaPfotuohS R'05 liaf5/dnr1 '001 mF
)81 ecaeP tegrat1 liaf01/yad1 hcuot mF
)91 noisufnoCfotuohS R'05 liaf5/dnr1 '001 mF
)02 dnammoCfotuohS R'05 seirav '001 mF
)52 rebmulS tegrat1 liaf5/yad1 '001 mF
)03 ytinasnI tegrat1 P '001 mF
)05 evalS tegrat1 liaf01/yad1 '05 mF
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ConCealment maStery

1. Shadow — Target and objects on his person appear to be a 
shadow; and thus are almost invisible in dark areas (e.g., in 
many situations this could be handled with a Stalking/Hiding 
bonus between 25 and 75).

2. Unseen III — Up to three objects (e.g., 1 garment, 1 naked 
body, and 1 weapon) are made invisible. The object(s) will 
remain invisible until 24 hours pass, or the object is struck by a 
violent blow (being hit by a weapon, falling, etc), or the object 
makes a violent move (i.e., an attack).

3. Conceal I — Target inanimate object takes on the visual 
appearance of a similar object. For example, a small red 
key may appear as a small blue spoon. The object cannot 
vary in dimensions by more than 100% of actual size in 
any given dimension. This is strictly a visual illusion (and 
can be detected as such).

4. Locate Object — This spell allows the caster to find any 
inanimate object. The caster must be able to uniquely describe 
the object.

5. Darkness — Creates an area of darkness up to 2’R/lvl about 
the point touched. The darkness is equal to the darkest night. If 
the point is on a mobile object or being, it will move with the 
object/ being. 

6. Secret I — Target inanimate object takes on the visual and 
tactile appearance of another object. For example, a crystal 
goblet might look and feel like a wooden mug. The object 
cannot vary in dimensions by more than 100% of actual 
size in any given dimension. This is an illusion (and can be 
detected as such).

7. Unseen V — As Unseen III, except affects up to five objects.
8. Displacement I — Target appears to be offset from where he 

actually is. All attacks have no effect 10% of the time. Each 
time a foe misses him, the chance of that foe missing again goes 
down by 5%.

9. Conceal III — As Conceal I, except affects up to three objects.
10. Unseen X — As Unseen III, except affects up to ten objects.
11. Displacement II — As Displacement I, except chance of 

missing is 20%.
12. Secret III — As Secret I, except affects up to three objects.
13. Unseen XV — As Unseen III, except affects up to fifteen objects.
15. Conceal V — As Conceal I, except affects up to five objects.
16. Lord Unseen — As Unseen III, except affects up to twenty objects.
17. Secret V — As Secret I, except affects up to five objects.
18. Displacement III — As Displacement I, except chance of 

missing is 30%.
20. Conceal X — As Conceal I, except affects up to ten objects.
25. Unseen True — As Unseen III, except affects up to one object 

for every level of the caster.
30. Secret X — As Secret I, except affects up to ten objects.
50. Concealment Mastery — As Conceal I, except affects a 

number of objects equal to the caster’s level.

Note 1: When using the Locate Object spell, the caster 
must provide an unambiguous description of the object 
being sought. This includes a minimum of: the item’s 
dimensions (within 10% of actual size) and at least two 
other identifying attributes (e.g., color weight, shape, 
texture, etc.). Often, it will take more than two other 
attributes to make the description “unique” (i.e., no other 
item within range can possibly match the description).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 wodahS retsac lvl/nim01 fles U
)2 IIIneesnU stegrat3 sruoh42 lvl/'01 P
)3 IlaecnoC tcejbo1 lvl/srh4 hcuot P
)4 tcejbOetacoL tcejbo1 --- lvl/'5 I
)5 ssenkraD lvl/R'2 lvl/nim01 '01 P
)6 IterceS tcejbo1 lvl/srh4 hcuot U
)7 VneesnU stegrat5 sruoh42 lvl/'01 P
)8 ItnemecalpsiD retsac lvl/nim1 fles P
)9 IIIlaecnoC stcejbo3 lvl/srh4 hcuot P
)01 XneesnU stegrat01 sruoh42 lvl/'01 P
)11 IItnemecalpsiD retsac lvl/nim1 fles P
)21 IIIterceS stcejbo3 lvl/srh4 hcuot U
)31 VXneesnU stegrat51 sruoh42 lvl/'01 P
)41
)51 VlaecnoC stcejbo5 lvl/srh4 hcuot P
)61 neesnUdroL stegrat02 sruoh42 lvl/'01 P
)71 VterceS stcejbo5 lvl/srh4 hcuot U
)81 IIItnemecalpsiD retsac lvl/nim1 fles P
)91
)02 XlaecnoC stcejbo01 lvl/srh4 hcuot P
)52 eurTneesnU lvl/tegrat1 sruoh42 lvl/'01 P
)03 XterceS stcejbo01 lvl/srh4 hcuot U
)05 yretsaMtnemlaecnoC lvl/tcejbo1 lvl/srh4 hcuot P
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dark law

1. Shade — Shadows deepen around the target, granting a 
+25 to Stalking and Hiding in areas where moderate to 
heavy shadows are present.

2. Darkness — Creates a 10’ radius area of darkness around the 
point touched. If the point is mobile, then so is the darkness. 
This is as dark as the deepest night. If cast upon a target, the 
target gets a RR, if the RR is successful, the darkness is centered 
upon the point where the target is and will not move with him. 
If the RR fails, then the darkness is on the target and will follow 
them until it is dispelled or the duration ends.

3. Dark Bolt — Caster shoots bolt of concentrated from the palm 
of his hand. The results are determined on the Shock Bolt table, 
using Cold criticals.

4. Darkvision — The target is able to see in all darks (even 
magical) as if in broad daylight out to a range of 50’. 

5. Shadow Forms — Caster can create either the visual illusion of 
shadow figures, or real shadows (up to 1 per level); the shadow 
figures will move when the caster concentrates. The shadows 
cannot interact with the environment. When the caster is not 
concentrating, the shadow remains motionless.

6. Dark Cloud — Creates a 5’ radius of billowing darkness that 
will deliver a “C” Cold critical on the first and second rounds, a 
“B” critical on the third and fourth rounds, and an “A” critical 
on the fifth and sixth rounds. It drifts with the wind and will 
affect all within its radius (no RR). It takes one round for 
the cloud to form, so anybody within the radius may make 
a maneuver to get out before taking a critical, however, once 
formed, anybody within the radius will take the critical as 
indicated (but no more than one critical per round).

7. Dark Construct — Caster creates a simple object (i.e. a sword 
is okay, a bow or crossbow is not) or objects out of solidified 
darkness. This object will perform as would the normal object 
for the duration. The object(s) may not be more than 6 cubic 
inches per level of the caster and there may not be more than 1 
object for every 5 levels that the caster has.

8. Dark Bolt III — As Dark Bolt, except for range.
9. Darkness X — As Darkness, except for radius.
10. Darkfire Bolt — As Dark Bolt, except that the Lightning 

Bolt Table is used for resolution. Primary critical is Cold, and 
secondary critical is Electrical.

11. Darkvision True — As Darkvision, except that the character 
can see out to a range of 100’.

12. Abyssal Cloud — As Dark Cloud, except that it delivers 
an “E” critical on the first and second rounds, a “D” critical 
on the third and fourth rounds, and a “C” critical on the 
fifth and sixth rounds.

13. Dark Cloud II — As Dark Cloud, except for radius.
14. Dark Forms — As Shadow Forms, except that the caster does 

not need to concentrate to make it move. The shadow will 
continue its last action(s) until given another. It takes only a 
moment’s concentration (20% activity per shadow) to change 
what a specific shadow is doing.

15. Dark Bolt V — As Dark Bolt, except for range.
16. Utterdark — As Darkness, except that it has a radius of 100’ 

and it extinguishes all magical light within the radius, and no 
magical light may be created for the duration (Utterlight can 
dispel this spell if it fails a RR).

17. Darkfire Bolt III — As Darkfire Bolt, except for range.
18. Abyssal Cloud II — As Abyssal Cloud, except for radius.
19. Dark Cloud True — As Dark Cloud, except for radius and range.
20. Darkfire Bolt V — As Darkfire Bolt, except for range.
25. Dark Forms True — As Dark Forms, except for duration and 

that it only requires 10% activity per shadow to redirect its actions.
30. Darkfire Bolt True — As Darkfire Bolt, except that the attack 

may make as many turns as possible, even going through 
openings as small as 6” in radius in order to reach its target. 
The caster’s OB is halved when using this spell. And the target 
gains no benefits (i.e. no DB) from cover, position, shield or 
other things that do not provide all around coverage.

50. Dark Mastery — Caster may freely use any lower level spell 
from this list each round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 edahS tegrat1 lvl/nim01 hcuot U
)2 ssenkraD R'01 lvl/nim01 hcuot E
)3 tloBkraD tegrat1 -- '001 dE
)4 noisivkraD tegrat1 lvl/nim01 hcuot U
)5 smroFwodahS seirav )C(lvl/nim1 '001 P
)6 duolCkraD R'5 sdnr6 '05 E
)7 tcurtsnoCkraD seirav lvl/nim1 hcuot F
)8 IIItloBkraD tegrat1 -- '003 dE
)9 XssenkraD R'001 lvl/nim01 hcuot E
)01 tloBerifkraD tegrat1 -- '001 dE
)11 eurTnoisivkraD tegrat1 lvl/nim01 hcuot U
)21 duolClassybA R'5 sdnr01 '05 E
)31 IIduolCkraD R'01 sdnr6 '05 E
)41 smroFkraD seirav lvl/nim1 '001 P
)51 VtloBkraD tegrat1 -- '005 dE
)61 kradrettU R'001 lvl/nim1 hcuot dE
)71 IIItloBerifkraD tegrat1 -- '003 dE
)81 IIduolClassybA R'01 sdnr01 '001 E
)91 eurTduolCkraD R'02 sdnr6 '001 E
)02 VtloBerifkraD tegrat1 -- '005 dE
)52 eurTsmroFkraD seirav lvl/nim01 '001 P
)03 eurTtloBerifkraD tegrat1 -- '003 dE
)05 yretsaMkraD fles lvl/dnr1 fles F
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earth wayS

1. Stone Lore — Gives details of where, when, and how the 
examined stone was worked.

2. Earth Fingers — Tentacles of earth and stone shoot up from 
the ground to make a +0 Large Grapple attack against all foes 
within the radius.

3. Stone Bolt — Caster shoots forth a shard of stone from the 
palm of his hand. It is resolved on the Shock Bolt attack table, 
with Puncture criticals.

4. Earth Skin — Caster’s skin become tougher and more resilient. 
It is the equivalent of Soft Leather (AT 6) for the duration. 

5. Corridor — Caster creates a passage that is 3’ x 6’ x 1’ per level 
of the caster.

6. Stone/Earth (R) — Allows the caster to transform 100 cu’ of 
stone to packed earth or packed earth to stone.

7. Stone Bolt II — As Stone Bolt, except that it uses the Water 
Bolt table.

8. Earth Fingers II — As Earth Fingers, except that the caster’s 
Grapple attack has +5 OB for each level that they caster has.

9. Stone Skin — As Earth Skin, except that the caster is protected 
as if his skin were Reinforced Leather (AT 8).

10. Rock Swarm — Caster creates a small cluster of rocks and 
stones that shoot forth from his hands, exploding when it 
reaches the target. Results are determined on the Fire Ball table, 
using Impact criticals.

11. Stone Bolt III — As Stone Bolt, except that it uses the Ice 
Bolt table.

12. Earth/Mud (R) — Allows the caster to transform 100 cu’ of 
packed earth to soft mud or soft mud to packed earth.

13. Unearth — Disintegrates 100 cu’ of earth.
14. Metal Skin — As Earth Skin, except that the caster is protected 

as if his skin were Chain (AT 15).
15. Stone Bolt IV — As Stone Bolt, except that it uses the Fire 

Bolt table.

16. Stone/Mud (R) — Allows the caster to transform 100 cu’ of 
stone to soft mud or soft mud to stone.

17. Tunnel — As Corridor, except for the duration and the height 
and width dimensions may be any size up to 1’ per level of the 
caster, and the length may be up to 10’ per level of the caster.

18. Unstone — Disintegrates 100 cu’ of stone.
19. Metal Skin True — As Earth Skin, except that the caster is 

protected as if his skin were Chain (AT 20).
20. Stone Bolt V — As Stone Bolt, except that it uses the 

Lightning Bolt table.
25. Tunnel True — As Tunnel, except that the duration is 

permanent and the length is up to 50’ per level of the caster.
30. Stone Bolt True — As Stone Bolt V, except that the attack may 

make as many turns as possible, even going through openings 
as small as 6” in radius in order to reach its target. The caster’s 
OB is halved when using this spell. And the target gains no 
benefits (i.e. no DB) from cover, position, shield or other things 
that do not provide all around coverage.

50. Earth Mastery — Caster may freely use any lower level spell 
from this list each round.

Note: “R” means that the spell is reversible and may be 
used to transform material in either direction.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 eroLenotS enots1 -- hcuot I
)2 sregniFhtraE R'5 lvl/dnr1 '05 E
)3 tloBenotS tegrat1 -- lvl/'01 dE
)4 nikShtraE fles lvl/nim01 fles U
)5 rodirroC sirav lvl/dnr1 hcuot U
)6 )R(htraE/enotS 'uc001 P '001 F
)7 IItloBenotS tegrat1 -- lvl/'01 dE
)8 IIsregniFhtraE R'01 lvl/dnr1 '05 E
)9 nikSenotS fles lvl/nim01 fles U
)01 mrawSkcoR R'5 -- '001 E
)11 IIItloBenotS tegrat1 -- lvl/'01 dE
)21 )R(duM/htraE 'uc001 P '001 F
)31 htraenU 'uc001 P '001 F
)41 nikSlateM fles lvl/nim01 fles U
)51 VItloBenotS tegrat1 -- lvl/'01 dE
)61 )R(duM/enotS 'uc001 P '001 F
)71 lennuT sirav lvl/nim01 hcuot U
)81 enotsnU 'uc001 P '001 F
)91 eurTnikSlateM fles lvl/nim01 fles U
)02 VtloBenotS tegrat1 -- lvl/'01 dE
)52 eurTlennuT sirav P hcuot U
)03 eurTtloBenotS tegrat1 -- lvl/'01 dE
)05 yretsaMhtraE fles lvl/dnr1 fles F
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glyphS

1. Research Glyph — Allows caster to know the origins and 
parameters of a glyph. This is the only way for the caster to 
learn any special glyphs.

2. Glyph I — Allows caster to ‘trace’ a glowing visible glyph on an 
in-flux medium that can be triggered by one of the following 
(decided by the caster at the time of casting): a) specified time has 
passed, b) specified movements within 20’, c) specified sounds 
within 20’, or d) touch. Power Points for both spell and glyph must 
be expended, but only casting time for the glyph is used. A glyph 
can be a first level spell or a special glyph that has been researched.

3. Decipher Glyph — Allows caster to decipher a glyph (it takes 1 
round per level of the glyph) and know exactly what it does without 
setting it off (presuming it hasn’t already been set off). It takes 
one round per level of the glyph to decipher the glyph. Nothing is 
learned if this spell expires prior to completion of deciphering.

4. Glyph II — As Glyph I, except a second level glyph 
can be traced.

5. Waiting Glyph II — Extends the duration of a Glyph I 
or Glyph II.

6. Glyph III — As Glyph I, except a 3rd level glyph can 
be traced.

7. Unglyph III — Allows caster to erase a glyph of up to 
third level. This will not set off the glyph in question 
(unless the specified activation for the glyph were when 
the glyph is erased).

8. Glyph IV — As Glyph I, except a fourth level glyph 
can be traced.

9. Waiting Glyph IV — As Waiting Glyph II, except it 
applies to glyphs up to fourth level.

10. Glyph V — As Glyph I, except a fifth level glyph can 
be traced.

11. Multi-Glyph II — Allows caster to place two spells 
into the same glyph. The glyph spell only needs to be 
cast once (but it must be cast within one minute of 
the completion of this spell).

12. Glyph VI — As Glyph I, except a sixth level glyph can be traced.
13. Unglyph VI — As Unglyph III, except that up to sixth level 

glyphs can be affected.
14. Glyph VII — As Glyph I, except a seventh level glyph can be traced.
15. Waiting Glyph VII — As Waiting Glyph II, except that up to a 

seventh level glyph has its duration extended.
16. Glyph VIII — As Glyph I, except an eighth level glyph can 

be traced.
17. Multi-Glyph III — As Multi-Glyph II, except that three spells 

may be placed in the same glyph.
18. Glyph IX — As Glyph I, except a ninth level glyph can be traced.
19. Glyph X — As Glyph I, except a tenth level glyph can be traced.
20. Waiting Glyph X — As Waiting Glyph II, except that up to a 

tenth level glyph can be delayed.
25. Unglyph X — As Unglyph III, except that up to tenth level 

glyphs can be affected.
30. Lord Glyph — As Glyph I, except that up to a twentieth level 

glyph can be traced.
50. Lord Unglyph — As Unglyph III, except that up to twentieth 

level glyphs can be erased without discharging them.

Note 1: Glyphs are “runes” that are ‘traced’ on an in-flux 
background (air, water, etc.) instead of rune paper. First the 
glyph spell must be cast and then the spell to be ‘traced’ must 
be cast. At this point the glyph is set, and its effects start when 
it is triggered (see the specific glyph spells). If the glyph is not 
triggered before the duration of the glyph spell expires, the 
glyph fades without activating. Glyphs can be either normal 
spells or specially researched glyphs.

Note 2:  The caster must have a number or ranks in the 
Lore: Magical (Glyphs) equal to the level of the spell he 
wishes to cast from this list.

Note 3:  Special Glyphs - See the small table of “special 
glyphs”. These are not automatically learned when a 
character learns the Glyph Law list. They must be sought 
out from other sources (libraries, universities, mentors, 
etc.). The GM should decide whether or not these are 
appropriate for his campaign. He should feel free to alter, 
replace, add, or delete glyphs from this list.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 hpylGhcraeseR seiraV sruoh8 fles I
)2 IhpylG R'01 lvl/nim01 hcuot F
)3 hpylGrehpiceD hpylg1 lvl/dnr1 fles I
)4 IIhpylG R'01 lvl/nim01 hcuot F
)5 IIhpylGgnitiaW R'01 lvl/yad1 hcuot F
)6 IIIhpylG R'01 lvl/nim01 hcuot F
)7 IIIhpylgnU hpylg1 P '001 F
)8 VIhpylG R'01 lvl/nim01 hcuot F
)9 VIhpylGgnitiaW R'01 lvl/yad1 hcuot F
)01 VhpylG R'01 lvl/nim01 hcuot F
)11 IIhpylG-itluM R'01 lvl/nim01 hcuot F
)21 IVhpylG R'01 lvl/nim01 hcuot F
)31 IVhpylgnU hpylg1 P '001 F
)41 IIVhpylG R'01 lvl/nim01 hcuot F
)51 IIVhpylGgnitiaW R'01 lvl/yad1 hcuot F
)61 IIVhpylG R'01 lvl/nim01 hcuot F
)71 IIIhpylG-itluM R'01 lvl/nim01 hcuot F
)81 XIhpylG R'01 lvl/nim01 hcuot F
)91 XhpylG R'01 lvl/nim01 hcuot F
)02 XhpylGgnitiaW R'01 lvl/yad1 hcuot F
)52 XhpylgnU hpylg1 P '001 F
)03 hpylGdroL R'01 lvl/nim01 hcuot F
)05 hpylgnUdroL hpylg1 P '001 F

SPECIAL GLYPHS

lvL tceffE-hpylG
1 -thgiL .aeraR'01asetanimullI

2 -peelS .peelslarutanaotnillafottegratelgnisasesuaC

3 -kraD .thgintsekradehtsakradsassenkradlacigamfoaeraR'01asetaerC

4 -nutS .eruliaf%01/dnr1rofdennutsebottegratelgnisasesuaC

5 -llihC .lacitircdloc’B‘aekatottegratelgnisasesuaC

6 -deelB .eruliaf%01repdnr/tih1gnideelbnigebottegratelgnisasesuaC

7 -ssensuoicsnocnU .suoicsnocnullafottegratelgnisasesuaC

8 -niaP .stihnoissucnocgniniamerstifoflahesolottegratelgnisasesuaC

9 -ssenkaeW .eruliaf%01/nim1rofBOlamronstifoflahesolottegratelgnisasesuaC

01 -knirhS .eruliaf%01/nim1rofezislamronflahotknirhsottegratelgnisasesuaC

11 -malS .lacitirctcapmi’C‘aekatottegratelgnisasesuaC

21 -raeF .eruliaf%01/nim1rofeelfdnanrutottegratelgnisasesuaC

31 -dnammoC .gnitsacehtfoemitehttaretsacybtesdnammocayeboottegratelgnisasesuaC

41 -etuM .eruliaf%01/nim1rofkaepsotelbanuebottegratelgnisasesuaC

51 -taeH .lacitirctaeh’D‘aekatottegratelgnisasesuaC

61 -ynogA .snoitcallaot52-anignitluser,ynoganiebottegratelgnisasesuaC

71 -niarD .stnioPrewoPgniniamerstifoflahesolottegratelgnisasesuaC

81 -eugitaF .stihnoissucnoc01D1otdecuderebottegratelgnisasesuaC

91 -ssendnilB .eruliaf%01/nim1rof)srevuenamllaot09-(dednilbebottegratelgnisasesuaC

02 -htaeD .gnisoohcs’retsacehtfolacitirc’E‘naekatottegratelgnisasesuaC



35

InfluenCeS

1. Sleep III — Causes target(s) to fall into a natural sleep. 
This spell can affect a number of targets whose levels total 
up to 3. The caster must be able to see all targets. At the 
time of casting, the caster should designate target priority 
(i.e., affect target A; if levels are left, affect target B; etc.). 
The first 2 rounds of sleep is magical (the target cannot be 
awakened through normal means).

2. Charm Animals — Target animal(s) will believe the caster is a 
good friend.

3. Charm Kind — Target humanoid believes the caster is a good friend.
4. Sleep V — As Sleep III, except affects a total of 5 levels.
5. Suggestion — Target will follow a single suggested act that is 

not completely alien to him (e.g., no suicide suggestions, no 
blinding himself suggestions, etc.).

6. Telepathy I — Caster can read the surface thoughts of the target.
7. Sleep VII — As Sleep III, except affects a total of 7 levels.
8. Hold Kind — Target humanoid is held to 25% activity.
9. Greater Charm Kind — As Charm Kind, except will affect one 

target for every five levels (or fraction thereof) of the caster.
10. Sleep X — As Sleep III, except affects a total of 10 levels.
11. Greater Suggestion — As Suggestion, except will affect one 

target for every five levels (or fraction thereof) of the caster.
12. Master of Kind — Target humanoid must obey caster. 

However, he will not perform any act that is completely alien to 
him (e.g., no suicide orders, no blinding orders, etc.).

13. Sleep XII — As Sleep III, except affects a total of 12 levels.
14. Greater Hold Kind — As Hold Kind, except will affect one 

target for every five levels (or fraction thereof) of the caster.
15. Telepathy II — As Telepathy I, except for range.
16. Sleep XV — As Sleep III, except affects a total of 15 levels.
18. Greater Master of Kind — As Master of Kind, except will 

affect one target for every five levels (or fraction thereof) 
of the caster.

19. Quest — Target is given one task. Failure results in a penalty 
determined by the GM (task must be within the capabilities 
of the target). If the target ignores the quest, he will suffer the 
same effects as for failure.

20. Lord Sleep — As Sleep III, except affects a total of 20 levels.
25. Sleep True — As Sleep III, except affects a total number of 

levels equal to the caster’s level.
30. Telepathy True — As Telepathy I, except for range.
50. Quest True — As Quest, except failure is punished by the target 

suffering five ‘E’ criticals (choose which critical types randomly).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IIIpeelS seirav --- '001 mF
)2 slaminAmrahC lvl/lamina1 ruoh1 '001 mF
)3 dniKmrahC tegrat1 lvl/rh1 '001 mF
)4 VpeelS seirav --- '001 mF
)5 noitsegguS tegrat1 seirav '001 mF
)6 IyhtapeleT tegrat1 )C(lvl/dnr1 lvl/'2 mF
)7 IIVpeelS seirav --- '001 mF
)8 dniKdloH tegrat1 C '001 mF
)9 dniKmrahCretaerG lvl5/tegrat1 lvl/rh1 '001 mF
)01 XpeelS seirav --- '001 mF
)11 noitsegguSretaerG lvl5/tegrat1 lvl/rh1 '001 mF
)21 dniKforetsaM tegrat1 lvl/nim01 '05 mF
)31 IIXpeelS seirav --- '001 mF
)41 dniKdloHretaerG lvl5/tegrat1 C '001 mF
)51 IIyhtapeleT tegrat1 )C(lvl/dnr1 lvl/'5 mF
)61 VXpeelS seirav --- '001 mF
)71 mF
)81 dniKforetsaM.rG lvl5/tegrat1 lvl/nim01 '05 mF
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InSCrIptIonS

1. Observation Sign — Caster inscribes an Observation Sign. The 
sign is a point of reference and perception for the Signwatch 
and Transport Sign spells on this list. The caster may never 
have more than one half of his level (round up) in Observation 
Signs at any one time. The caster may cancel any previously 
inscribed Observation Sign by concentrating for a round and 
touching the sign.

2. Rune II — This spell inscribes a spell on a specially prepared 
piece of paper. The rune can then be used to cast the inscribed 
spell once. The spell to be inscribed must be cast within one 
minute after this spell is cast. Rune II can inscribe 1st or 2nd 
level spells. The rune can be set to affect the reader.

3. Sign of Pain — [RR Mod: -20] A Sign can be inscribed on any 
“non-mobile” surface and affects the triggering being. A Sign 
can be triggered by one of the following (decided by caster at 
the time of casting): a) specified time has passed, b) specified 
movements within 20’, c) specified sounds within 20’, d) touch, 
or e) reading. The Sign is cancelled when a target fails a RR 
against it. Sign of Pain causes the target to take 25% of his 
remaining concussion hits. The duration of this effect is 10 
minutes per 5 RR failure. These lost hits will be regained when 
the duration of this spell expires.

4. Rune III — As Rune II, except caster may inscribe up to 3rd 
level spells.

5. Sign of Weakness — [RR Mod: -20] As Sign of Pain, except 
target feels weak and drained. This results in a special 
modification of -20 to all maneuvers and attacks for 10 
minutes per 5 RR failure.

6. Inscription Analysis — The caster may determine what spell is 
inscribed within a rune or sign. This spell has a 1% chance per 
level of the inscribed spell of setting off the inscribed spell. The 
caster also learns if the rune or sign is set to affect a reader or not.

7. Rune V — As Rune II, except caster may inscribe up to 5th 
level spells.

8. Sign of Shock — [RR Mod: -20] As Sign of Pain except target is in 
a state of shock for 10 minutes per 5% failure (treat shock victims 
as if they are stunned except they never pass out due to this shock).

9. Rune VI — As Rune II, except caster may inscribe up to 6th 
level spells.

10. Sign of Fear — [RR Mod: -20] As Sign of Pain except target 
will flee the place of the sign. The target may not return for 10 
minutes per 5 RR failure.

11. Rune VII — As Rune II, except caster may inscribe up to 7th 
level spells.

12. Sign of Transport — As Sign of Pain except target is 
teleported to one of the caster’s designated Observation Signs. 
The designated Observation Sign may not be more than 1 mile 
per level of the caster (at the time of inscribing this spell) away 
from the Sign of Transport or else the attempt to inscribe this 
Sign automatically fails.

13. Rune VIII — As Rune II, except caster may inscribe up to 8th 
level spells.

14. Signwatch — Caster’s may see and hear as if he were at any 
one of his Observation Signs within range of this spell. The 
caster’s vision may rotate around the point of the Observation 
Sign (except that he will not be able to see through the surface 
the Sign is inscribed on if it is opaque).

15. Rune X — As Rune II, except caster may inscribe up to 10th 
level spells.

16. Sign of Torment — [RR Mod: -20] As Sign of Pain except 
target takes 90% of his remaining hits.

17. Inscription Analysis True — Caster may examine any one 
sign or rune. If the caster has ever analyzed a rune by the 
creator of this rune or sign, he will recognize the creator and 
the age of the rune or symbol. If the caster has not analyzed the 
creator’s work, he will learn the profession of the creator, the 
creator’s level, and the age of the rune or symbol. This spell has 
a 1% chance per level of the inscribed spell of setting off the 
inscribed spell.

18. Rune XV — As Rune II, except caster may inscribe up to 15th 
level spells.

19. Sign of Blinding — [RR Mod: -20] As Sign of Pain except 
target is blinded for 1 hour per 5% RR failure.

20. Lord Rune—As Rune II, except caster may inscribe up to 20th 
level spells.

25. Signwatch True — As Signwatch, except for the range.
30. Sign True — Caster may inscribe any lower level Sign on this 

list. If the inscribed Sign is 10th level or below, the Sign will be 
permanent and can be set off once a round. If the Sign is of a 
higher level, it can affect a number of targets equal to the level 
of the caster before being cancelled.

50. Rune of Power — Caster may store a number of Power Points 
within a sheet of rune paper equal to the level of this spell. The 
Power Points stored are considered to be of the same realm as 
the caster and they may not be multiplied in any way when the 
rune is eventually activated. 
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mageStaff

1. Minor Magestaff — Caster creates a staff from suitable 
material. This staff grants a +5 to OB when using to OB and 
to all spell casting. This bonus to spell casting does not apply 
when casting other magestaff spells that increase the power of 
the magestaff.

2. Magelight — Tip of the staff glows, illuminating a maximum 
radius of up to 50’. The caster may adjust the brightness of the 
light from full to none with a round of concentration.

3. Magebolt — Caster fires a bolt of luminescent force from the 
tip of the staff. This is treated as a Shock Bolt to determine what 
table to use, and it does Impact criticals. The caster may learn a 
Directed Spell skill for use with the Magebolt spells on this list.

4. Magestaff Alarm — The caster may attune his staff to a simple 
set of conditions, and if those conditions occur, the staff will 
make sounds alerting the caster. The sounds will increase in 
volume until the caster grasps the staff. 

5. Froststaff — For the duration of this spell, the staff will do 
Cold criticals of one less severity than normal for any attacks 
made with the staff (melee or magebolt).

6. Lesser Magestaff — Increases the enchantment of a Minor 
Magestaff to +10 to OB and spell casting.

7. Magebolt II — As Magebolt, except that it uses the Water Bolt 
table when making attacks.

8. Resize Staff — This spell allows the caster to alter the size of the 
magestaff to that of a rod or wand. The staff will remain this 
size until this spell is canceled, which requires concentration 
using 100% activity for 1 round. While the staff is at the 
smaller size, it will retain its inherent powers (+x to OB and 
spell casting), but no spells involving the staff may be cast (i.e. 
no Magebolt spells).

9. Flamestaff — As Froststaff, except the magestaff delivers Heat 
criticals instead of Cold criticals.

10. Hammerstaff — For the duration, the staff delivers double the 
indicated hits (hits from criticals not affected).

11. Greater Magestaff — As Lesser Magestaff, except the bonus is 
increased to +15.

12. Magebolt III — As Magebolt, except that it uses the Ice Bolt 
attack table.

13. Resize Staff II — As Resize Staff, except that the caster may 
cast spells of up to 10th level when the staff is in its smaller 
forms, and it only requires 50% activity to cancel the spell.

14. Thunderstaff — As Froststaff, except the magestaff delivers 
Electricity criticals instead of Cold criticals.

15. Guardian Magestaff  — When cast, this spell causes the staff 
to float and dance about, using the caster’s melee OB with the 
staff to parry incoming attacks, protecting the caster.

16. Major Magestaff — As Lesser Magestaff, except the bonus is 
increased to +20.

17. Magebolt IV — As Magebolt, except that it uses the Fire Bolt 
attack table.

18. Greater Hammerstaff — As Hammerstaff, except that it does 
3x the number of hits.

19. Resize Staff True — As Resize Staff, except that the caster 
may use any spell on this list on the staff when it is at a reduced 
size, and the caster may cancel the spell by spending 10% of his 
activity in concentration.

20. Magebolt True — As Magebolt, except that it uses the 
Lightning Bolt attack table.

25. Lord Magestaff — As Lesser Magestaff, except the bonus is 
increased to +25.

30. Lord Elemental Staff — For the duration of this spell, the 
caster may replace the normal critical that the staff delivers (via 
melee or magestaff) with an elemental critical (Cold, Heat, or 
Electricity) of equal severity. The caster may use a 10% activity 
action to change what elemental critical is being inflicted. The 
critical type may be changed no more than once per round, but 
it may be changed every round.

50. Magestaff True — As Lesser Magestaff, except the bonus is 
increased to +30.
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magIC defenSe

1. Detect Essence — Detects any active spell or item from the 
Essence realm. Caster can concentrate on a 5’R area each round.

2. Protection I — Subtracts 5 from elemental attack rolls against 
the target and adds 5 to all of the targets RRs versus spells.

3. Detect Mentalism — As Detect Essence, except realm is Mentalism.
4. Essence Protection — When the caster of this spell is a target 

of a spell from the ream of Essence, the “incoming” spell 
must first make an RR before the caster makes an RR. For RR 
purposes, each spell uses a level equal to its caster’s level. If the 
“incoming” spell passes the RR, it may target the caster of this 
spell normally; otherwise the incoming spell has no effect on 
this target. Essence Protection remains in effect until it’s caster 
has been the target of any 1 Essence spell. This spell has no 
affect against other spells that the caster casts upon himself.

5. Detect Channeling — As Detect Essence, except realm is 
Channeling.

6. Mentalism Protection — As Essence Protection, except affects 
spells from the realm of Mentalism.

7. Detect Invisible — As Detect Essence, except detects 
invisible things. All attacks against something so detected 
are modified by -50.

8. Channeling Protection — As Essence Protection, except affects 
spells from the realm of Channeling.

9. Protection Sphere II — As Protection I, except bonuses are 10 
and all beings within 10’R of target get the benefits.

10. Spell Detection I — Caster becomes aware moments before 
anyone within 10’ casts a non-instantaneous spell. This should 
allow enough time to cast any instantaneous spell. The caster 
is not informed who is casting the spell, only that somebody 
within the radius is casting.

11. Elemental Parry — Caster can use up to half of his 
normal OB with the weapon he has in his hands to parry an 
elemental bolt spell.

12. Detect Intangible — As Detect Invisible, except also detects 
things that are Astral, Ethereal, out of phase, etc.

13. Protection III — As Protection I, except bonuses are 15.
14. Detect Power — As Detect Essence, except detects active 

spells, magic items, or spell users of any realm.
15. Protection Sphere III — As Protection III, except has a 10’R 

as in Protection Sphere II.
16. Spell Detection II — As Spell Detection I, except it 

detects spells cast within a 20’R and the caster learns who 
is casting the spell.

17. Protection IV — As Protection I, except bonuses are 20.
18. Spell Parry — Caster can add up to half of his normal OB 

(with the weapon he has in his hands) to his RR versus any 
spell that targets him and of which he is aware.

19. Realm Protection Sphere — As Essence Protection, except 
that spells of any realm are affected and it has a 10’R.

20. Protection Sphere IV — As Protection IV, except has a 10’R as 
in Protection Sphere II.

25. Spell Detection III — As Spell Detection II, except it 
detects spells cast within a 30’R and the caster learns what 
realm they are casting.

30. Spell Detection IV — As Spell Detection III, except it 
detects spells cast within 50’R and the caster learns the 
exact spell they are casting.

50. Spell Bane — Caster may utilize any one of the lower level 
spells on this list each round.
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meChanISmS

1. Machine Lore — This spell analyzes one “machine,” giving the 
caster an idea of its purpose and operating procedures. This 
gives the caster a +20 when operating this particular machine. 
Anyone to whom he describes the analysis to can get a +10 
when operating the machine.

2. Tune — When this spell is cast upon a machine, the machine’s 
efficiency will return to its original level. For example, if cast 
upon a rusty lock, the lock will return to its original non-rusty 
operational level.

3. Jam I — This spell has a 50% chance of jamming the target 
mechanism (e.g., trap, lock, machine, etc.). If the target 
mechanism is jammed, there is only a 5% chance that the 
target mechanism operates normally when used/triggered 
normally (check separately each time the mechanism is 
used). For example, if this spell is cast upon a pressure plate 
in the floor (that will drop a portcullis when someone steps 
upon it), there is a 5% chance the mechanism will trigger 
each time someone walks over it.

4. Unlock I — This spell has a 30% chance of opening any non-
magical lock. If the lock is not unlocked, there is a 10% chance 
that any traps associated with it are set off. Rolls are open-
ended and the sophistication of the lock may modify the roll.

5. Untrap I — As Unlock I, except its chances concern 
disarming traps.

6. Operate I — As Unlock I, except this spell has a 30% chance of 
operating any non-magical machine in its normal capacity for 
the duration of the spell. After the duration, the machine will 
operate normally. For example, if this spell were used to turn a 
wheel, the wheel would spin for the duration of the spell, then 
slowly spin to a stop.

7. Detect Active Power — For the duration of this spell, the caster 
will be aware when any active magic is in the area of effect. The 
caster will not know what the magic is or where it is; only that 
it is in the area of effect. For example, a Dabbler with this spell 
active can move down a passageway. The moment he gets near 
magical symbols on a door, he will be warned of active magic 
in the area (and perhaps the spell casters in the party can set 
out to find the source).

8. Jam II — As Jam I, except has a 70% chance of jamming the 
trap (and only a 4% chance of setting it off).

9. Unlock II — As Unlock I, except has a 50% chance of opening 
the lock (and only an 8% chance of setting off associated traps).

10. Untrap II — As Untrap I, except has a 50% chance of disarming 
the trap (and only an 8% chance of setting off the trap).

11. Operate II — As Operate I, except has a 50% chance of 
operating the machine.

12. Jam III — As Jam I, except has a 90% chance of jamming the 
trap (and only a 3% chance of setting it off).

13. Unlock III — As Unlock I, except has a 70% chance of 
opening the lock (and only a 6% chance of setting off 
associated traps).

14. Untrap III — As Untrap I, except has a 70% chance of 
disarming the trap (and a 6% chance of setting off the trap).

15. Operate III — As Operate I, except has a 70% chance of 
operating the machine.

16. Jam III — As Jam I, except has a 100% chance of jamming the 
trap (and only a 2% chance of setting it off).

17. Unlock IV — As Unlock I, except has a 90% chance of opening 
the lock (and only (and a 4% chance of setting off the trap).

18. Untrap IV — As Untrap I, except has a 70% chance of 
disarming the trap (and a 4% chance of setting it off).

19. Operate IV — As Operate I, except has a 90% chance of 
operating the machine.

20. Jam True — As Jam III, except affects all traps in the area of affect.
25. Unlock True — As Unlock III, except affects all locks in the 

area of effect.
30. Untrap True — As Untrap III, except affects all traps in the 

area of effects.
50. Operate True — As Operate III, except affects all machines in 

the area of effects.

Note 1: For the purposes of spells on this list, a machine is 
any man-made device built to perform a specific function.

Note 2: All percentage chances given with spells on 
this list are modified by the sophistication of the 
trap, lock, or machine. 
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mIrageS

1. Light Mirage — Creates any simple immobile image or scene 
up to an area of 10’ R. The visual aspects of the scene are 
really created (no RR) and detecting that it is an illusion can 
normally be accomplished only through spells or the use of a 
sense other than sight.

2. Sound Mirage — Creates any simple immobile set of sounds in 
up to an area of 10’ R.

3. Strike I — Target is struck with the equivalent of a bare fist 
attack. This attack is invisible unless combined with the visual 
sense in an Illusion or Phantasm. The Directed Spell skill is 
used to develop skill in this attack. It does a Small attack on the 
Martial Arts Strikes attack table, and does Strikes criticals.

4. Smell/Taste Mirage — Fills the area with a set of immobile 
smells or with a set of tastes (i.e. anything eaten within the area 
has that taste). The sense aspects are really created (no RR) and 
detecting that it is an illusion can normally be accomplished 
only through spells or the use of the other senses. The caster 
has to decide which mirage to set when the spell is cast.

5. Feel Mirage — As Light Mirage, except that all the objects and 
surfaces in a 10’ R area can be made to feel differently than they 
really are. Striking an object or surface will cancel one “feel 
aspect” for that object or surface. This spell allows surfaces and 
objects to be struck 1 time for every 3 levels that the caster has.

6. Presence Mirage — Creates a false presence, for the purposes 
of magical detections, in the area of effect.

7. Light Glamour — One object (up to 10 lbs per level) has its 
visual appearance altered for the duration of the spell. Note 
that no other aspect of the object changes.

8. Sound Glamour — As Light Glamour, except that the spell 
changes the sound of an object is altered.

9.  Strike III — As Strike I, except for the range.

10. Feel/Taste/Smell Glamour — As Light Glamour, except that 
the caster can change the feel, smells, or taste of an object. The 
caster has to decide which to change at the time of casting.

11. Unpresence I — Target appears to have no presence to 
magical or mental detections.

12. Terrain Mirage I — The caster is able to change one aspect of 
the terrain within the area of effect in one way. The caster gets to 
designate in what manner the terrain is different. He could make 
smooth ground feel rocky, rocky ground feel smooth, make an 
open field look thickly forested, or make an open field sound like 
a rustling forest, he could make a forest smell like an ocean, etc.  

13. Mirage True — This spell combines the effects of a Light 
Mirage, a Sound Mirage, a Smell/Taste Mirage and a Feel 
Mirage into a single spell.

14. Strike V — As Strike I, except for the range.
15. Feel Mirage True — As Feel Mirage, except that it may be 

struck once for each level that the character has.
16. Terrain Mirage II — As Terrain Mirage, except that the caster 

may change one aspect of the terrain for every 5 levels that he 
has. Thus, if the caster is 16th level, he can change 3 aspects, if 
he were 20th level, he could change 4 aspects, etc.

17. Misfeel — For the purposes of magical or mental detections, 
the target appears to be of any race and profession of the caster’s 
choosing. The caster is also able to make the target appear to be 
up to 10 levels more or less powerful than they actually are.

18. Unpresence V — As Unpresence I, except for the number 
of targets.

19. Mass Glamour — As Light Glamour, Sound Glamour, or 
Feel/Taste/Smell Glamour, except for the number of targets. 
The caster must select which type of glamour he is using when 
this spell is cast.

20. Glamour — As Light Glamour, Sound Glamour, or Feel/
Taste/Smell Glamour, except that all three spell effects are 
applied at once.

25. Unpresence True — As Unpresence I, except for the number 
of targets.

30. Misfeel True — As Misfeel, except for the duration.
50. Glamour True — As Glamour, except for the duration.
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)41 VekirtS tegrat1 - '005 dP
)51 eurTegariMleeF R'01 lvl/nim01 '001 P
)61 IIegariMniarreT R'0001 lvl/yad1 '001 P
)71 leefsiM tegrat1 lvl/nim01 '01 P
)81 VecneserpnU stegrat5 lvl/nim01 '01 P
)91 ruomalGssaM lvl/tegrat1 lvl/yad1 '05 P
)02 ruomalG tegrat1 lvl/yad1 '05 P
)52 eurTecneserpnU lvl/tegrat1 lvl/nim01 '01 P
)03 eurTleefsiM tegrat1 lvl/ruoh1 '01 P
)05 eurTruomalG tegrat1 P '05 P
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movement maStery

1. Run — Allows caster to move at two time normal walking pace 
(i.e. Run pace). He only expends exhaustion points as if he 
were walking. Once he stops or performs some other action, 
the spell is canceled.

2. Longjump — The caster may jump (from any pace) up to 10’ 
plus 5’ per level of the caster horizontally, or 5’ plus 2’ per level 
of the caster vertically. This spell will allow the caster to always 
land safely from jumps of this distance or less.

3. Landing — Allows the caster to land safely in a fall up to 20’ 
per level of the caster; and the caster can take that distance off 
the severity of any longer fall.

4. Shadow Steps — Allows the caster to cloak all of his 
movements in complete silence, so long as he moves no faster 
than a walking pace.

5. Underwater Movement — The caster may move underwater as 
if he were on land.

6. Balance I — With this spell, the caster gets a +50 bonus to any 
movement maneuvers performed at a walking pace.

7. Spider’s Step — The caster can move (at half walking 
pace) along any solid surface angled up to 90°; so long as 
he keeps at least a 3-point contact with the surface (e.g., 
both feet and one hand).

8. Long Dive — Caster can safely dive through the air up to 
50’ per level if water deep enough is present (at least 2’ of 
water per 50’ dived).

9. Traceless Passing — Caster can move at a walking pace without 
leaving tracks or other visible signs of his passing.

10. Spider’s Step True — As Spider’s Step, except caster can move 
along any surface (including ceilings).

11. Float — This spell allows the caster to float upon the air. 
While floating, the caster is at the mercy of the prevailing winds 
and cannot control any aspect of his flight without access to 
some other motive force (i.e., pulling along a rope or wall, 
being towed, etc.).

12. Spider’s Walk — As Spider’s Step, except caster may move at 
a normal walking pace and he needs only to maintain a 2-point 
contact with the wall.

13. Balance II — As Balance I, except caster may move at two 
times normal walking pace (i.e., Run pace).

14. Shadow Landing — Caster will safely fall from any distance 
99% of the time and will land without making a sound.

15. Spider’s Run — As Spider’s Walk, except caster can move at 
two times normal walking pace (i.e., Run pace).

16. Glide I — Caster can glide like a bird. The product of caster’s 
altitude and horizontal speed cannot exceed 100’ per round. 
For example, a caster can glide along at a rate of 5’ per round if 
he were 20’ off the ground; or he could glide at the rate of 50’ 
per round is he were 2’ off of the ground. Note that the product 
must equal 100’ (i.e., the caster cannot choose to have a total 
less than or more than 100’).

18. Balance III — As Balance I, except caster can move at three 
times normal walking pace (i.e., Sprint pace).

20. Spider’s Walk True — As Spider’s Walk, except caster can 
move along any surface (including ceilings).

25. Windwalking — Allows the caster to walk on calm air; 
movement must be at a constant height (the caster may move 
vertically, but must do so under his own power - the spell 
provides no vertical movement capability).

30. Balance True — As Balance I, except caster can move at any pace.
50. Movement Mastery — Caster may use any lower level spell 

from this list once per round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *nuR retsac lvl/nim01 fles U
)2 *pmujgnoL retsac --- fles U
)3 *gnidnaL retsac --- fles U
)4 spetSwodahS retsac lvl/nim1 fles U
)5 tnemevoMretawrednU retsac lvl/nim01 fles U
)6 *IecnalaB retsac lvl/dnr1 fles U
)7 petSs'redipS retsac lvl/nim1 fles U
)8 eviDgnoL retsac --- fles U
)9 *gnissaPsselecarT retsac C fles U
)01 eurTpetSs'redipS retsac lvl/nim1 fles U
)11 *taolF retsac lvl/nim1 fles U
)21 klaWs'redipS retsac lvl/nim1 fles U
)31 *IIecnalaB retsac lvl/dnr1 fles U
)41 *gnidnaLwodahS retsac --- fles U
)51 nuRs'redipS retsac lvl/nim1 fles U
)61 IedilG retsac lvl/nim1 fles U
)71
)81 *IIIecnalaB retsac lvl/dnr1 fles U
)91
)02 eurTklaWs'redipS retsac lvl/nim1 fles U
)52 gniklawdniW retsac lvl/nim1 fles U
)03 *eurTecnalaB retsac lvl/dnr1 fles U
)05 *yretsaMtnemevoM retsac lvl/nim1 fles U



42

nomenClature maStery

1. Memorize I — Allows the caster to retain anything he reads or 
learns as if he had a photographic memory with total recall for 
the duration.

2. Text Analysis III — Caster can read text written in an unknown 
language. The caster reads as though he has rank 3 written 
in the language. This spell does not convey the sounds of the 
language, only knowledge of the content of the text.

3. Learn Language II — This spell cuts study time in half and 
allows a caster to develop one rank higher in a language than 
his teacher or book would normally allow.

4. Vocalize III — Causes any written text to be vocalized aloud 
in the language in which it is written. It will be heard in the 
caster’s voice. This spell will only read up to a rank 3 linguistic 
level. If the text is of a higher rank, any concepts beyond rank 3 
will be skipped, stuttered over, or incomprehensible. 

5. Organic Name — Caster learns the “True” name of target non-
living organic item. This organic item is at -25 to all RRs versus 
any spell this caster casts on it in the future. The caster can only 
have one True name per level known (this includes all True 
names, not just names gained from this spell).

6. Memorize II — As Memorize I, except for the duration.
7. Text Analysis V — As Text Analysis III, except a text can be 

read to Rank 5 of complexity.
8. Vocalize V — As Vocalize III, except the writing will be read at 

Rank 5 of complexity.
9. History — Caster learns the area of origin of target item, the race 

of the being who made it, and when it was made (within 100 
years). Also, determines if the item has any cultural or historical 
significance, but not exactly what those significances are.

10. Animal Name — As Organic Name, except caster learns the 
“True” name of target animal.

11. Learn Language III — As Learn Language II, except caster 
requires one third the time to learn a language and can learn 
up to two ranks higher in a language than his teacher or source 
book would normally allow.

12. Text Analysis VII — As Text Analysis III, except a text can be 
read to Rank 7 of complexity.

13. Vocalize VII — As Vocalize III, except the writing will be read 
at Rank 7 of complexity.

14. Inorganic Name — As Organic Name, except the caster learns 
the “True” name of a non-living inorganic item.

15. Disguise Name — Caster is able to disguise himself from any 
attempt to decipher his True name. Any Name spell that targets 
the caster while this spell is active must make an RR with a 
special modification of -20 or fail to provide the True name.

16. Text Analysis X — As Text Analysis III, except a text can be 
read to Rank 10 of complexity.

17. Vocalize X — As Vocalize III, except the writing will be read at 
Rank 10 of complexity.

18. Creature Name — As Organic Name, except caster learns the 
“True” name of any target creature. This spell is also used to 
determine the “True” name of a sentient being.

19. Learn Language IV — As Learn Language II, except the time 
required to study is one fourth normal and the caster can learn 
three ranks higher than normally allowed.

20. Cryptics — Caster is able to decipher any target code. The 
caster will be able to translate the code into the original 
language, but will not be able to decipher any meanings 
that are not a part of the code. For example, this spell could 
decipher the message, “The key is in Marty’s pocket,” but 
it could not identify who Marty was or where he might be 
located. Alternatively, the caster may cast this spell to encode 
a message. The encoded message will be nonsense to anyone 
other than the one target the caster designates at the casting 
of this spell. If the caster casts this spell on a message encoded 
with this spell, the target code may make an RR to resist 
decoding. This spell may only be cast once per coded message 
(until the caster gains a new rank in this spell list).

25. Restore Text True — Will restore any text to its original 
condition so long as at least half of it is present. This will repair 
any damage other than lost or completely destroyed pages. Any 
pages that are lost or destroyed will be replaced by a page that 
is a 75% correct replication of the original page.

30. Binding Name — Caster binds the target by its “True” name. 
The caster must know the target’s “True” name through the 
use of other spells on this list. The target now suffers a special 
modification of -35 to his RRs versus spells cast by this caster 
(this replaces the -25 from the spell that acquired the True 
name). The target must make “Hard” maneuver (modified 
by Self Discipline bonus) if he ever wishes to move further 
than 100’ away from the caster or if he wishes to attempt to 
harm the caster at any future point. If the target fails his RR, 
the target becomes incapable of action for 1 round per 1% RR 
failure. An “attempt to harm” is defined as any action that will 
knowingly cause any harm to the caster.

50. Change Name — Caster may alter his “True” name. Any such 
attempt requires a significant life changing dedication, event, 
or alteration to precede or coincide with the spell casting. If 
the GM does not deem the change to be significant enough to 
warrant a change of the caster’s “True” name, then he should 
cause the spell to automatically fail and roll on the failure 
chart three times, applying all three results simultaneously. If 
the Change Name is successful, then the caster is free of any 
Binding Names, or Name spells previously cast on him.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IeziromeM retsac lvl/keew1 fles U
)2 IIIsisylanAtxeT retsac C fles I
)3 IIegaugnaLnraeL retsac C fles U
)4 IIIezilacoV gnitirw1 )C(lvl/nim01 hcuot U
)5 emaNcinagrO cinagro1 seirav '05 I
)6 IIeziromeM retsac lvl/htnom1 fles U
)7 VsisylanAtxeT fles C fles I
)8 VezilacoV gnitirw1 )C(lvl/nim01 hcuot U
)9 yrotsiH meti1 — hcuot I
)01 emaNlaminA lamina1 seirav '05 I
)11 IIIegaugnaLnraeL retsac C fles U
)21 IIVsisylanAtxeT fles C fles I
)31 IIVezilacoV gnitirw1 )C(lvl/nim01 hcuot U
)41 emaNcinagronI cinagroni1 seirav '05 I
)51 emaNesiugsiD fles lvl/nim01 fles U
)61 XsisylanAtxeT fles C fles I
)71 XezilacoV gnitirw1 )C(lvl/nim01 hcuot U
)81 emaNerutaerC erutaerc1 seirav '05 I
)91 VIegaugnaLnraeL retsac C fles U
)02 scitpyrC gnitirw1 P hcuot F
)52 eurTtxeTerotseR koob1 — hcuot F
)03 emaNgnidniB tegrat1 liaf5/htnom1 '05 I
)05 emaNegnahC retsac P fles F
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phySICal manIpulatIonS

1. Ice/Water — Caster can choose to either convert 1 cubic foot of 
water to ice or vice versa.

2. Warp — Target wooden object has its form, straightness, and 
strength ruined. This results in doubling the break number 
range (to a maximum of 1-10) and halving the original 
strength (or reliability). The object may not be larger than 1 
pound per level of caster.

3. Dust Earth/Wood — Caster instantly transforms 1 cubic foot 
of earth or wood into a fine, dry powder.

4. Dust Stone — As Dust Earth/Wood, except affects 1 cubic foot 
of stone.

5. Animate Gas — Caster animates 1 cubic foot (per level of the 
caster) of any gaseous substance within range. For as long as 
caster concentrates, gas will move as the caster wills at a rate 
of 1’ per level of caster per round, subject to environmental 
conditions. If the gas moves beyond a 10’R/lvl of the caster 
then it is no longer under the caster’s control. The caster 
may give the gas a last command (such as follow me or move 
towards the door). After giving a final command, the caster 
no longer concentrates and the gas will attempt to follow the 
final command for 1 round/level of the caster (or until the gas 
moves out of range of the caster).

6. Rust — All metal on the target object oxidizes at a rate of 1 
cubic inch per round.

7. Animate Liquid — As Animate Gas, except affects liquid.
8. Dust to Stone — Caster is able to convert 1 cubic foot of sand, 

dirt or dust into a solid stone form. The stone formed will have 
the same general shape as the original substance did just prior 
to conversion to stone.

9. Warp Metal — As Warp Wood, except affects metal objects up 
to 1 pound per level of the caster.

10. Bleed — The caster may cause a target living creature to bleed 
(if applicable). The target begins to bleed at a rate of 1 hit per 
round per 5% RR failure. For example, if a target fails his RR 
by 25, he will bleed 5 hits per round for 5 rounds.

11. Mass Ice/Water — As Ice/Water, except affects up to 10 cubic feet.
12. Animate Solid — As Animate Gas, except affects 1 cubic inch 

of solid material per level of the caster.
13. Shatter — Target inorganic item (up to 1 cubic foot in size) 

is shattered explosively. All targets within 5’ take an ‘A’ Impact 
critical and the holder of the object takes a ‘C’ Impact critical.

14. Lesser Unstone — As Dust Stone, except affects up to 10 cubic 
feet of stone.

15. Wither — Target normal plant (shrub size or smaller) 
instantly dies and withers. Magical plants, large plants, and 
unusual plants may attempt to resist this spell (with a special 
modifier of +20).

16. Lesser Animation — Target Animate spell from this list has 
its duration increased to 1 minute per level. Caster may give 
the animated material simple commands and the animated 
material will attempt to carry out those commands (without 
the need for the caster to concentrate).

17. Unmetal — As Dust Earth/Wood, except 1 cubic inch of metal 
may be affected.

18. Eternal Lock — Target lock is magically fused shut. The lock 
may be broken, but it will never unlock.

19. Shatter True — As Shatter, except object may be up to 3 cubic 
feet (in size) and all within 10’R take a ‘B’ Impact critical, while 
the holder takes a ‘D’ Impact critical.

20. Rot — Target organic creature, plant or object begins to 
rot. Each round the caster concentrates, the target receives a 
cumulative —10 penalty to all actions and looses 10% of his 
current hits. If the target ever leaves the range of this spell, this 
spell is cancelled (though the damage taken is still applied).

25. Greater Animation — As Lesser Animation, except for duration.
30. Petrify — Caster may cause a living or organic target to 

gradually turn to stone at the rate of 5% of the total mass of 
the target per round. The effect may be dispelled or removed 
with a Remove Curse spell; however, the petrified object 
resists all dispelling attempts at with a special modifier of +20 
(making it harder to dispel the petrification).

50. Petrify True — As Petrify, except for duration and the 
petrified target resists dispelling attempts at +40.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 retaW/ecI 'uc1 P '05 F
)2 praW tcejbodoow1 P '01 F
)3 dooW/htraEtsuD 'uc1 P '01 F
)4 enotStsuD 'uc1 P '01 F
)5 saGetaminA lvl/'uc1 )C(lvl/dnr1 lvl/R'01 F
)6 tsuR tcejbo1 P '01 F
)7 diuqiLetaminA lvl/'uc1 )C(lvl/dnr1 lvl/R'01 F
)8 enotSottsuD 'uc1 P '01 F
)9 lateMpraW tcejbolatem1 P '01 F
)01 deelB tegrat1 liaf5/dnr1 '001 F
)11 retaW/ecIssaM 'uc01 P '001 F
)21 diloSetaminA lvl/uc1 )C(lvl/dnr1 lvl/R'01 F
)31 rettahS tcejbo1 P '001 F
)41 enotsnUresseL 'uc01 P '01 F
)51 rehtiW tnalp1 P hcuot F
)61 noitaminAresseL lleps1 lvl/nim1 lvl/R'01 F
)71 latemnU ”uc1 P '01 F
)81 kcoLlanretE kcol1 P '01 F
)91 eurTrettahS tcejbo1 P '001 F
)02 toR tegrat1 C '05 F
)52 noitaminAretaerG lleps1 lvl/nim01 lvl/R'01 F
)03 yfirteP tegrat1 liaf5/yad1 '001 F
)05 eurTyfirteP tegrat1 liaf5/htnom1 '001 U
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SenSeS

1. Sly Ears — Caster gains double normal hearing. This results in 
+50 to Perception involving only hearing, +25 to Perception 
involving hearing and other senses.

2. Nightvision — Caster can see 100’ on a normal night as if it 
were daylight. 

3. Scent — Caster gains an extremely acute sense of smell. This 
results in +50 to Perception involving only smell, +25 to 
Perception involving smell and other senses.

4. Sensory Marker — One location is “marked” so that the caster 
can find it again later with a Far Sense spell. The marker is 
automatically located when the caster casts a Far Sense spell if 
the marker is within range of the Far Sense spell. A marker can 
be placed on any inanimate object. The caster can only have as 
many markers as he has levels.

5. Far Sense I — Caster may designate one of his senses to be used 
at any “marked” location within range (see Sensory Marker). 
The caster can use any perception skill he has at the time (e.g., 
if he is currently under the effects of Nightvision, he will have 
Nightvision at the marked location). The remote sensory point 
may be rotated to face any direction. While he is sensing at the 
marked location, he must remain immobile and concentrate.

6. Sidevision — Caster has a 300° field of vision. The flank bonus 
for attacks against the caster is lowered to +5 and the rear 
bonus is lowered to +15.

7. Touch — Caster gains extreme tactile sensitivity. This results in 
a +25 to all actions that depend on the tactile sense (e.g., pick 
locks, disarm traps, etc.).

8. Watervision — Caster can see 100’ in any water (including 
murky water) as if it were daylight.

9. Darkvision — As Nightvision, except any darkness can be seen 
through. Also, no light is needed for this spell to work.

10. Far Sense II — As Far Sense I, except caster may designate up 
to two senses at the marked location.

11. Woodsight — Caster can see through wood (up to 1”/lvl).
12. Lightvision — Caster can see in any brightness of light 

(including that which would be blinding or glaring). This spell 
does not work in the absence of light. 

14. Greater Far Sense I — As Far Sense I, except caster can move 
(though he must continue to concentrate).

15. Long Far Sense I — As Far Sense I, except for range.
16. Stonesight — As Woodsight, except that caster can see 

through stone.
18. Greater Far Sense II — As Far Sense II, except caster can 

move (though he must continue to concentrate).
19. Ironsight — As Woodsight, except that caster can see through 

iron (or steel).
20. Long Far Sense II — As Far Sense II, except for range.
25. Vision True — As all Vision spells on this list operating at the 

same time.
30. Senses True — Caster has the effects of Sly Ears, Scent, Touch, 

and all Vision spells simultaneously.
50. Sense Mastery — Caster may use any lower level spell on this 

list once per round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 sraEylS retsac lvl/nim01 fles U
)2 noisivthgiN retsac lvl/nim01 fles U
)3 tnecS retsac lvl/nim01 fles U
)4 rekraMyrosneS retsac P hcuot U
)5 IesneSraF retsac )C(lvl/nim1 lvl/'05 U
)6 noisivediS retsac lvl/nim01 fles U
)7 hcuoT retsac lvl/nim01 fles U
)8 noisivretaW retsac lvl/nim01 fles U
)9 noisivkraD retsac lvl/nim01 fles U
)01 IIesneSraF retsac )C(lvl/nim1 lvl/'05 U
)11 thgisdooW retsac C fles U
)21 noisivthgiL retsac lvl/nim01 fles U
)31
)41 IesneSraFretaerG retsac )C(lvl/nim1 lvl/'05 U
)51 IesneSraFgnoL retsac )C(lvl/nim1 lvl/'005 U
)61 thgisenotS retsac C fles U
)71
)81 IIesneSraFretaerG retsac )C(lvl/nim1 lvl/'05 U
)91 thgisnorI retsac C fles U
)02 IIesneSraFgnoL retsac )C(lvl/nim1 lvl/'005 U
)52 eurTnoisiV retsac lvl/nim01 fles U
)03 eurTsesneS retsac lvl/nim1 lvl/elim1 U
)05 yretsaMesneS retsac lvl/nim01 fles U
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SymbolISm

1. Bypass Symbol I — This spell allows the caster to “turn off” the 
target Symbol I for the duration of this spell. If the Symbol I 
fails an RR, it cannot be triggered or its constant effects are not 
active for the duration of this spell. The Symbol’s RR is based 
on the level of the spell in the Symbol spell (the target’s level) 
and the level of the Bypass Symbol Spell (the attack level).

2. Unsymbol I — Caster can remove one Symbol I (an placed 1st 
level spell). The Symbol’s RR is based on the level of the spell in 
the Symbol spell (the target’s level) and the level of the Bypass 
Symbol Spell (the attack level).

3. Symbol I — Caster can emplace one 1st level spell on any 1 
given non-mobile stone (see below). Within one minute, the 
spell to be placed must also be cast (within 10’). The symbol is 
usually visible, but is only required to be visible if reading is the 
trigger (see below). 

• The Symbol must be placed on a slab of stone (block, piece, 
etc.) weighing at least 2,000 pounds. Only one Symbol may 
be placed on each continuous slab. The stone may not be 
moved without dispelling the Symbol. 

• A Symbol can be triggered by one of the following (decided 
by caster): time period, specified movements, specified 
sounds, touch, reading, violent actions in the area, etc. The 
triggering range is normally 10’ or the range of the placed 
spell, whichever is larger. 

• If the spell placed is an attack spell, the attack level is the 
spell’s level (i.e., for Symbol I that attack level is always 1st 
level, not the level of the caster). If the spell is an elemental 
attack, the OB is normally +0. However, the attack can be 
focused on a location (as opposed to simply the person who 
triggers the symbol). In this case the OB is +50. 

• Normally, if the Symbol affects a being or thing (e.g., healing, 
attacks, etc.), it can be triggered only once per day.

4. Symbol Extension — Allows the caster to connect one surface 
or trigger to a symbol that is normally outside of range of 
the symbol. For example, manipulating a door and lock 
mechanism in one room could trigger a Light Symbol on the 
other side of the building, bringing someone to investigate. The 
distance between the trigger and the symbol can be up to 1 foot 
per level. Symbol Extension must be in place before the symbol 
to use it is inscribed or imbedded.

5. Bypass Symbol III — As Bypass Symbol I, except affects up to 
a Symbol III.

6. Unsymbol III — As Unsymbol I, except affects up to a Symbol III.
7. Symbol III — As Symbol I, except emplaces up to a 3rd level spell.
8. Bypass Symbol V — As Bypass Symbol I, except affects up to a 

Symbol V.
9. Unsymbol V — As Unsymbol I, except affects up to a Symbol V.
10. Symbol V — As Symbol I, except emplaces up to a 5th level spell.
11. Bypass Symbol VIII — As Bypass Symbol I, except affects up 

to a Symbol VIII.
12. Symbol VIII — As Symbol I, except emplaces up to a 8th level spell.
13. Unsymbol VIII — As Unsymbol I, except affects up to a 

Symbol VIII.
14. Bypass Symbol X — As Bypass Symbol I, except affects up to 

a Symbol X.
15. Symbol X — As Symbol I, except emplaces up to a 10th level spell.
16. Unsymbol X — As Unsymbol I, except affects up to a Symbol X.
17. Bypass Symbol XIII — As Bypass Symbol I, except affects up 

to a Symbol XIII.
18. Symbol XIII — As Symbol I, except emplaces up to a 13th 

level spell.
19. Unsymbol XIII — As Unsymbol I, except affects up to a 

Symbol XIII.
20. Lord Symbol — As Symbol I, except caster can emplace any 

spell less than his level.
25. Inscribe Sign — Allows caster to modify any imbed symbol 

spell on this list to allow it to be imbedded on a mobile surface. 
The resulting sign will remain potent until it is triggered. The 
mobile surface must be non-living and must weigh at least 100 
pounds. A given spell caster can only have one mobile sign per 
level of experience (subsequent castings will cause the oldest 
castings to dispel).

30. Unsymbol True — As Unsymbol I, except caster can remove 
any spell of a level less than his own (e.g., a 50th level Runemage 
could remove a 49th level spell, but not a 50th level spell).

50. Living Sign — As Inscribe Sign, except target must be a living 
creature and must weigh at least 50 pounds. The sign will 
remain potent until triggered. Often these signs are disguised 
by incorporating them with existing tattoos.

Note 1: Caster must have as many ranks of Lore: Magical 
(Symbols) as the level of the Symbol spell he wishes to 
cast or bypass. Caster must have at least half as many 
ranks of Lore: Magical (Symbols) as the level spell he 
wishes to remove.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IlobmySssapyB lobmys1 lvl/nim1 '05 F
)2 IlobmysnU lobmys1 P '01 F
)3 IlobmyS seirav P '01 U
)4 noisnetxElobmyS ecafrus1 P '01 U
)5 IIIlobmySssapyB lobmys1 lvl/nim1 '05 F
)6 IIIlobmysnU lobmys1 P '01 F
)7 IIIlobmyS seirav P '01 U
)8 VlobmySssapyB lobmys1 lvl/nim1 '05 F
)9 VlobmysnU lobmys1 P '01 F
)01 VlobmyS seirav P '01 U
)11 IIIVlobmySssapyB lobmys1 lvl/nim1 '05 F
)21 IIIVlobmyS seirav P '01 U
)31 IIIVlobmysnU lobmys1 P '01 F
)41 XlobmySssapyB lobmys1 lvl/nim1 '05 F
)51 XlobmyS seirav P '01 U
)61 XlobmysnU lobmys1 P '01 F
)71 IIIXlobmySssapyB lobmys1 lvl/nim1 '05 F
)81 IIIXlobmyS seirav P '01 U
)91 IIIXlobmysnU lobmys1 P '01 F
)02 lobmySdroL seirav P '01 U
)52 ngiSebircsnI ecafrus1 seirav '01 U
)03 eurTlobmysnU lobmys1 P '01 U
)05 ngiSgniviL tegrat1 seirav '01 U



46

thIevIng law

1. Gauge Wealth — The caster gets a feeling for how much the 
target of this spell believes he is worth (i.e., his net worth). Note 
that this could be drastically different than how much money the 
target has (as wealth could include land, livestock, etc.).

2. Weigh Pockets — The caster knows approximately how much 
“wealth” the target has upon his person.

3. Mark Target — The caster magically “marks” a target for use 
with the Locate Target spell. The caster can only have one 
target marked at a time.

4. Find Buyer I — Locates the nearest person (within the area of 
effect; direction and distance) who wants a specific object. The 
caster must be touching the object at the time this spell is cast.

5. Locate Target — The caster knows the exact location (direction 
and distance) of a “marked” target.

6. Jewel/Metal Assessment — Caster can assess the value of jewels 
and metals within 10% of actual value. This spell allows him 
to calculate different values for all the cultures he is familiar 
with. Note that this spell evaluates the materials only (not the 
craftsmanship or the magical properties).

7. Item Assessment — As Jewel/ Metal Assessment, except this 
spell will take into account the craftsmanship of the item. 
Magical properties are not evaluated.

8. Find Buyer II — Locates the nearest person (within the area of 
effect; direction and distance) who wants a specific object and 
is willing to acquire it at this time. The caster must be touching 
the object at the time this spell is cast.

9. Detect Power — Detects magical power in an item (but not the 
realm or how much power is in the item).

10. Item Analysis I — Caster has a 10% chance of determining 
the enchanted abilities of an object (roll separately for each 
ability). Once this spell has been cast on an item, it may not be 
cast on the same item again until the caster has gained a level 
of experience. 

11. Find Owner I — The caster knows the location of the owner 
of a specified object (the caster must be touching the object 
at the time that this spell is cast). The owner must be within 
the area of effect. For the purposes of this spell, the owner of 
an object is defined as someone who has “legal” ownership 
of the object. The GM must determine what constitutes legal 
ownership in his world (e.g., the creator, the purchaser of the 
created item, possessor, etc.).

12. Find Buyer III — Locates the nearest person (within the area 
of effect; direction and distance) who wants a specific object, is 
willing to acquire it at this time, and is willing to acquire it in a 
non-violent fashion. The caster must be touching the object at 
the time this spell is cast.

13. Assessment True — As Item Assessment, except that any item 
can be assessed (e.g., livestock, houses, boats, etc.).

14. Significance — Determines if the item examined has any 
cultural or historical significance (but not exactly what the 
significance is).

15. Find Owner II — As Find Owner I, except for area of effect.
16. Find Buyer IV — Locates the nearest person (within the area 

of effect; direction and distance) who wants a specific object, is 
willing to acquire it at this time (in a non-violent fashion), and 
is willing to pay the best price. The caster must be touching the 
object at the time this spell is cast.

18. Origins — Gives the area of origin of the item, the race of the 
being who created it, and when it was made (within 100 years).

19. Find Owner III — As Find Owner I, except for area of effect.
20. Owner Vision — Caster gets a visual image of the owner 

of an item.
25. Item Vision — Gives a vision of a significant event in the 

item’s past.
30. Origins True — As Origins, except it gives the exact place of 

origin, the being who made it, and when it was made.
50. Find Owner True — As Find Owner I, except for area of effect.

Note 1: The GM must decide what constitutes ownership in 
his world (perhaps different standards for various cultures).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 htlaeWeguaG tegrat1 --- '01 I
)2 stekcoPhgieW tegrat1 --- '01 I
)3 tegraTkraM tegrat1 lvl/rh1 hcuot F
)4 IreyuBdniF lvl/R'005 --- fles I
)5 tegraTetacoL lvl/R'05 --- fles I
)6 .ssessAlateM/leweJ tcejbo1 --- fles I
)7 tnemssessAmetI tcejbo1 --- fles I
)8 IIreyuBdniF lvl/R'005 --- fles I
)9 rewoPtceteD tcejbo1 --- fles I
)01 IsisylanAmetI tcejbo1 --- fles I
)11 IrenwOdniF Relim1 --- fles I
)21 IIIreyuBdniF lvl/R'005 --- fles I
)31 eurTtnemssessA tcejbo1 --- fles I
)41 ecnagifingiS tcejbo1 --- fles I
)51 IIrenwOdniF Relim5 --- fles I
)61 VIreyuBdniF lvl/R'005 --- fles I
)71
)81 snigirO tcejbo1 --- fles I
)91 IIIrenwOdniF Relim01 --- fles I
)02 noisiVrenwO retsac --- fles I
)52 noisiVmetI tcejbo1 --- fles I
)03 eurTsnigirO tcejbo1 --- fles I
)05 eurTrenwOdniF detimilnu --- fles I

Warding Mastery Note 1: All wards from this list require the 
caster to prepare the appropriate ward sign at the center of 
effect, or else at the either end of the line of effect. A ward sign 
is a magical design that may be inscribed on any surface. The 
appropriate tools to inscribe, draw, paint, etc. must be used 
in order to create the ward sign. If a ward is cast with a single 
ward sign, the ward has an area of effect equal to the 1’R per 
level of the caster. A ward may be cast between two signs. If 
created in this fashion, the ward has an effective area between 
two signs. The distance between two signs is limited to 2’ per 
level of the caster and it is 10’ high and 1’ thick.

Warding Mastery Note 2:  Each ward sign is unique to 
a specific ward and can only be used for the appropriate 
ward. To create the ward sign, the caster must have an 
equal number of ranks in the Lore: Magical (Wards) 
skill as the level of the ward spell for which he wishes to 
create a ward sign. A caster must spend an amount of 
time in the creation of the appropriate ward sign equal 
to 1 round per level of the ward sign.
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wardIng maStery

1. Research Ward — Allows the caster to research special ward spells 
to be used with this list. In addition, the caster receives a special 
bonus of +25 to his next Lore: Magical (Wards) maneuver. 

2. Detect Ward — Allows the caster to detect all active wards 
within the area of effect. The caster can move the area of 
effect each round.

3. Alarm Ward — When cast on a properly prepared ward this 
spell will sound an alarm when a specified set of circumstances 
occur within the area of effect. The alarm may be silent (only 
the caster will be aware, at a range of 100’ per level of caster) or 
audible (everyone will hear an alarm will sound), as dictated 
at the time of casting. An alarm may either sound for as long 
as the specified circumstance exists, or it can be set to sound 
for up to 1 minute per level of the caster before returning to a 
dormant and watchful state.

4. Sense Ward — When cast on a properly prepared ward sign(s) 
this spell will prevent the use of one designated sense through 
the area of effect. The sense must be decided at the time the 
ward sign is prepared. If the caster spends double the normal 
number of PPs required by this spell, he may add an additional 
sense that is blocked by this spell. For each increment of 
normal PPs spent, another sense may be blocked. For example, 
if 16 PPs are spent, four senses could be blocked. Note that for 
each extra sense blocked, this spell is treated as being one level 
higher (for the purposes of the Lore: Magical (Wards) skill).

5. Lesser Animal Ward — When cast on a properly prepared ward 
sign(s) this spell will attempt to prevent the passage of animals 
into or through the area of effect. Any animal that attempts to 
travel through this area will go elsewhere unless it makes an RR 
(with a special modifier of -20) versus the level of the caster. An 
animal may be forced into the area, but it will fight and struggle 
against this as much as it is able. Any animal forces past the ward 
will suffer a -25 to all actions while in the protected area.

6. Lesser Undead Ward — As Lesser Animal Ward, except affects 
lesser spirits of the dead (Class I, II, and III).

7. Lesser Demon Ward — As Lesser Animal Ward, except affects 
lesser demons (Type I, II, and III).

8. Lesser Essence Ward — As Sense Ward, except prevents the 
casting of Essence spells through the area of effect. All Essence 
spells must first resist versus the level of the ward or else be 
canceled. Active spells that pass through the area of effect must 
make a RR or else be dispelled.

9. Lesser Mentalism Ward — As Lesser Essence Ward, except 
prevents the use of Mentalism spells.

10. Lesser Channeling Ward — As Lesser Essence Ward, except 
prevents the use of Channeling spells.

11. Multiple Ward — Allows the caster to combine multiple 
wards into one properly prepared ward sign. The caster must 
cast all of the wards involved immediately after this spell 
(within 2 minutes).

12. Lesser Barrier Ward — As Sense Ward, except prevents all 
creatures from passing into or through the area of effect. Any 
creature that attempts to pass through the area of effect must 
make a -20 RR or be blocked from passing through the area. This 
spell does not have any effect on Class IV, V, and VI undead, nor 
does it have any effect on Type IV, V, and VI demons.

13. Greater Animal Ward — As Lesser Animal Ward, except 
animals must make a -40 RR.

14. Greater Undead Ward — As Greater Animal Ward, except 
Class I, II, and III undead must make a -40 RR and Class IV, V, 
and VI undead must make a normal RR.

15. Conceal Ward — Allows caster to turn the ward signs of any 
ward invisible. The ward is still detectable by a Detect Ward spell.

16. Greater Demon Ward — As Greater Animal Ward, except 
Type I, II, and III demons must make a -40 RR and Type IV, V, 
and VI demons must make a normal RR.

17. Greater Essence Ward — As Lesser Essence Ward, except for 
duration.

18. Greater Mentalism Ward — As Lesser Mentalism Ward, 
except for duration.

19. Greater Channeling Ward — As Lesser Channeling Ward, 
except for duration.

20. Greater Barrier Ward — As Lesser Barrier Ward, except any 
creature attempting to pass through the area of effect must 
make a -40 RR. Class IV, V, and VI undead and Type IV, V, and 
VI demons resist at 10.

25. Lord Research — See Spell Law, Section 5.4 on p. 62.
30. Defensive Ward — Caster may enchant one ward to have 

an additional defense versus the ward’s target creature type. 
Whenever the designated creature attempts to pass through the 
area of effect, in addition to the normal effects of the ward, the 
ward delivers an ‘E’ Impact critical if it enters the area of effect 
(regardless of the creatures resistance roll).

50. Ward True — When this spell is cast on any lower level 
ward, the target ward will have its duration increased to 1 
day/level of the caster.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 draWhcraeseR retsac seirav fles I
)2 draWtceteD R'5 C '05 I
)3 draWmralA draw1 lvl/ruoh1 '01 U
)4 draWesneS draw1 lvl/ruoh1 '01 U
)5 draWlaminAresseL draw1 lvl/ruoh1 '01 U
)6 draWdaednUresseL draw1 lvl/ruoh1 '01 U
)7 draWnomeDresseL draw1 lvl/ruoh1 '01 U
)8 draWecnessEresseL draw1 lvl/ruoh1 '01 U
)9 draWmsilatneM.seL draw1 lvl/ruoh1 '01 U
)01 draWgnilennahC.seL draw1 lvl/ruoh1 '01 U
)11 draWelpitluM draw1 seirav '01 U
)21 draWreirraBresseL draw1 lvl/ruoh1 '01 U
)31 draWlaminAretaerG draw1 lvl/ruoh1 '01 U
)41 draWdaednU.rG draw1 lvl/ruoh1 '01 U
)51 draWlaecnoC draw1 lvl/ruoh1 '01 U
)61 draWnomeDretaerG draw1 lvl/ruoh1 '01 U
)71 draWecnessEretaerG draw1 lvl/ruoh1 '01 U
)81 draWmsilatneM.rG draw1 lvl/ruoh1 '01 U
)91 draWgnilennahC.rG draw1 lvl/ruoh1 '01 U
)02 draWreirraBretaerG draw1 lvl/ruoh1 '01 U
)52 hcraeseRdroL draw1 seirav '01 U
)03 draWevisnefeD draw1 seirav '01 U
)05 eurTdraW draw1 lvl/yad1 '01 U
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warrIor’S enhanCementS

1. Battle Awareness I — Caster may make a Perception maneuver 
with a special modification of +25. This maneuver is granted 
by this spell and requires no separate action to be declared.

2. Nightvision — Caster can see 100’ on a normal night as if it 
were daylight.

3. Sidevision — Caster has a 300 degree field of vision. The flank 
bonus for attacks against the caster is lowered to +5 and the 
rear bonus is lowered to +15.

4. Watervision — As Nightvision, except the caster can see 100’ in 
even murky water.

5. Battle Awareness II — As Battle Awareness I, except bonus to 
the maneuver is +50.

6. Waterlungs — Caster can breathe water but not air.
7. Swimming — Target can swim without expending energy (i.e., 

will expend no exhaustion points).
8. Gasvision — As Nightvision, except the caster can see 100’ in 

smoke, fog, rain, or any gas that would normally impede vision.
9. Gaslungs — Caster can breathe any gas as normal air.
10. Darkvision — As Nightvision, except that any darkness can be 

seen through. Also, no light is needed for this spell to work.
11. Resist Poison — Delays the effect of a poison on the caster. If 

poison is not eliminated before the spell expires, the caster will 
be affected by the poison at that time.

12. Water Maneuvering — As Swimming, except the caster can 
also perform any maneuvers (including melee combat) as 
though he were on dry land.

13. Changing Lungs — As Waterlungs, except caster can breathe 
water, air, and/or any gas at will.

14. Ignore Pressure — Caster can ignore the effects of high 
pressures such as those found deep under water.

15. Fire Maneuvering — Caster and his equipment are immune 
to the effects of normal (non-magical) fire for the duration. He 
may perform any movement or maneuvers as normal.

17. Water Dwelling — Combines the effects of Watervision, 
Waterlungs, and Water Maneuvering.

18. Airless Lungs — Caster does not need to breathe to survive 
for the duration.

19. Fire Dwelling — Combines the effects of Gasvision, 
Gaslungs, and Fire Maneuvering.

20. Ignore Vacuum — Caster and his equipment are immune to 
the effects of airless environments for the duration. This spell 
gives the caster a +50 RR versus vacuum attacks. Note that this 
spell does not confer any protection against the heat or cold of 
the vacuum of space.

25. Temperature Resistance — Caster and his equipment can 
ignore the effects of any natural (non-magical) temperatures.

30. Water Dwelling True — As Water Dwelling except for duration.
50. Changing Environment — Caster can survive comfortably 

and move and maneuver as normal in any of the hostile 
environments the lower level spells on this list protect against.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *IssenerawAelttaB retsac lvl/nim1 fles U
)2 noisivthgiN retsac lvl/nim01 fles U
)3 noisivediS retsac lvl/nim01 fles U
)4 noisivretaW retsac lvl/nim01 fles U
)5 *IIssenerawAelttaB retsac lvl/nim1 fles U
)6 sgnulretaW retsac lvl/nim01 fles U
)7 gnimmiwS retsac lvl/nim01 fles U
)8 noisivsaG retsac lvl/nim01 fles U
)9 sgnulsaG retsac lvl/nim01 fles U
)01 noisivkraD retsac lvl/nim01 fles U
)11 nosioPtsiseR retsac lvl/ruoh1 fles sU
)21 gnirevuenaMretaW retsac lvl/nim01 fles U
)31 sgnuLgnignahC retsac lvl/nim01 fles U
)41 erusserPerongI retsac lvl/nim01 fles U
)51 gnirevuenaMeriF retsac lvl/nim01 fles U
)61
)71 gnillewDretaW retsac lvl/nim01 fles U
)81 sgnuLsselriA retsac lvl/nim01 fles U
)91 gnillewDeriF retsac lvl/nim01 fles U
)02 muucaVerongI retsac lvl/nim01 fles U
)52 ecnatsiseR.pmeT retsac lvl/nim01 fles U
)03 eurTgnillewDretaW retsac lvl/ruoh1 fles U
)05 tnemnorivnEgnignahC retsac lvl/nim01 fles U
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warrIor’S weapon

1. Blade I — Caster enchants a melee weapon which is to become 
his “Warrior’s Weapon.” This spell grants the weapon a +5 
magic bonus. Anyone other than the caster who attempts to 
utilize this weapon will receive a penalty to its use equal to the 
bonus it gives the caster.

2. Bladelight — Causes the warrior’s weapon to glow with light. 
This light may be varied by the caster from as bright as a torch 
to as dim as a candle.

3. Jolting Blade — Caster’s warrior weapon is charged with 
electrical energy for the duration of this spell. Whenever 
the caster gets a critical result with the weapon it does an 
additional ‘A’ Electricity critical. Alternatively, throughout 
the duration of this spell, the caster may elect to shoot this 
electrical energy in the form of a shock bolt with a maximum 
range of 50’ (which immediately ends this spell). The caster 
may develop skill in shooting this bolt.

4. Throw — Caster may throw his weapon for the duration with a 
maximum range equal to his strength bonus x10 in feet (with a 
minimum of 30’). The weapon attacks on its normal table with 
the following modifications:

up to one tenth maximum range......................... +10
up to quarter maximum range.............................. +0
up to half maximum range................................... -40
up to maximum range ......................................... -70

5. Blade Store — Caster may store one spell on his weapon. No 
other spell may be cast while one is stored. This spell costs the 
same amount of PPs as the spell to be stored.

6. Blade II — As Blade I, except warrior’s weapon becomes a +10 
magic weapon.

7. Rejoining — Caster is able to repair any damage to his 
weapon. Caster is able to rejoin a broken portion of up to 
1 linear inch per level.

8. Flaming Blade — As Jolting Blade, except can inflict up to an 
‘A’ Heat Critical. The caster may elect to throw a firebolt with 
a maximum range of 100’. The caster may develop skill in 
shooting this bolt.

9. Return Blade — Caster’s weapon will fly through the air to 
return to the caster’s hand at the rate of 100’ per round. If the 
weapon is restrained it cannot break free, but if someone is 
holding it they must make a hard strength maneuver to not 
lose his grip on the weapon.

10. Missile Parry — Caster is able to use his full weapon OB as a 
parry against missile attacks for the duration of this spell.

11. Blade III — As Blade I, except warrior’s weapon becomes a 
+15 magic weapon.

12. Body Sheath — Caster “absorbs” one warrior weapon, and 
reproduces it at need (by recasting this spell each time the weapon 
is sheathed or unsheathed). The mass and weight of the weapon 
are added to the caster’s mass while the weapon is sheathed.

14. Return Blade True — As Return Blade, except weapon returns 
to caster’s hand, via teleport, from any place, up to 1mile away 
per level of caster.

15. Power Strike — Caster causes his weapon to build up 
concussive energy. If the next strike made with the weapon 
results in a critical, an extra Impact critical of one less severity 
is inflicted (treat an ‘A’ critical as an ‘A’ critical -25).

16. Spell Cleaver — Caster’s next successful strike against any 
enchanted item, weapon, etc, causes the item to make an RR 
versus the caster’s level (with a special modification of -20) or 
the embedded spells are dispelled.

17. Blade IV — As Blade I, except warrior’s weapon becomes a 
+20 magic weapon.

18. Lightning Blade — As Jolting Blade, except can inflict up to a 
‘C’ Electricity critical. The caster may elect to throw a lightning 
bolt with a maximum range of 150’. The caster may develop 
skill in shooting this bolt.

19. Weapon Cleaver — Causes caster’s weapon to be a “Cleaving” 
weapon. When a foe’s weapon successfully parries its attack, the 
defending weapon must check for breakage. The strength of the 
caster’s weapon is subtracted from the foe’s breakage check.

20. Shaped Strike — Caster causes his weapon’s next attack to be 
made on the attack table of the caster’s choice.

25. Death Strike — If caster’s next attack, which must be made 
within 2 rounds, inflicts a critical, it does an additional ‘E’ 
critical of the caster’s choice. The spell fades if the attack is not 
made within the time limit.

30. Dancing Weapon — Caster’s weapon will “dance” for the 
duration of this spell. The caster must fight with the weapon 
for one round prior to letting the weapon “dance.” The weapon 
will have an OB of half the caster’s normal OB. It has an AT 
of 20, a DB of +0, and can take 5 hits per level of the caster 
(before this spell is dispelled). Once this spell is cast, the sword 
will not stop attacking until it is dispelled or the duration ends.

50. Slaying Strike — Caster may roll any criticals he inflicts with 
his Warrior Weapon this round on the Slaying column of 
the Large Creature Critical Strike Table. If the target is Super 
Large, the caster rolls on the Slaying column of the Super Large 
Critical Strike Table.

Note 1:  A given caster can only have one weapon enchanted 
through the spells on the list. If that weapon is ever lost or 
destroyed, that caster will suffer a penalty of -25 to all actions 
for two weeks (after which, he can enchant a new weapon).

Note 2: All of the spells on this list deal directly with the 
“Warrior’s Weapon” and will only work when used with one.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IedalB nopaew1 P hcuot F
)2 thgiledalB nopaew1 lvl/nim01 hcuot F
)3 edalBgnitloJ nopaew1 lvl/dnr1 hcuot E
)4 *worhT nopaew1 lvl/dnr1 hcuot F
)5 erotSedalB nopaew1 seirav hcuot F
)6 IIedalB nopaew1 P hcuot F
)7 gniniojeR nopaew1 P hcuot F
)8 edalBemalF nopaew1 lvl/dnr1 hcuot E
)9 edalBnruteR nopaew1 seirav hcuot F
)01 *yrraPelissiM nopaew1 lvl/dnr1 hcuot F
)11 IIIedalB nopaew1 P hcuot F
)21 *htaehSydoB nopaew1 P hcuot F
)31
)41 eurTedalBnruteR nopaew1 seirav hcuot F
)51 ekirtSrewoP nopaew1 kcatta1 hcuot F
)61 revaelCllepS nopaew1 seirav hcuot F
)71 VIedalB nopaew1 P hcuot F
)81 edalBgninthgiL nopaew1 lvl/dnr1 hcuot E
)91 revaelCnopaeW nopaew1 lvl/nim1 hcuot F
)02 ekirtSdepahS nopaew1 kcatta1 hcuot F
)52 *ekirtShtaeD nopaew1 kcatta1 hcuot F
)03 nopaeWgnicnaD nopaew1 lvl/dnr1 hcuot F
)05 *ekirtSgniyalS nopaew1 kcatta1 hcuot F
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wIll of the warrIor

1. Concentration I — Adds +10 to any one maneuver. No other 
action can be performed the round this maneuver is resolved.

2. Extended Endurance I — While this spell is in effect, the caster 
only expends two-thirds of the normal exhaustion points for 
any actions he performs.

3. Stun Relief I — Caster is relieved of one round’s worth of 
accumulated stun.

4. Unpain I — Caster is able to sustain an additional 25% of his 
total concussion hits before passing out. Hits are still taken and 
remain when the spell lapses.

5. Concentration II — As Concentration I, except bonus is +20.
6. Extended Endurance II — As Extended Endurance I, except 

the caster only expends O of the normal exhaustion points.
7. Stun Relief II — As Stun Relief I, except 2 rounds of stun 

are relieved.
8. Ignore Wound I — Cuts the maneuver penalty from any one 

wound in half for the duration of the spell.
9. Unpain II — As Unpain I, except 50% additional hits may be 

sustained.
10. Interrogation Resistance — Caster gains a +50 to RRs versus 

interrogation and +50 to RRs versus mind reading spells the 
caster is aware of.

11. Concentration IV — As Concentration I, except bonus is +40.
12. Moment of Clarity — Caster can ignore all penalties and 

accumulated stun rounds from all wounds he has taken 
for 1 round. He may also ignore any penalties for the total 
concussion hits he has taken.

13. Extended Endurance III — As Extended Endurance I, except 
the caster only expends half of the normal exhaustion points.

14. Unstun — Caster can ignore all stun rounds incurred from 
any one wound.

15. Unpain III — As Unpain I, except 75% additional hits may be 
sustained.

16. Ignore Elements — Caster is unaffected by natural extremes 
of temperature. He may move about comfortably in the hottest 
desert (200° Fahrenheit) or the coldest arctic waste (-100° 
Fahrenheit) in only light clothing.

17. Ignore Wound II — As Ignore Wound I, except that the 
penalty is reduced by 75%.

18. Concentration V — As Concentration I, except bonus is +50.
19. Focus — Caster gains a +20 bonus to all maneuvers he 

attempts that bring him closer to a goal he sets at the time of 
casting. This goal must be attainable in the spells duration. 
Once the goal is set, the caster will be reluctant to perform any 
action that does not carry him closer to his goal.

20. Unpain IV — As Unpain I, except 100% additional hits may 
be sustained.

25. Extended Endurance IV — While this spell is in effect, 
the caster expends no exhaustion points for any actions he 
performs.

30. Ignore Wound III — As Ignore Wound I, except that the 
penalty is reduced by 90%.

50. Warriors Will True — For the duration, caster cannot be 
stunned, takes no maneuver penalties from wounds, and 
expends no exhaustion points. At the end of the spell, the 
caster goes unconscious for 1 hour for every round the 
spell was in effect.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *InoitartnecnoC retsac dnr1 fles U
)2 IecnarudnEdednetxE retsac lvl/nim1 fles U
)3 *IfeileRnutS retsac — fles sH
)4 *IniapnU retsac lvl/nim1 fles sU
)5 *IInoitartnecnoC retsac dnr1 fles U
)6 IIecnarudnEdednetxE retsac lvl/nim1 fles U
)7 *IIfeileRnutS retsac — fles sH
)8 *IdnuoWerongI retsac lvl/nim1 fles sU
)9 *IIniapnU retsac lvl/nim1 fles sU
)01 *.tsiseRnoitagorretnI retsac lvl/nim01 fles U
)11 *VInoitartnecnoC retsac dnr1 fles U
)21 *ytiralCfotnemoM retsac dnr1 fles U
)31 IIIecnarudnEdednetxE retsac lvl/nim1 fles U
)41 *nutsnU retsac — fles sH
)51 *IIIniapnU retsac lvl/nim1 fles sU
)61 stnemelEerongI retsac lvl/nim01 fles U
)71 *IIdnuoWerongI retsac lvl/nim1 fles sU
)81 *VnoitartnecnoC retsac dnr1 fles U
)91 *sucoF retsac lvl/nim1 fles U
)02 *VIniapnU retsac lvl/nim1 fles sU
)52 VIecnarudnEdednetxE retsac lvl/nim1 fles U
)03 *IIIdnuoWerongI retsac lvl/nim1 fles sU
)05 *eurTlliWsroirraW retsac lvl/dnr1 fles sU
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mentalISm Spell lIStS
10. Cyclonic Blast — Caster shoots forth a ball of compressed air 

that bursts upon reaching its target, attacking everybody within 
a 20’ radius. Results are determined on the Cold Ball attack 
table and all criticals are Impact criticals.

11. Air Dart III — As Air Dart, except that it is resolved on 
the Ice Bolt table.

12. Solid Air Shield — Creates a shimmering shield of 
solidified air 1’ around the caster. This provides a bonus 
of 100 to the character’s DB against all physical and 
elemental attacks as long as he is concentrating. When not 
concentrating, the modifier to DB is only 20.

13. Solid Air Dome — Creates a shimmering dome of solidified 
air. The dome has a 10’ radius and completely encloses the area. 
Treat the effects the same as the Solid Air Wall.

14. Dust Devil IV — The caster creates a small dust devil (i.e. 
cyclone) that races out and strikes a target, delivering a “D” 
Unbalancing critical to a target who does not resist it.

15. Crushing Bands — As Holding Bands, except that the bands 
deliver an “A” Krush critical each round.

16. Air Dart IV — As Air Dart, except that it is resolved on the 
Fire Bolt table.

17. Solid Air Wall True — As Solid Air Wall, except for the duration.
18. Dust Devil V — The caster creates a small dust devil (i.e. 

cyclone) that races out and strikes a target, delivering an “E” 
Unbalancing critical to a target who does not resist it.

19. Solid Air Shield True — As Solid Air Shield, except for 
the duration.

20. Air Dart V — As Air Dart, except that it is resolved on the 
Lightning Bolt table.

25. Crushing Bands True — As Crushing Bands, except that the 
bands deliver an “E” Krush critical each round.

30. Air Dart True — As Air Dart V, except that the attack may 
make as many turns as possible, even going through openings 
as small as 6” in radius in order to reach its target. The caster’s 
OB is halved when using this spell. And the target gains no 
benefits (i.e. no DB) from cover, position, shield or other things 
that do not provide all around coverage.

50. Air Mastery — Caster may freely use any lower level spell 
from this list each round.

Note: Any Air Darts that do a secondary critical will do 
an Unbalancing critical as the secondary critical.

aIr maStery

1. Focused Wind — If the target fails his RR, he is buffeted by 
strong winds as long as the character concentrates. This gives 
the target a -20 modifier to all actions.

2. Dust Devil — The caster creates a small dust devil (i.e. 
cyclone) that races out and strikes a target, delivering an “A” 
Unbalancing critical to a target who does not resist it.

3. Air Dart — Caster shoots bolt of compressed air from the palm 
of his hand. The results are determined on the Shock Bolt table, 
using Impact criticals.

4. Holding Bands — Caster envelopes the target with shimmering 
bands of compressed air that immobilize him. Target may 
make a Very Hard Strength maneuver each round. Success 
means that he may act normally. Failure means that he is 
restricted to only 20% of his normal activity.

5. Dust Devil II — The caster creates a small dust devil (i.e. 
cyclone) that races out and strikes a target, delivering a “B” 
Unbalancing critical to a target who does not resist it.

6. Walk on Air — Target can walk on air as if on solid ground, 
he may not move any faster than a walk. This only allows for 
horizontal movement, vertical movement must be achieved 
through other means.

7. Air Dart II — As Air Dart, except that it is resolved on the 
Water Bolt table.

8. Solid Air Wall — Caster creates a shimmering, transparent 
wall of highly compressed air. All attacks (against DB) through 
the wall are at -100. Spell attacks are at -50.  Attempts to move 
through the wall require a Very Hard Strength based maneuver 
and take 1 round to complete. Light based attacks are totally 
immune to this, and not affected at all by the wall.

9. Dust Devil III — The caster creates a small dust devil (i.e. 
cyclone) that races out and strikes a target, delivering a “C” 
Unbalancing critical to a target who does not resist it.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 dniWdesucoF tegrat1 C '001 F
)2 liveDtsuD tegrat1 - '05 F
)3 traDriA tegrat1 - lvl/'01 dE
)4 sdnaBgnidloH tegrat1 lvl/dnr1 '05 F
)5 IIliveDtsuD tegrat1 - '05 F
)6 riAnoklaW tegrat1 lvl/nim1 '01 U
)7 IItraDriA tegrat1 - lvl/'01 dE
)8 llaWriAdiloS "6x'01x'01 C '05 F
)9 IIIliveDtsuD tegrat1 - '05 F
)01 tsalBcinolcyC R'02 - '001 E
)11 IIItraDriA tegrat1 - lvl/'01 dE
)21 dleihSriAdiloS fles )C(lvl/dnr1 fles U
)31 emoDriAdiloS R'01 )C(lvl/dnr1 '01 E
)41 VIliveDtsuD tegrat1 - '05 F
)51 sdnaBgnihsurC tegrat1 lvl/dnr1 '001 F
)61 VItraDriA tegrat1 - lvl/'01 dE
)71 eurTllaWriAdiloS "6x'01x'01 lvl/nim1 '05 F
)81 VliveDtsuD tegrat1 - '05 F
)91 eurTdleihSriAdiloS fles )C(lvl/dnr1 fles U
)02 VtraDriA tegrat1 - lvl/'01 dE
)52 eurTsdnaBgnihsurC tegrat1 lvl/dnr1 '001 F
)03 eurTtraDriA tegrat1 - lvl/'01 dE
)05 yretsaMriA seirav lvl/dnr1 seirav U
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anImal wayS

1. Animal Sleep I — Puts any animal (i.e. non-humanoid) to sleep; 
will not affect enchanted creatures or “intelligent” animals.

2. Animal Healing I — Completely heals any one animal that 
weighs 10 lbs or less of all damage

3. Animal Tongues — Allows caster to understand and “speak” 
the language of any 1 animal species.

4. Animal Sleep III — As Animal Sleep I, except that it will affect 
up to 3 animals.

5. Animal Mastery I— Allows the caster to control the actions of 
any one animal.

6. Animal Healing II — As Animal Healing I, except that the 
animal may be up to 500 lbs in weight.

7. Animal Empathy — Caster can understand and/or visualize the 
thoughts and emotions of any one animal.

8. Animal Summons I — Caster can summon any 1 animal 
within radius; as long as they concentrate, caster controls 
the animal. The animal is random representative of the 
specified species.

9. Animal Sleep X — As Animal Sleep I, except that it will affect 
up to 10 animals.

10. Animal Mastery III — As Animal Mastery I, except that the 
caster can control 3 animals.

11. Animal Lifegiving — Caster restores “soul” to any one animal 
that has been dead less than one hour per level of caster. It will 
take the animal 20x the period that it was dead to fully recover 
its strength and vitality. Treat the animal as if it were at —100, 
with the penalty decreasing steadily over the recovery period.

12. Animal Summons III — As Animal Summons I, except that 3 
animals may be summoned. The caster may have all 3 be of the 
same species or have each one be a different species.

13. Animal Tongues True — Allows the caster to understand and 
“speak” the language of all animals within a 1 mile radius.

14. Animal Mastery V — As Animal Mastery I, except that the 
caster can control 5 animals.

15. Animal Healing III — As Animal Healing I, except that the 
animal may be up to 2,000 lbs in weight.

16. Animal Summons V — As Animal Summons III, except that 5 
animals may be summoned. 

17. Animal Lifegiving II — As Animal Lifegiving, except that 
the animal may have been dead for up to 1 day per level of the 
caster, and the recovery period is equal to the amount of time 
the animal has been dead.

18. Animal Healing IV — As Animal Healing I, except that the 
animal may be up to 10,000 lbs in weight.

19. Animal Sleep True — As Animal Sleep I, except that it will 
affect up to 1 animal per level of the caster.

20. Animal Summons X — As Animal Summons III, except that 
10 animals may be summoned. 

25. Animal Healing True — As Animal Healing I, except that the 
animal may be of any weight.

30. Animal Lifegiving True — As Animal Lifegiving, except 
that the animal may have been dead for any length of time, 
and it requires no recovery time to fully regain its strength 
and vitality.

50. Animal Summons True — As Animal Summons I, except that 
the caster may summon 1 animal per his level.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IpeelSlaminA lamina1 lvl/nim1 '001 mF
)2 IgnilaeHlaminA lamina1 P hcuot H
)3 seugnoTlaminA fles lvl/nim1 fles mI
)4 IIIpeelSlaminA slamina3 lvl/nim1 '001 mF
)5 IyretsaMlaminA lamina1 C '001 mF
)6 IIgnilaeHlaminA lamina1 P hcuot H
)7 yhtapmElaminA lamina1 C '001 mI
)8 IsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)9 XpeelSlaminA slaminA01 lvl/nim1 '001 mF
)01 IIIyretsaMlaminA slamina3 C '001 mF
)11 gnivigefiLlaminA lamina1 P '01 H
)21 IIIsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)31 eurTseugnoTlaminA fles lvl/nim01 fles mI
)41 VyretsaMlaminA slamina5 C '001 mF
)51 IIIgnilaeHlaminA lamina1 P hcuot H
)61 VsnommuSlaminA lamina1 )C(lvl/nim1 lvl/.im1 mF
)71 IIgnivigefiLlaminA lamina1 P '01 H
)81 VIgnilaeHlaminA lamina1 P hcuot H
)91 eurTpeelSlaminA lvl/lamina1 lvl/nim1 '001 mF
)02 XsnommuSlaminA slamina01 )C(lvl/nim1 lvl/.im1 mF
)52 eurTgnilaeHlaminA lamina1 P hcuot H
)03 eurTgnivigefiL.minA lamina1 P '01 H
)05 eurT.mmuS.minA lvl/lamina1 )C(lvl/nim1 lvl/.im1 mF
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aSSaSSInatIon maStery

1. Conceal Object I — Target object (no larger than a dagger) is 
camouflaged to appear as part of the caster’s clothing or skin. 
This is an illusion to all senses (including feel), and can be 
detected as an illusion. The object will remain concealed until 
taken from the location, or the duration expires.

2. Study Patsy — [RR Mod: -50] When this spell is cast on a 
person, it remains active for 24 hours. After 24 hours has 
passed (but before another 24 hours has passed), the caster 
must cast this spell again on the same person. During the time 
the spell is active, it is recording information concerning the 
activities of the person. When the spell is cast the second time, 
the information about those activities is revealed to the caster. 
This information is used for spells later on this list and spells 
on other lists (see the Misdirections and Disguise Mastery spell 
lists). The caster can only have one “patsy” studied at a time.

3. Well-Aimed Attack I — The next attack made by the caster (within 
one minute of casting this spell), receives a bonus of +25.

4. Open Ambush I — If the next attack made by the caster 
(within one minute of casting this spell) gets a “flank” or “rear” 
bonus, he may use his Ambush skill with a bonus of +1 (even if 
the target is aware of the caster). 

5. Targeting I — After this spell is cast (within one minute of 
casting this spell), the caster may fire a missile weapon at a 
non-moving target (or at a target that is moving predictably). 
The roll to resolve any resulting critical may be modified up or 
down by 1 (as if using the Ambush skill).

6. Create Evidence I — Caster may cast this spell to create one 
piece of physical evidence (non-mobile) that implicates the 
currently studied patsy (see Study Patsy). This could include 
a fingerprint, a footprint, etc (but must be something that 
cannot normally be moved from the scene of the crime). The 
evidence should be treated as circumstantial (i.e., a good alibi 
might get the patsy off the hook).

7. Concealed Object II — As Concealed Object I, except will 
affect an object up to a sword in size.

8. Well-Aimed Attack II — As Well-Aimed Attack I, except bonus 
is +50.

9. Open Ambush II — As Open Ambush I, except the 
modification is +2.

10. Targeting II — As Targeting I, except the modification is +2.
11. Lightning Reactions — Caster gets a bonus of +10 to his 

initiative roll(s) this round.
12. Create Evidence II — As Create Evidence I, except two pieces 

of evidence are created; one piece of evidence is incriminating 
(i.e., patsy will need more than a good alibi).

13. Well-Aimed Attack III — As Well-Aimed Attack I, except 
bonus is +75.

14. Open Ambush III — As Open Ambush I, except the 
modification is +3.

15. Targeting III — As Targeting I, except the modification is +3.
16. Concealed Object True — As Concealed Object I, except 

object may be of any size (so long as the largest dimension of 
the object is smaller than the caster).

17. Study Victim — As Study Patsy, except the information it 
gathers is required for use with the Slaying Attack spells later 
on this list.

18. Create Evidence III — As Create Evidence I, except three 
pieces of evidence are created; two of which are incriminating.

19. Well-Aimed Attack True — As Well-Aimed Attack I, except 
bonus is +100.

20. Slaying Attack — The next attack made (within one 
minute of casting this spell) against the currently Studied 
victim (see the 17th level spell on this list) will be resolved as 
a slaying attack. The attack must occur before the duration 
of this spell is up.

25. Open Ambush True — As Open Ambush I, except the 
modification is +5.

30. Targeting True — As Targeting I, except the modification is +5.
50. Slaying Attack True — As Slaying Attack, except all attacks 

made against the victim will be resolved as slaying attacks (for 
the duration of the spell).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ItcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)2 ystaPydutS tegrat1 rh84 '01 I
)3 IkcattAdemiA-lleW retsac seirav fles U
)4 hsubmAnepO retsac seirav fles U
)5 IgnitegraT retsac seirav fles U
)6 IecnedivEetaerC seirav -- '01 P
)7 IItcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)8 IIkcattAdemiA-lleW retsac seirav fles U
)9 IIhsubmAnepO retsac seirav fles U
)01 IIgnitegraT retsac seirav fles U
)11 *snoitcaeRgninthgiL retsac -- fles U
)21 IIecnedivEetaerC seirav -- '01 P
)31 IIIkcattAdemiA-lleW retsac seirav fles U
)41 IIIhsubmAnepO retsac seirav fles U
)51 IIIgnitegraT retsac seirav fles U
)61 eurTtcejbOdelaecnoC tcejbo1 lvl/nim01 hcuot P
)71 mitciVydutS tegrat1 seirav '05 I
)81 IIIecnedivEetaerC seirav -- '01 P
)91 eurTkcattAdemiA-lleW retsac seirav fles U
)02 kcattAgniyalS retsac lvl/nim1 fles U
)52 eurThsubmAnepO retsac seirav fles U
)03 eurTgnitegraT retsac seirav fles U
)05 eurTkcattAgniyalS retsac lvl/nim1 fles U
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beaStmaStery

1. Locate Animals — Allows the caster to locate the members of 
any 1 species of animal within the radius or to find out what 
species are within the radius, but not their location. The caster 
chooses which to do when the spell is cast.

2. Befriend Animal — Target animal will act friendly to the caster 
for the duration. It cannot automatically understand him, and 
it will not fight for him. This spell does not allow the caster to 
control the animal either.

3. Turn Animal — Caster causes target animal to flee the caster 
until it is at least 1 mile away.

4. Animal Bond I — The caster forms a strong bond with an 
animal. It will fight for, kill for, and even die for the caster. The 
caster can, by concentrating, mentally communicate with, and 
even view the world through the animal’s senses so long as the 
animal is within 50’ per level of the caster. Should the caster or 
animal die, the other will be at -25 to all actions for two weeks. 
The only limitation on this spell is that the target must be of 
animal intelligence or less. This spell takes one full hour to cast.

5. Befriending I — All animals within the radius will act friendly 
towards the caster as long as he concentrates. This does not 
allow the caster to control the animals.

6. Call Bond Animal — Caster can summon any one of his 
Bonded animals within range and it will try to come to him.

7. Bond Extension — Using this spell, the range of the Bond is 
extended to 100’ per level of the caster for the duration.

8. Animal Bond II — As Animal Bond, except that 2 animals 
may be bonded to the caster. This spell must be cast on both 
animals, even if one of the animals is already bonded.

9. Turn Animal V — As Turn Animal, except that it will affect up 
to 5 animals.

10. Unbond — Caster removes the bond between himself and 
one animal. The animal will act as if under the spell, Befriend 
Animal, for one day and then return to its natural state.

11. Animal Bond III — As Animal Bond II, except that 3 animals 
may be bonded to the caster.

12. Befriending V — As Befriending, except for the radius.
13. Bond Extension II — As Bond Extension, except that the 

range is extended to 500’ per level of the caster.
14. Turn Animal X — As Turn Animal, except that it will affect up 

to 10 animals.
15. Animal Bond IV — As Animal Bond II, except that 4 animals 

may be bonded to the caster.
16. Bond Extension III — As Bond Extension, except that the 

range is extended to 1,000’ per level of the caster.
17. Befriending X — As Befriending, except for the radius.
18. Turn Animal XX — As Turn Animal, except that it will affect 

up to 20 animals.
19. Befriending True — As Befriending X, except for the duration.
20. Animal Bond V — As Animal Bond II, except that 5 animals 

may be bonded to the caster.
25. Turn Animal True — As Turn Animal, except that it will affect 

up to 1 animal per level of the caster.
30. Animal Bond True — As Animal Bond II, except that the 

caster may bond with up to 1 animal per caster’s level.
50. Bond Extension True — As Bond Extension, except that the 

range is extended to 1 mile per level of the caster.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 slaminAetacoL R.im1 - fles mI
)2 laminAdneirfeB lamina1 lvl/yad1 '001 mF
)3 laminAnruT lamina1 - '001 mF
)4 IdnoBlaminA lamina1 P hcuot mF
)5 IgnidneirfeB R'01 C fles mF
)6 laminAdnoBllaC lamina1 - lvl/'000,1 mF
)7 InoisnetxEdnoB fles lvl/nim1 fles U
)8 IIdnoBlaminA lamina1 P hcuot mF
)9 VlaminAnruT lamina1 - '001 mF
)01 dnobnU lamina1 - hcuot mF
)11 IIIdnoBlaminA lamina1 P hcuot mF
)21 VgnidneirferB R'05 C fles mF
)31 IInoisnetxEdnoB fles lvl/nim1 fles U
)41 XlaminAnruT lamina1 - '001 mF
)51 VIdnoBlaminA lamina1 P hcuot mF
)61 IIInoisnetxEdnoB fles lvl/nim1 fles U
)71 XgnidneirfeB R'001 C fles mF
)81 XXlaminAnruT lamina1 - '001 mF
)91 eurTgnidneirfeB R'001 lvl/nim01 fles mF
)02 VdnoBlaminA lamina1 P hcuot mF
)52 eurTlaminAnruT lvl/lamina1 - '001 mF
)03 eurTdnoBlaminA lvl/lamina1 P hcuot mF
)05 eurTnoisnetxEdnoB fles lvl/nim1 fles U



55

Combat

1. Fluid Combat — Caster’s movements and actions become 
more fluid, granting him a +5 bonus to both OB and DB.

2. Staggering Blow — All successful attacks deal an 
additional +10 hits of damage. A successful attack is any 
attack that does damage.

3. Armored Crit — Caster is treated as if he were wearing a helm 
and greaves for the purpose of conditional damage received 
from criticals.

4. Savage Crit — Add +5 to all critical rolls made by the caster.
5. Fluid Combat II — As Fluid Combat, except the bonus is +10.
6. Deflect Ranged — Caster can deflect any one incoming 

missile, thrown weapon, or elemental bolt. The incoming 
attack receives a -50 modifier and must be within the 
caster’s field of vision.

7. Multi-Strike — The caster can make 2 attacks each round for 
the duration. Each attack receives a -50 modifier.

8. Improved Critical — Caster may select one aspect of critical 
damage that is improved by 1 step on any critical containing 
that aspect that he delivers within the duration. The caster 
must select the aspect when the spell is cast.

9. Fluid Combat III — As Fluid Combat, except that the 
bonus is +15.

10. Deflect Ranged II — As Deflect Ranged, except that a single 
attack receives a -75 modifier or 2 incoming attacks receive a 
-25 modifier.

11. Staggering Blow II — As Staggering Blow, except an 
additional +20 hits of damage is dealt.

12. Fluid Combat IV — As Fluid Combat, except that the 
bonus is +20.

13. Armored Crit II — As Armored Crit, except that the caster is 
always considered to be wearing the best possible armor against 
conditional damage regardless of his actual armor worn. 

14. Savage Crit II — As Savage Crit, except that +10 is added to 
all critical rolls made by the caster.

15. Deflect Ranged III — As Deflect Ranged II, except one attack 
receives a -100 modifier, or 2 attacks receive a -50, or 3 attacks 
receive a -25.

16. Fluid Combat V — As Fluid Combat, except that the 
bonus is +25.

17. Multi-Strike II — Caster is able to make 3 attacks per round 
with a -50 modifier OR make 2 attacks per round with a -25 
modifier. Caster must decide which while casting the spell as he 
may not change back and forth from one to the other.

18. Improved Critical II — As Improved Critical, except that 
two aspects may be improved by one degree or one aspect 
may be improved by two degrees. This must be decided 
upon at time of casting.

19. Fluid Combat VI — As Fluid Combat, except that the 
bonus is +30.

20. Deflect Ranged True — As Deflect Ranged, except that all 
non-friendly ranged attacks within the caster’s field of vision 
receive a -50 modifier.

25. Fluid Combat True — As Fluid Combat, except that the 
bonus is +50.

30. Multi-Strike True — Caster is able to make 4 attacks per 
round with a -50 modifier, or 3 attacks per round with 
a -25 modifier, or 2 attacks per round with no modifier. 
Caster must select which at the time of casting and may 
not change back and forth.

50. Combat True — Caster may freely use any one lower level 
spell from this list at a rate of one spell per round.

Note 1: Conditional Damage is damage inflicted by a 
critical that is based on the type of armor worn. 

Note 2: Critical aspects that can be improved include 
stun, bleeding, and maneuver penalties. Increasing 
Stun a single step adds 1 more round of stun to that 
delivered by the critical. Increasing Bleeding by 1 
step adds 1 more hit per round. Increasing maneuver 
penalties s single step means increases those 
penalties by 5 (i.e. -25 becomes -30.

Note 3: Only a single instance of the Improved Critical 
spell may be active at one time. 

Note 4: The Multi-Strike spells require 100% activity to 
perform the strikes, regardless of how many attacks the 
character actually makes in a round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *tabmoCdiulF fleS lvl/dnr1 fleS F
)2 wolBgnireggatS fleS lvl/dnr1 fleS F
)3 *tirCderomrA fleS lvl/nim1 fleS U
)4 tirCegavaS fleS lvl/dnr1 fleS F
)5 *IItabmoCdiulF fleS lvl/dnr1 fleS F
)6 *degnaRtcelfeD kcatta1 - '001 F
)7 ekirtS-itluM fleS lvl/dnr1 fleS F
)8 lacitirCdevorpmI fleS lvl/dnr1 fleS U
)9 *IIItabmoCdiulF fleS lvl/dnr1 fleS F
)01 *IIdegnaRtcelfeD seirav - '001 F
)11 IIwolBgnireggatS fleS lvl/dnr1 fleS F
)21 *VItabmoCdiulF fleS lvl/dnr1 fleS F
)31 *IItirCderomrA fleS lvl/nim1 fleS U
)41 IItirCegavaS fleS lvl/dnr1 fleS F
)51 *IIIdegnaRtcelfeD seirav - '001 F
)61 *VtabmoCdiulF fleS lvl/dnr1 fleS F
)71 IIekirtS-itluM fleS lvl/dnr1 fleS F
)81 IIlacitirCdevorpmI fleS lvl/dnr1 fleS U
)91 *IVtabmoCdiulF fleS lvl/dnr1 fleS F
)02 *eurTdegnaRtcelfeD seirav - '001 F
)52 *eurTtabmoCdiulF fleS lvl/dnr1 fleS F
)03 eurTekirtS-itluM fleS lvl/dnr1 fleS F
)05 eurTtabmoC fleS lvl/dnr1 fleS F
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CryStal wayS

1. Create Crystal — Caster creates a small crystal that may be 
used with other spells on this list.  At the end of the duration, 
the crystal will turn black and crumble to dust. The created 
crystal has a maximum size of about 3” long and about 1/2” in 
diameter, and is pointed at both ends.

2. Crystal Light — Causes a crystal to glow, illuminating up to a 
50’ radius. The caster may spend one round in concentration to 
adjust the illumination  

3. Minor Crystal Focus — Caster enchants ones of his created 
crystals to use as a focus for casting other spells. This grants 
him a +5 to all spell casting for the caster, it will not work for 
anybody else. If the crystal is one that the caster created, its 
duration is changed to permanent. This is a personal bond to 
the crystal, and the caster may not have more than 1 crystal 
focus in existence at a time.

4. Shard — The caster causes a crystal to shoot forth from his palm. 
It attacks on the Shock Bolt table and does Puncture criticals.

5. Crystal Ears — Caster attunes himself so that he can move 
his point of hearing to any one crystal within the range of 
this spell. Caster may split his hearing between both his own 
location and that of the crystal with a -30 modifier to all 
hearing-based perception rolls.

6. Lesser Crystal Focus — As Minor Crystal Focus, except that 
it increases the bonus to casting to +10 and the crystal is also a 
+1 PP Adder; supplying 1 PP to every spell cast. No matter the 
level of the spell, the cast must always supply at least 1 PP for 
the spell being cast.

7. Crystal Eyes — As Crystal Ears, except that the cast moves his 
point of vision to a crystal within range.

8. Shard II — As Shard, except that it uses the Water Bolt 
attack tables. 

9. Crystal Rune — Caster is able to imbed a spell within a crystal. 
The spell to be imbedded must be cast within 1 minute of this 
spell. The imbedded may be later cast as an instantaneous spell. 
Once used, the crystal will turn black and crumble to dust. 
Using the crystal is the same as using any normal rune. If the 
crystal’s duration runs out and it crumbles before the rune is 
used, the imbedded spell is lost.

10. Sever Crystal Link — Caster severs his link to his crystal 
focus. The crystal will then turn black and crumble to dust.

11. Greater Crystal Focus — As Lesser Crystal Focus, except that 
the bonus to spell casting is raised to +15.

12. Crystal Vision — Caster’s eyes become faceted like a crystal. 
For the duration, the caster can see invisible, see the power 
of active spells as if they were auras, see illusions as ghostly 
shapes, and see as well at night as he can in the day. He has a 
270 degree field of vision, but his vision is limited to 100’.

13. Crystal Rune II– As Crystal Rune, except that the rune may be 
used twice before the crystal rumbles to dust.

14. Shard III — As Shard, except that it uses the Ice Bolt 
attack tables.

15. Create Crystal II — As Create Crystal, except for the duration. 
16. Major Crystal Focus — As Lesser Crystal Focus, except that 

the bonus to spell casting is raised to +20, and the crystal is also 
a +2 PP Adder.

17. Shard IV — As Shard, except that it uses the Fire Bolt 
attack tables.

18. Crystal Vision True — As Crystal Vision, except that his 
vision is limited to 200’.

19. Shard True — As Shard, except that it uses the Lightning Bolt 
attack tables.

20. Create Crystal True — As Create Crystal, except for the duration.
25. Crystal Rune True — As Crystal Rune, except that the crystal 

may be used up to 5 times before it crumbles to dust.
30. Lord Crystal Focus — As Lesser Crystal Focus, except that 

the bonus to spell casting is raised to +25, and the crystal is also 
a +3 PP Adder.

50. Crystal Focus True — As Lesser Crystal Focus, except that 
the bonus to spell casting is raised to +30, and the crystal is also 
a +3 PP Adder.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 latsyrCetaerC fleS lvl/nim01 hcuoT F
)2 thgiLlatsyrC latsyrc1 lvl/nim01 hcuoT U
)3 sucoFlatsyrCroniM latsyrc1 P hcuoT F
)4 drahS tegrat1 -- lvl/'5 dF
)5 sraElatsyrC R'01 lvl/nim1 '001 U
)6 sucoFlatsyrCresseL latsyrc1 P hcuoT F
)7 seyElatsyrC R'01 lvl/nim1 '001 U
)8 IIdrahS tegrat1 -- lvl/'5 dF
)9 enuRlatsyrC latsyrc1 P hcuoT F
)01 kniLlatsyrCreveS fleS P fleS F
)11 sucoFlatsyrCretaerG latsyrc1 P hcuoT F
)21 noisiVlatsyrC fleS lvl/nim1 fleS U
)31 IIenuRlatsyrC latsyrc1 P hcuoT F
)41 IIIdrahS tegrat1 -- lvl/'5 dF
)51 IIlatsyrCetaerC fleS lvl/rh1 hcuoT F
)61 sucoFlatsyrCrojaM latsyrc1 P hcuoT F
)71 VIdrahS tegrat1 -- lvl/'5 dF
)81 eurTnoisiVlatsyrC fleS lvl/nim1 fleS U
)91 eurTdrahS tegrat1 -- lvl/'5 dF
)02 eurTlatsyrCetaerC fleS P hcuoT F
)52 eurTenuRlatsyrC latsyrc1 P hcuoT F
)03 sucoFlatsyrCdroL latsyrc1 P hcuoT F
)05 eurTsucoFlatsyrC latsyrc1 P hcuoT F
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dISguISe maStery

1. Study Disguise — Caster studies a person for use with disguise 
spells later on this list. The caster can only have as many 
disguises studied as he has levels.

2. Light Glamour — Changes the visual appearance of one object. 
The target of the spell must be no larger than 10 pounds per 
level of the caster.

3. Facade I — Caster has a limited illusion on himself that allows 
him to look like any humanoid race within 20% of his own 
size. The illusion moves as the caster moves.

4. Shadow Assassin — All deeds performed (while this spell 
is active) are “shadowed” to divination spells. For the 
purposes of a divination spell, the information gained 
about the caster will be shrouded in shadows. For example, 
a Death’s Memory cast on the scene of a murder might 
reveal a shadowy figure performing the deeds (but no 
details about the identity of the figure).

5. Misfeel Kind — For the purposes of mental or magical 
detections, the caster appears to be of any race he chooses 
(racial type must be selected at the time of casting).

6. Facade II — As Facade I, except one extra sense is added.
7. Disguise I — Caster physically changes to take on the form and 

visual appearance of any one studied person. This is strictly 
a physical change. The caster must already have cast a Study 
Disguise on this person.

8. Unknown Assassin — As Shadow Assassin, except absolutely 
no information about the caster will be revealed. For example, 
a Death’s Memory cast on the scene of a murder might show 
the victim collapsing with a knife in his chest (but no sign of 
the assassin).

9. Facade III — As Facade I, except two extra senses are added.
10. Disguise II — As Disguise I, except caster also takes on the 

vocal characteristics (i.e., he sounds like the person).

11. Misfeel Calling — As Misfeel Kind, except caster appears to 
be of any profession he chooses.

12. Mind Tongue — aster may mentally speak with one target; to 
the target it will seem as if they are communicating normally 
(i.e., verbally).

13. Disguise III — As Disguise II, except caster also takes on the 
obvious mannerisms of the person. For example, if the person 
was left-handed, the caster is left-handed; if the person has a 
limp, the caster will have a limp.

14. Facade V — As Facade I, except all senses are included.
15. Misfeel Power — As Misfeel Kind, except caster appears to 

be of any level he chooses (ranging from first level to twice his 
actual level).

16. Disguise VI — As Disguise III, except caster also takes on 
subtle mannerisms of the person. This makes him virtually 
undetectable to all but the closest of associates.

17. Unpresence — As Misfeel Kind, except caster appears to have 
no presence (for presence detecting spells).

18. False Assassin — As Shadow Assassin, except all deeds 
performed while this spell is active will appear as if the 
currently studied patsy is performing them (see Study Patsy on 
Assassination Mastery).

19. Disguise V — As Disguise IV, except even very subtle 
mannerisms are gained.

20. Misfeel — As all of the Misfeel spells on this list at the same time.
25. Nondetect — Caster and objects on his person cannot be 

detected by any Detect... spells.
30. Misfeel True — As Misfeel, except caster need not concentrate.
50. Disguise Mastery — Caster may use any lower level spell on 

this list, one per round.

Note 1: Spells marked with an “o” next to their name on 
the table require no PP expenditure to use.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 esiugsiDydutS retsac -- '005 I
)2 ruomalGthgiL tcejbo1 lvl/yad1 hcuot P
)3 IedacaF retsac lvl/ruoh1 fles P
)4 nissassAwodahS retsac seirav fles P
)5 dniKleefsiM o retsac C fles P
)6 IIedacaF retsac lvl/ruoh1 fles P
)7 IesiugsiD retsac lvl/nim01 fles U
)8 nissassAnwonknU retsac seirav fles P
)9 IIIedacaF retsac lvl/ruoh1 fles P
)01 IIesiugsiD retsac lvl/nim01 fles U
)11 ognillaCleefsiM retsac C fles P
)21 eugnoTdniM tegrat1+retsac C '02 mF
)31 IIIesiugsiD retsac lvl/nim01 fles U
)41 VedacaF retsac lvl/ruoh1 fles P
)51 orewoPleefsiM retsac C fles P
)61 VIesiugsiD retsac lvl/nim01 fles U
)71 ecneserpnU retsac C fles P
)81 nissassAeslaF retsac seirav fles P
)91 VesiugsiD retsac lvl/nim01 fles U
)02 oleefsiM retsac C fles P
)52 tcetednoN retsac C fles P
)03 oeurTleefsiM retsac lvl/nim01 fles P
)05 yretsaMesiugsiD retsac seirav fles U
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eSCapeS

1. Locklore — Gives the caster a special +20 bonus for picking the 
lock analyzed. If the caster describes the information gained 
from this spell to another person, that person will get a special 
+10 bonus to picking the lock analyzed.

2. Unlock I — This spell has a 30% chance of opening any non-
magical lock. If the lock is not unlocked, there is a 10% chance 
that any traps associated with it are set off. Rolls are open-
ended, and the sophistication of the lock may modify the roll.

3. Ungag — Any minor covering on the head of the caster made of 
organic material is loosened. This includes any gags or blindfolds.

4. Leave Item — Caster “teleports” a single, inanimate object to a 
point up to 100’ away from its current location. There can be 
no intervening barriers in a direct line between the target and 
the point (for these purposes, a barrier is anything the object 
could not physically go through). The object has a maximum 
weight limit of 1 pound per level of the caster.

5. Unlock II — As Unlock I, except has a 50% chance of opening 
the lock (and an 8% chance of setting off traps).

6. Untie — Any ropes (or similar bindings) that are binding the 
caster are untied. Note that this spell will suffer the standard 
penalty for the caster not having a free hand (if the caster’s 
hands have been tied).

7. Minor Long Door — Caster is teleported to a point up to 50’ 
away. The caster can pass through objects by specifying the 
exact distance and direction to be traveled. If the arrival point 
coincides with solid or liquid material, the caster does not 
move. Instead, he is stunned for 1-10 rounds (the PPs are still 
spent for this spell).

8. Unlock III — As Unlock I, except has a 70% chance of opening 
the lock (and a 6% chance of setting off traps).

9. Unbind — Each lock/shackle binding the caster has a 75% 
chance of opening (modified by the sophistication of the lock).

10. Leaving I — The caster teleports to a location up to 100’ 
away. There can be no intervening barriers between the 
caster and the point. A barrier is defined as anything the 
caster could not physically go through (e.g., a closed door 
is a barrier, a pit is not).

11. Passing — Caster can pass through any inanimate material at 
the rate of 5’ per minute.

12. Long Door Item I — As Leave Item, except the object can 
pass through barriers by specifying exact direction and 
distance. If the arrival point coincides with solid or liquid 
material, the object does not move (though the caster loses 
the PPs for the spell).

13. Unlock IV — As Unlock I, except has a 90% chance of 
opening the lock (and a 4% chance of setting off traps).

14. Long Door I — As Minor Long Door, except caster can 
move100’.

15. Unbind True — As Unbind, except will also work on fixed 
shackles (i.e., those that have been riveted shut).

16. Leaving II — As Leaving I, except caster can move 200’.
18. Flattening — Caster is flattened on his side until he has only 

two dimensions. Thus, he can slide through cracks (and cannot 
be seen from the side).

19. Long Door II — As Minor Long Door, except caster can 
move 200’.

20. Passing True — As Passing, except rate is 10’ per minute.
25. Portal — Opens a 3’ x 6’ x 3’ portal in any solid surface. At the 

end of the duration, the surface is returned to its previous state. 
If anyone is in the area of effect when the spell effect ends, he is 
forced back to his point of entry.

30. Unlock True — As Unlock III, except affects all locks in the 
area of effect.

50. Teleport I — As Minor Long Door, except movement 
range is 10 miles per level. This can be very risky 
depending on the caster’s familiarity with the destination’s 
locale. The following chances for failure exist: Never seen 
the place (but has had described) = 50%; been briefly (one 
hour or less) = 25%; Studied (been in for 24 hours) = 10%; 
Studied carefully (7 days) = 1%; Lived in (for at least one 
year) = 0.01%. The amount of error is then determined by 
making a d100 (open-ended) to determine the number of 
feet (determine the direction of error randomly).

Note 1: Each lock and trap is rated according to the 
difficulty in unlocking/disarming it. The standard 
difficulty modifiers apply: Routine (+30), Easy (+20), 
Light (+10), Medium (0), Hard (-10), Very Hard (-20), 
Extremely Hard (-30), Sheer Folly (-50), Absurd (at 
least -70). Some suggested difficulty modifiers are: 
Simple Shackle Lock (Easy), Padlock (Medium to Hard), 
Tumbler Luck (Hard to Extremely Hard), Double Key 
Tumbler (Sheer Folly).

Note 2: If a spell (e.g., Unlock I) is used to attempt 
to unlock/disarm a device, the chance of the spell 
successfully operating the lock is modified by half of the 
modifier given above.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 erolkcoL kcol1 -- hcuot I
)2 IkcolnU kcol1 -- hcuot U
)3 gagnU seirav -- hcuot U
)4 ImetIevaeL tcejbo1 -- '05 U
)5 IIkcolnU kcol1 -- hcuot U
)6 eitnU seirav -- hcuot U
)7 rooDgnoLroniM retsac -- fles U
)8 IIIkcolnU kcol1 -- hcuot U
)9 dnibnU seirav -- hcuot U
)01 IgnivaeL retsac -- fles U
)11 gnissaP retsac lvl/nim1 fles U
)21 rooDgnoLmetI tcejbo1 -- '05 U
)31 VIkcolnU kcol1 -- hcuot U
)41 IrooDgnoL retsac -- fles U
)51 eurTdnibnU seirav -- hcuot U
)61 IIgnivaeL retsac -- fles U
)71
)81 gninettalF retsac lvl/nim01 fles U
)91 IIrooDgnoL retsac -- fles U
)02 eurtgnissaP retsac lvl/nim1 fles U
)52 latroP '3x'6x'3 lvl/dnr1 hcuot U
)03 eurTkcolnU lvl/R'5 -- fles U
)05 ItropeleT retsac -- fles U
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gatherIng SeCretS

1. Copy I — This spell copies a document that the caster is 
examining. The caster merely concentrates and touches the 
document with one hand and a blank sheet with his other 
hand. The copy is not exact (i.e., not a forgery). Note that 
the caster does not have to be able to read the document. 
Alternatively, this spell can transcribe (in black and white) one 
scene that he is viewing onto a page. The process occurs at the 
rate of 1 minute per page or scene.

2. Listen — The caster can pick a point up to 10’ away and he 
will hear as if he were at that point (there can be intervening 
barriers such as walls).

3. Duplicate I — This spell makes a hardened clay copy of a small, 
3-dimensional object (up to 6” x 6” x 6”). This spell requires 
that the caster have enough clay to make the copy (at a one to 
one scale). The clay must start off soft (the spell will harden it). 
This process requires one minute of concentration.

4. Sensory Marker — One location is “marked” so that the caster 
can find it again later with a Far Sense spell. The marker is 
automatically located when the caster casts a Far Sense spell 
(if the marker is within the range of the Far Sense spell). A 
marker can be placed on any inanimate object. The caster can 
only have as many markers as he has levels.

5. Copy II — As Copy I, except copies 1 page/scene every 4 rounds.
6. Far Sense I — Caster may designate any one of his senses to be 

used at a “marked” location within range (see Sensory Marker). 
The caster can use his normal Perception skills/abilities he 
has at the time (e.g., if he is currently under the effects of 
Nightvision, he will have Nightvision at the marked location). 
The remote sensory point may be rotated to face any direction. 
While he is sensing at the marked location, the caster must 
remain immobile and concentrate.

7. Locate Evidence I — After casting this spell, the caster will 
know what (if any) evidence exists within the range with would 
implicate the currently studied patsy if found at the scene of 
the crime (see Study Patsy on the Assassination Mastery list). 
The evidence (if any exists) will be circumstantial, but will 
imply that the patsy was at the scene when a crime occurred. 
This spell provides only the direction, distance, and description 
of the piece of evidence. It does not provide any details as to 
why the patsy will be implicated by this evidence.

8. Watch — As Listen, except caster sees from the fixed point 
(it can rotate).

9. Duplicate II — As Duplicate I, except will work on objects up 
to 3’ x 3’ x 3’ in size.

10. Copy III — As Copy I, except copies 1 page/scene per 2 rounds.
11. Far Sense II — As Far Sense I, except caster may designate up 

to two senses at the marked location.
12. Woodsight — Caster can see though wood (up to 1” per level).
13. Locate Evidence II — As Locate Evidence I, except two pieces 

of evidence are located and the evidence will be incriminating 
(i.e., not just circumstantial).

14. Duplicate III — As Duplicate I, except will work on objects 
up to 6’ x 6’ x 6’ in size.

15. Copy IV — As Copy I, except copies 1 page/scene per round.
16. Greater Far Sense I — As Far Sense I, except caster can 

move while the spell is active (though he must maintain 
concentration).

17. Stonesight — As Woodsight, except caster sees through stone.
18. Locate Evidence III — As Locate Evidence I, except three 

pieces of evidence are located and the evidence will “prove” 
that the patsy is guilty.

19. Greater Far Sense II — As Far Sense II, except caster can move 
while the spell is active (though he must maintain concentration).

20. Ironsight — As Woodsight, except caster can see through 
iron (or steel).

25. Long Far Sense I — As Far Sense I, except for range. 
30. Copy V — As Copy I, except copies 2 page/scene per round.
50. Copy True — As Copy I, except will copy any bound 

volume onto a equal number of pages (not necessarily 
bound). Also, the caster need not examine the material 
(he simply casts the spell and then he can leave the spell 
running). The spell will copy pages at the rate of 5 pages 
per round (and will even copy color images).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IypoC seirav )C(lvl/nim1 seirav U
)2 netsiL retsac )C(lvl/dnr1 lvl/'01 U
)3 IetacilpuD seirav )C(.nim1 hcuot P
)4 rekraMyrosneS retsac P hcuot U
)5 IIypoC seirav )C(lvl/nim1 seirav U
)6 IesneSraF retsac )C(lvl/nim1 lvl/'01 U
)7 IecnedivEetacoL retsac -- lvl/'005 I
)8 hctaW retsac )C(lvl/dnr1 lvl/'01 U
)9 IIetacilpuD seirav )C(.nim1 hcuot P
)01 IIIypoC seirav )C(lvl/nim1 seirav U
)11 IIesneSraF retsac )C(lvl/nim1 lvl/'01 U
)21 thgisdooW retsac C fles U
)31 IIecnedivEetacoL retsac -- lvl/'005 I
)41 IIIetacilpuD seirav )C(.nim1 hcuot P
)51 VIypoC seirav )C(lvl/nim1 seirav U
)61 IesneSraFretaerG retsac )C(lvl/nim1 lvl/'01 U
)71 thgisenotS retsac C fles U
)81 IIIecnedivEetacoL retsac -- lvl/'005 I
)91 IIesneSraFretaerG retsac )C(lvl/nim1 lvl/'01 U
)02 thgisnorI retsac C fles U
)52 IesneSraFgnoL retsac )C(lvl/nim1 lvl/'001 U
)03 VypoC seirav )C(lvl/nim1 seirav U
)05 eurTypoC seirav lvl/nim1 seirav U
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healIng

1. Heal — Caster heals 1d10 hits of damage. 
2. Clotting — The caster can stop the bleeding on a wound that is 

bleeding at a rate of 1 hit per round. The target may not move 
for an hour or the bleeding will restart.

3. Stun Relief — The target is relieved of one round of 
accumulated stun.

4. Heal III — As Heal, except that 3d10 hits are healed.
5. Cut Repair — The caster can stop bleeding from one wound 

that is bleeding at a rate of 1 hit per round.
6. Lesser Fracture Repair — The caster can accelerate the healing 

of one simple fracture (not compound fractures, shatters, joint 
damage, etc.). Recovery time is 24 hours.

7. Minor Motive Repair — The caster can repair (not replace 
or regrow) one damaged muscle or tendon. Recovery time 
is 24 hours.

8. Cut Repair III — As Cut Repair, except that it stops 3 points of 
bleeding.

9. Stun Relief III — As Stun Relief, except it relieves 3 rounds 
of stun.

10. Heal V — As Heal, except that 5d10 hits are healed.
11. Repair Vessel — As Cut Repair III, except that it will heal a 

wound that is bleeding up to 5 hits per round.
12. Lesser Nerve/Organ Repair — The caster can repair (not 

replace or regrow) minor nerve or organ damage (except 
brain). Recovery time is 1d10 days.

13. Self Keeping — Upon receiving a death blow, the caster goes 
into a state of suspended animation, until he is cured or his 
brain is destroyed.

14. Greater Fracture Repair — As Lesser Fracture Repair, except 
that it can also repair compound fractures and shattered bones. 
Recovery time is 24 hours.

15. Major Motive Repair — As Minor Motive Repair, except 
that it can regrow missing or destroyed muscles or tendons. 
Recovery time is 24 hours.

16. Stun Relief V — As Stun Relief III, except that 5 rounds of 
stun are removed.

17. Heal X — As Heal I, except that 10d10 hits are healed.
18. Repair Vessel True — As Repair Vessel, except that any 

amount of bleeding is stopped and healed.
19. Greater Nerve/Organ Repair — As Lesser Nerve/Organ 

Repair, except that it repairs major damage.
20. Heal True — As Heal V, except all hit damage is healed.
25. Regenerate Limb — Caster will regenerate missing limbs 

over the course of 10-100 days (depending upon how much 
of limb is actually missing). This requires the caster to spend a 
minimum of 2 hours per day concentrating on this spell until 
the limb is fully regrown.

30. Nerve/Organ Regeneration — This spell works in 
conjunction with Self Keeping to regenerate any organs or 
nerves (except for the brain) that are completely destroyed.

50. Regeneration True — As Nerve/Organ Regeneration, except 
all damage (except brain) is regenerated in 10-100 days.

Note 1: Stun Relief removes 1 or more rounds of stun 
from the total number that is affecting the target. This 
does not allow the character to have 1 or more rounds 
of normal action before the stun resumes, it removes the 
worst stuns from the overall duration and the rest still 
apply immediately.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 laeH fles P fles sH
)2 gnittolC fles P fles sH
)3 *feileRnutS fles - fles sH
)4 IIIlaeH fles P fles sH
)5 riapeRtuC fles P fles sH
)6 riapeR.tcarF.rssL fles P fles sH
)7 riapeRevitoM.rnM fles P fles sH
)8 IIIriapeRtuC fles P fles sH
)9 IIIfeileRnutS fles - fles sH
)01 VlaeH fles P fles sH
)11 lesseVriapeR fles P fles sH
)21 .peR.grO/evreN.rssL fles P fles sH
)31 *gnipeeKfleS fles seirav fles sH
)41 riapeRerutcarF.rtrG fles P fles sH
)51 riapeRevitoMrojaM fles P fles sH
)61 *VfeileRnutS fles - fles sH
)71 XlaeH fles P fles sH
)81 eurTlesseVriapeR fles P fles sH
)91 .peR.grO/evreN.rtrG fles P fles sH
)02 eurTlaeH fles P fles sH
)52 bmiLetarenegeR fles )C(P fles sH
)03 .negeRnagrO/evreN fles P fles sH
)05 eurTnoitarenegeR fles lvl/dnr1 fles sH
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mISdIreCtIonS

1. False Credentials — [RR Mod: -20] Target will think that the 
caster has the proper credentials for the current situation (this 
could include passwords or documents).

2. Unseen I — One object (e.g., 1 garment, 1 naked body, or 1 
weapon) is made invisible. The object will remain invisible 
until 24 hours pass, or the object is struck by a violent blow 
(being hit by a weapon, falling, etc.), or the object makes a 
violent move (i.e., an attack).

3. Eyewitness III — [RR Mod: -20] Up to three targets will 
incorrectly identify the caster as someone else (all three will 
describe the caster in the same fashion).

4. Cloaking III — [RR Mod: -50] The caster is invisible to the 
targets of this spell. Others see the caster normally. If the caster 
makes an obvious action (e.g., talking, moving an object, 
etc.), the target may make another RR (the GM may deem it 
appropriate to apply modifiers based upon the action the caster 
takes). If the caster attacks the target, he may make another RR 
with a special +50 modifier. If the caster begins to concentrate, 
he can extend the duration of this spell indefinitely (as long as 
he can concentrate).

5. Misleading I — The target’s perception is skewed for the 
duration of the spell. All maneuvers involving the Perception 
skill receive a special modification of -10 (this applies to 
orientation rolls as well).

6. Unseen II — As Unseen I, except affects two objects.
7. Cloaking V — As Cloaking III, except affects 5 targets.
8. Eyewitness V — As Eyewitness III, except affects 5 targets.
9. Cloaking Sphere I — [RR Mod: -50] As Cloaking III, except 

every target in the area of effect must make a RR (one BAR per 
round for all targets). Once a target makes a successful RR, he 
need not make another against this spell.

10. Misleading III — As Misleading I, except the modifier is -30.

11. Cloaking X — As Cloaking III, except affects 10 targets.
12. Displacement I — Caster appears to be offset from where he 

really is. All attacks have no effect 10% of the time (no normal 
RRs). Each time a foe misses him, the chance of “no effect” for 
that foe goes down by 5%.

13. Eyewitness X — As Eyewitness III, except affects 10 targets.
14. Cloaking Sphere II — As Cloaking Sphere I, except for 

area of effect.
15. Misleading V — As Misleading I, except the modifier is -50.
16. Cloaking XX — As Cloaking III, except affects 20 targets.
18. Mass Eyewitness — As Eyewitness III, except affects 1 target 

per level of the caster.
19. Cloaking Sphere III — As Cloaking Sphere I, except for 

area of effect.
20. Misleading True — As Misleading I, except the modifier is -100.
25. Displacement II — As Displacement I, except base chance of 

missing is 20%.
30. True Cloaking — As Cloaking I, except the caster can affect 

as many targets as he has levels and the range is only limited to 
the caster’s field of vision.

50. Eyewitness True — [RR Mod: -50] As Eyewitness III, except 
affects everyone who sees the caster.

Note 1: Many of these spells affect a target(s) 
perception of a situation. The duration for the spell is 
how long they will incorrectly perceive the situation. 
At the end of the duration, if the situation has ended, 
the target will remember the situation incorrectly (as 
that was how he perceived it).

Note 2: If the caster has a currently studied patsy (see the 
Study Patsy spell on the Assassination Mastery list), all 
Eyewitness spells may cause the targets to perceive the 
caster as the patsy (the caster can choose whether to be 
seen as the patsy or not).

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 slaitnederCeslaF tegrat1 lvl/nim1 '05 mF
)2 IneesnU tcejbo1 sruoh42 hcuot U
)3 IIIssentiweyE stegrat3 lvl/nim1 '001 mF
)4 IIIgnikaolC stegrat3 )C(lvl/nim1 lvl/'01 mF
)5 IgnidaelsiM tegrat1 liaf01/nim1 '001 mF
)6 IIneesnU stcejbo2 sruoh42 hcuot U
)7 VgnikaolC stegrat5 )C(lvl/nim1 lvl'01 mF
)8 VssentiweyE stegrat5 lvl/nim1 '001 mF
)9 IerehpSgnikaolC R'01 C fles mF
)01 IIIgnidaelsiM tegrat1 liaf01/nim1 '001 mF
)11 XgnikaolC stegrat01 )C(lvl/nim1 lvl/'01 mF
)21 ItnemecalpsiD retsac lvl/nim1 fles U
)31 XssentiweyE stegrat01 lvl/nim1 '001 mF
)41 IIerehpSgnikaolC R'02 C fles mF
)51 VgnidaelsiM tegrat1 liaf01/nim1 '001 mF
)61 XXgnikaolC stegrat02 )C(lvl/nim1 lvl/'01 mF
)71
)81 ssentiweyEssaM lvl/tegrat1 lvl/nim1 '001 mF
)91 IIIerehpSgnikaolC R'03 C fles mF
)02 eurTgnidaelsiM tegrat1 liaf01/nim1 '001 mF
)52 IItnemecalpsiD retsac lvl/nim1 fles U
)03 gnikaolCeurT lvl/tegrat1 )C(lvl/nim1 seirav mF
)05 eurTssentiweyE seirav lvl/nim1 laiceps mF
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movement enhanCement

1. Longjump I — Allows the caster to jump, from any pace, up to 
a distance of 50’ and/or a height of 25’. This spell also includes 
a safe landing from the jump.

2. Landing — Allows the caster to land safely in a fall of up to 20’/
lvl, and to take that distance off the severity of any longer falls.

3. Traction — Caster can run on even, unstable surfaces (i.e. sand, 
ice, etc.. or uneven surfaces (i.e. rocky, pitted ground) as they 
would on a hard, stable surface.

4. Silent Movement — The caster is able to cloak all of his 
movements in utter silence. Intentionally making a noise (i.e. 
talking. will cancel the spell.

5. Balance I — Allows the caster to gain a +50 to all balance-
related maneuvers performed at a walking pace or less.

6. Flight I — Caster is able to fly at a rate equal to half of his Base 
Movement Rate (BMR).

7. Longjump II — As Longjump I, except that the distances are 75’ 
laterally and 35’ vertically.

8. Landing True — As Landing, except that the distance is 50’/lvl 
of the caster.

9. Swim I — Caster is able to swim at a speed equal to his BMR. 
Caster can also breathe both air and water for the duration. 

10. Balance II — As Balance I, except that the caster may be 
moving at up to 2x his normal BMR.

11. Flight II — As Flight I, except that the caster may fly at the 
same speed as his BMR.

12. Swim II — As Swim I, except that the caster may swim at a 
speed equal to 2x his BMR.

13. Longjump III — As Longjump I, except that the distances are 
100’ laterally and 50’ vertically.

14. No Trace — Caster is able to move without leaving any 
trace of his passage. No physical tracks or signs, no scent, 
nothing that would allow anybody to know that he passed 
that way. Deliberately leaving any sort of sign will negate 
the effects of the spell.

15. Swim III — As Swim I, except that the caster may swim at a 
speed equal to 3x his BMR.

16. Balance III — As Balance I, except that the caster may be 
moving at up to 3x his normal BMR.

17. Flight III — As Flight I, except that the caster may fly at 
2x his BMR.

18. Swim IV — As Swim I, except that the caster may swim at a 
speed equal to 4x his BMR.

19. Longjump IV — As Longjump I, except that the distances are 
150’ laterally and 75’ vertically.

20. Balance True — As Balance I, except that the caster may be 
moving at any pace.

25. Lord Flight — As Flight I, except that the target(s) may fly at 
3x the caster’s BMR.

30. Lord Balance — As Balance I, except that the target(s) may be 
moving at any pace.

50. Movement True — Caster may freely use any lower level spell 
from this list each round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *IpmujgnoL fles - fles U
)2 *gnidnaL fles seirav fles U
)3 noitcarT fles lvl/nim01 fles U
)4 tnemevoMtneliS fles lvl/nim01 fles U
)5 *IecnalaB fles lvl/dnr1 fles U
)6 IthgilF fles lvl/nim01 fles U
)7 *IIpmujgnoL fles - fles U
)8 *eurTgnidnaL fles seirav fles U
)9 ImiwS fles lvl/nim01 fles U
)01 *IIecnalaB fles lvl/dnr1 fles U
)11 IIthgilF fles lvl/nim01 fles U
)21 IImiwS fles lvl/nim01 fles U
)31 *IIIpmujgnoL fles - fles U
)41 ecarToN fles lvl/nim01 fles U
)51 IIImiwS fles lvl/nim01 fles U
)61 *IIIecnalaB fles lvl/dnr1 fles U
)71 IIIthgilF fles lvl/nim01 fles U
)81 VImiwS fles lvl/nim01 fles U
)91 *VIpmujgnoL fles - fles U
)02 eurTecnalaB fles lvl/dnr1 fles U
)52 thgilFdroL lvl/tegrat1 lvl/dnr1 '001 U
)03 ecnalaBdroL lvl/tegrat1 lvl/dnr1 '001 U
)05 eurTtnemevoM fles lvl/dnr1 fles U
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path fIndIng

1. Compass — Caster knows which direction is magnetic north.
2. Path Tale — Caster acquires visual image of any user(s) of 

a given path, up to 1 hour in the past per level of caster. 
The vision is centered on the same point of the path that 
the caster is occupying.

3. Clear Path — As the caster walks the path, the leading edge of 
the radius will clear the path of minor obstructions, even if 
overgrown. At the end of the duration, everything is returned 
to how it was originally.

4. Hazard Sense — Caster is able to detect any danger (e.g. trap, 
ambush, natural danger, etc.) within the radius. Caster is not 
aware of the nature of the danger or how far away it is, only 
that it exists, and the general direction that it is in.

5. Path Finding I — Caster learns the location(s) of any path(s) 
within 1 mile. This spell reveals the nearest point on the path, 
but not its course.

6. Path Sight I — Caster may send his point of vision down any 
one path within 10’. He is able to move his point of vision 
along the path for up to 10 miles. His vision may move at a rate 
of 50 mph (75’/rnd). He is able to stop and rotate his point of 
vision at any spot along the path, but it cannot leave the path.

7. Destination Sense — Caster must spend one minute 
concentrating on a goal/destination. Afterwards, for the 
duration of the spell, the caster will, when concentrating, know 
in which direction that goal or destination is in and feel a pull 
towards it. The goal or destination must be a person, place, 
or thing that the caster is very familiar with. The following 
chances for failing exist: Never seen goal (only described) 
= 50%; been briefly (1 hr) = 25%; Studied (24 hr) = 10%; 
Studied carefully (1 week) =1%; Lived in (1 yr) = .01 %. Failure 
means that the caster either cannot find the goal or that he 
heads in a completely wrong direction.

8. Make Path — As the caster moves, the leading edge of the 
radius of this spell will open a trail before him, wide enough 
for a single person. Like the spell, Clear Path, this spell will 
move small obstacles from the path, or go around them. At 
the end of the duration, the path will close up, reverting to the 
form it had prior to being touched by this spell.

9. Path Finding V — As Path Finding I, except that the spell will 
locate all paths within a 5 miles radius.

10. Bridge — Caster creates a smoky crystalline bridge up to 10’ 
wide by 50’ long over an obstacle like a river or a chasm. This 
bridge will support up to 100 lbs of weight per level of the 
caster. It dissolves when its duration expires.

11. Greater Hazard Sense — As Hazard Sense, except that the 
caster also learns distance and general nature (e.g. natural 
danger, trap, ambush) of the danger.

12. Greater Path Tale — As Path Tale, except that the caster also 
hears any noises or sounds made at the same time as the visions.

13. Path Finding X — As Path Finding I, except that it finds all 
paths within 10 miles.

14. Greater Make Path — As Make Path, except that the path can 
be up to 10’ wide if the caster desires it.

15. Path Sight II — As Path Sight, except that maximum distance 
that a caster may send him point of vision is 100 miles, and his 
point of vision will travel at a rate of 100 mph (150’/rnd).

16. Destination Sense True — As Destination Sense, except that 
the caster need not concentrate to know the direction or feel 
the pull of his goal or destination.

17. Path Finding XV — As Path Finding I, except that it finds all 
paths within 15 miles.

18. Hazard Sense True — As Greater Hazard Sense, except 
that the caster also knows the exact nature of the danger (e.g. 
quicksand, or an ambush by 12 orcs, etc.)

19. Bridge True — As Bridge, except for the overall distance that 
the bridge may span and the duration of the bridge.

20. Path Finding True — As Path Finding I, except that it finds all 
paths within 1 mile per level of the caster.

25. Make Path True — As Greater Make Path, except that the 
duration of the path is permanent.

30. Path Sight True — As Greater Path Sight, except the 
maximum distance for the caster to move his point of vision is 
the end of the path being followed, and the speed at which he 
may move his point of vision is 200 mph (300’/rnd).

50. Path Master — Caster is able to use any one lower level spell 
from this list each round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ssapmoC retsac - fles I
)2 elaThtaP retsac C fles I
)3 htaPraelC R'5 lvl/nim01 fles F
)4 esneSdrazaH R'05 lvl/nim01 fles I
)5 IgnidniFhtaP retsac - fles I
)6 IthgiShtaP retsac C fles I
)7 esneSnoitanitseD retsac )C(lvl/nim01 fles I
)8 htaPekaM R'5 lvl/nim01 fles F
)9 VgnidniFhtaP retsac - fles I
)01 egdirB '05x'01 lvl/nim1 '01 F
)11 esneSdrazaHretaerG R'001 lvl/nim01 fles I
)21 elaThtaPretaerG retsac C fles I
)31 XgnidniFhtaP retsac - fles I
)41 htaPekaMretaerG R'01 lvl/nim01 fles F
)51 IIthgiShtaP retsac C fles I
)61 eurTesneSnoitanitseD retsac lvl/nim01 fles I
)71 VXgnidniFhtaP retsac - fles I
)81 eurTesneSdrazaH R'003 lvl/nim01 fles I
)91 eurTegdirB lvl/'01x'01 lvl/nim01 '01 F
)02 eurTgnidniFhtaP retsac - fles I
)52 eurThtaPekaM R'01 P fles F
)03 eurTthgiShtaP retsac C fles I
)05 retsaMhtaP retsac lvl/rh1 fles F
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pathfInder’S armS

1. Pathfinder’s Arms I — Allows the caster to attune to a suitable 
piece wood and to shape it, over the course of 8 hours, into a 
proper melee weapon. This creates a bond between the caster and 
his weapon that hardens and strengthens the wood as long the 
caster is holding it. This has the effect of allowing the weapon, if in 
the form of a weapon normally made of metal, to be used without 
any sort of material based penalty. If the weapon is one normally 
made of wood, then it gains a +10 non-magical bonus from the 
strengthening caused by this spell. If the weapon would normally 
do Slash criticals, it does Crush criticals instead. The caster may 
only have one of these weapons at a time.

2. Hammering Blow — For the duration, any attack that delivers 
hits will do an addition +1 per level of the caster.

3. Organic Weapons I — With proper materials the caster may create 
1 short bow, 1/2 long bow, 1/3 composite bow or cross—bow, 1 
spear or javelin, 2 arrows or bolts, 1/3 of a shield, 1 weapon haft, 
etc. The process takes 1 hour. The weapon’s basic OB modifier is 
-5 (non-magical). The spell may be cast additional times to either 
finish a partially completed item and/or to increase the weapon’s 
OB modifier by +5 per casting (to a maximum of +5). Remember: 
the weapon’s OB modifier is not magical.

4. Armored Critical — Caster is treated as if he were wearing 
a helm and greaves for the purpose of conditional damage 
received from criticals.

5. Pathfinder’s Arms II — This spell enchants the weapon, from 
Pathfinder’s Arms I, so that it has a +5 magical bonus, but only 
for the caster. 

6. Savage Critical — Add +5 to all critical rolls made, within the 
duration, by the caster.

7. Unbalancing Strike I — For the duration, any attack that 
delivers a critical will also deliver an Unbalancing critical of 
one severity less than the original critical. The same roll is used 
for both criticals.

8. Pathfinder’s Arms III — As Pathfinder’s Arms II, except that 
the weapon’s magical bonus is raised to +10.

9. Organic Weapons II — As Organic Weapons I, except that 
the basic OB modifier is 0 and it may be increased to a 
maximum of +10.

10. Multi-Strike — The caster can make 2 attacks each round for 
the duration. Each attack receives a -50 modifier.

11. Nature’s Impact I — For the duration, any attack that 
delivers a critical will also deliver an Impact critical of one 
severity less than the original critical. The same roll is used 
for both criticals.

12. Unbalancing Strike II — As Unbalancing Strike I, except that 
the critical is of equal severity.

13. Hammering Blow True — As Hammer Strike, except that it 
does an additional +2 hits per level of the caster.

14. Armored Critical II — As Armored Critical, except that 
the caster is always considered to be wearing the best 
possible armor against conditional damage regardless of 
his actual armor worn.

15. Pathfinder’s Arms IV — As Pathfinder’s Arms II, except that 
the weapon’s magical bonus is raised to +15.

16. Organic Weapons III — As Organic Weapons I, except 
that the basic OB modifier is +5 and it may be increased to a 
maximum of +15.

17. Savage Critical II — As Savage Critical, except that +10 is 
added to all critical rolls made by the caster.

18. Nature’s Impact II — As Nature’s Impact I, except that the 
critical is of equal severity.

19. Multi-Strike II — Caster is able to make 3 attacks per round 
with a -50 modifier OR make 2 attacks per round with a -25 
modifier. Caster must decide which while casting the spell as he 
may not change back and forth from one to the other.

20. Pathfinder’s Arms V — As Pathfinder’s Arms II, except that 
the weapon’s magical bonus is raised to +20.

25. Organic Weapons IV — As Organic Weapons I, except that 
the basic OB modifier is +10 and it may be increased to a 
maximum of +20.

30. Lord Pathfinder’s Arms — As Pathfinder’s Arms II, except 
that the weapon’s magical bonus is raised to +25.

50. Pathfinder’s Arms True — As Pathfinder’s Arms II, except 
that the weapon’s magical bonus is raised to +30.

Note 1: Conditional Damage is damage inflicted by a 
critical that is based on the type of armor worn. 

Note 2: The Multi-Strike spells require 100% activity 
to perform the strikes, regardless of how many the 
character actually makes in a round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 IsmrAs'rednifhtaP doowfoeceip P hcuot F
)2 wolBgniremmaH nopaew lvl/dnr1 fles F
)3 IsnopaeWcinagrO fles ruoh1 fles F
)4 *lacitirCderomrA fles lvl/nim1 fles U
)5 IIsmrAs'rednifhtaP nopaew P hcuot F
)6 lacitirCegavaS fles lvl/dnr1 fles F
)7 IekirtSgnicnalabnU nopaew lvl/dnr1 hcuot F
)8 IIIsmrAs'rednifhtaP ffatSresseL P hcuot F
)9 IIsnopaeWcinagrO fles ruoh1 fles F
)01 ekirtS-itluM fles lvl/dnr1 fles F
)11 ItcapmIs'erutaN nopaew lvl/dnr1 hcuot F
)21 IIekirtSgnicnalabnU nopaew lvl/dnr1 hcuot F
)31 eurTwolBgniremmaH fles lvl/dnr1 fles F
)41 *IIlacitirCderomrA fles lvl/nim1 fles U
)51 VIsmrAs'rednifhtaP nopaew P hcuot F
)61 IIIsnopaeWcinagrO fles ruoh1 fles F
)71 IIlacitirCegavaS fles lvl/dnr1 fles F
)81 IItcapmIs'erutaN nopaew lvl/dnr1 hcuot F
)91 IIekirtS-itluM fles lvl/dnr1 fles F
)02 VsmrAs'rednifhtaP nopaew P hcuot F
)52 VIsnopaeWcinagrO fles ruoh1 fles F
)03 smrAs'rednifhtaPdroL nopaew P hcuot F
)05 eurTsmrAs'rednifhtaP nopaew P hcuot F
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pathfInder’S movement

1. Longjump I — Allows the caster to jump, from any pace, up to 
a distance of 50’ and/or a height of 25’. This spell also includes 
a safe landing from the jump.

2. Landing — Allows the caster to land safely in a fall of up to 20’/
lvl, and to take that distance off the severity of any longer falls.

3. Traction — Caster can run on even, unstable surfaces (i.e. sand, 
ice, etc.) or uneven surfaces (i.e. rocky, pitted ground) as they 
would on a hard, stable surface.

4. Silent Movement — The caster is able to cloak all of his 
movements in utter silence. Intentionally making a noise (i.e. 
talking) will cancel the spell. This grants a +50 to appropriate 
Stealth maneuvers.

5. Merging Organic — Caster can merge into organic 
material (live or dead). While merged the caster cannot 
move or perceive. When the caster emerges from the 
material, he can emerge from any side or face of it. Caster 
cannot move “through” any material greater than his body 
with plus 2 feet. The caster may exit before the duration 
expires and forces him to exit.

6. Traceless Passing — Caster can walk without leaving any tracks 
or other visible signs of his passing.

7. Spider Climb — Caster may move along (half BMR - walking 
pace) any solid service angled up to 90 degrees so long as he 
maintains at least a 3 point contact with the surface (i.e., both 
feet and one hand or both hands and one foot). The GM may 
require a moving maneuver roil each round with the difficulty 
based upon the type and angle of the surface.

8. Merging — As Merging Organic, except that the caster may 
merge with any material.

9. Passing I — Caster may move through up to 1’ of material per 
level. It takes 1 round to move through 2’ of material.

10. Cling — As Spider Climb, except that the caster can move 
along and cling to any surface, even ceilings.

11. Landing True — As Landing, except that the distance is 50’/lvl 
of the caster.

12. Greater Traction — As Traction, but the surface may be at any 
angle less than 90 degrees.

13. No Trace — Caster can walk without leaving tracks or other 
visible signs of their passing.

14. Greater Merging — As Merging, except that the caster 
can turn within the material and see out if he is within 6” 
of the surface.

15. Greater Clinging — As Cling, except that the caster only 
needs 2 points of contact and can move up to his BMR

16. No Sense — As No Trace, except that the caster is also 
undetectable by sight (treat as identical to Invisibility from the 
Open Mentalism spell list, Cloaking), smell and sound and the 
spell only lasts as long as he concentrates.

17. Passing II — As Passing I, except that the caster may move 
through up to 5’ per level.

19. Traction True — As Greater Traction, but the caster may 
also move across surfaces such surfaces as tree limbs and 
open water.

20. Merging True — As Greater Merging, except that the caster 
may also cast spells upon himself while merged.

25. Clinging True — As Cling, except that the caster only needs 
1 point of contact and he can move up to twice his BMR 
(running pace).

30. Passing True — As Passing I, except that the caster may move 
through up to 10’ per level.

50. Movement Mastery — Caster may freely use any lower level 
spell from this list each round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *IpmujgnoL retsac - fles U
)2 *gnidnaL retsac - fles U
)3 noitcarT retsac lvl/nim01 fles U
)4 tnemevoMtneliS retsac lvl/nim01 fles U
)5 cinagrOgnigreM retsac lvl/nim1 fles U
)6 gnissaPsselecarT retsac C fles U
)7 bmilCredipS retsac lvl/nim1 fles U
)8 gnigreM retsac lvl/nim1 fles U
)9 IgnissaP retsac lvl/nim1 fles U
)01 gnilC retsac lvl/nim1 fles U
)11 *eurTgnidnaL retsac - fles U
)21 noitcarTretaerG retsac lvl/nim01 fles U
)31 ecarToN retsac C fles U
)41 gnigreMretaerG retsac lvl/nim1 fles U
)51 gnignilCretaerG retsac lvl/nim1 fles U
)61 esneSoN retsac C fles U
)71 IIgnissaP retsac lvl/nim1 fles U
)81
)91 eurTnoitcarT retsac lvl/nim01 fles U
)02 eurTgnigreM retsac lvl/nim1 fles U
)52 eurTgnignilC retsac lvl/nim1 fles U
)03 eurTgnissaP retsac lvl/nim1 fles U
)05 yretsaMtnemevoM retsac lvl/nim1 fles U
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poISon maStery

1. Poison Lore — The caster knows what type of poison(s) are 
needed to achieve a particular effect. The GM may deem it 
appropriate to give the caster a bonus of +25 to his Poison 
Lore skill.

2. Poison Resistance I — For the duration of the spell, the caster 
gets an additional RR versus poison(s).

3. Apply Poison I — This spell causes one dose of a poison to 
adhere to an inanimate solid surface. The poison will wear 
off normally.

4. Work Poison V — This spell magically prepares a poison 
(up to 5th level in potency). This spell normally requires 
d100 minutes of concentration before completion. Note 
that the caster must have the poison in its raw form before 
casting this spell (i.e., the spell does not “create” the poison; 
it merely prepares it).

5. Poison Analysis — Caster may analyze a poison to determine 
exact effects and what antidotes are necessary.

6. Delay Poison — For the duration of this spell, all effects from a 
single poison are cancelled. Note that the poison will still be in 
the caster and take effect normally after the duration (though 
he may cast the spell again to continue to delay the effects).

7. Transfer Poison I — Caster can transfer a single dose of a 
poison from any target that he is touching into himself. For 
example, if a companion has been struck by a poison arrow, the 
caster can touch the companion and transfer the poison into 
himself (where he can delay the effects, or neutralize it).

8. Apply Poison II — As Apply Poison I, except affects two doses 
(though they can be applied to different surfaces).

9. Neutralize Poison — If the caster concentrates, this spell has a 
50% chance of neutralizing a poison inside himself (modified 
by the potency of the poison). In any case, it delays the effects 
of the poison for the duration of the spell.

10. Work Poison X — As Work Poison V, except affects poisons 
up to 10th level of potency.

11. Venom — The caster can convert any poison that he is 
touching into a venom. The poison will now be effective when 
introduced into the victim’s blood stream (regardless of its 
normal method of affecting the target).

12. Apply Poison III — As Apply Poison II, except affects up to 
three doses.

13. Neutralize Poison True — As Neutralize Poison, except 
chance of neutralizing is 100% (modified by the potency 
of the poison).

14. Transfer Poison II — Caster can transfer a single dose of a 
poison from any target he is touching to any other target that 
he is touching.

15. Venom’s Touch — This spell allows the caster to coat the 
target’s hands with a poison. The target is unaffected by 
the poison.

16. Work Poison True — As Work Poison V, except affects 
any poison.

17. Apply Poison IV — As Apply Poison II, except affects up to 
four doses.

18. Contact Poison — As Venom, except converts the poison into 
a contact poison (a poison that affects its victim upon contact 
with the victim’s skin - regardless of its normal method of 
affecting the target).

19. Transfer Poison III — The caster can transfer a single does 
of a poison in any target he is touching into any other target 
within range of the spell.

20. Venom’s Breath — The caster can ingest a single dose of a 
poison. For the duration of this spell, he will be unaffected by 
the poison. Anytime before the duration expires, the caster 
can attempt to transfer the poison to a single target. The target 
must be no further away than 5’ and the caster’s mouth must 
be capable of delivering the poison (either through a kiss, 
a whisper, spitting, etc.). The target gets an RR to avoid the 
effects of this spell (in addition to the RR for the poison).

25. Venom’s Glare — As Venom’s Breath, except the caster can 
transfer the poison to any single target within the range. The 
caster must be able to cast an obvious, evil glare at the target. 
The target gets an RR to resist the effects of this spell (in 
addition to the RR for the poison).

30. Venom’s Cloud — The caster can disperse a poison into a 
misty cloud. The size of the mist is 1’ radius per dose of the 
poison used. The poison will linger in the area normally until 
the duration of the spell expires (i.e., the mist will be subject to 
wind, etc.). When the duration expires, the poison disperses.

50. Venom’s Sight — As Venom’s Glare, except for the range.

Note 1: Any spell on this list that requires the caster to 
touch a poison automatically gives the caster immunity 
to the effects of the poison for the duration of the spell.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 eroLnosioP retsac -- fles I
)2 IecnatsiseRnosioP retsac lvl/nim01 fles U
)3 InosioPylppA nosiop1 seirav hcuot U
)4 VnosioPkroW nosiop1 seirav hcuot U
)5 sisylanAnosioP nosiop1 -- fles I
)6 *nosioPyaleD retsac lvl/ruoh1 fles sU
)7 InosioPrefsnarT nosiop1 P hcuot F
)8 IInosioPylppA nosiop1 seirav hcuot I
)9 nosioPezilartueN retsac C fles U
)01 XnosioPkroW nosiop1 seirav hcuot U
)11 moneV nosiop1 P hcuot U
)21 IIInosioPylppA nosiop1 seirav hcuot U
)31 eurTnosioPezilartueN retsac C fles U
)41 IInosioPrefsnarT nosiop1 P hcuot F
)51 hcuoTs'moneV tegrat1 lvl/nim01 hcuot F
)61 eurTnosioPkroW nosiop1 seirav hcuot U
)71 VInosioPylppA nosiop1 seirav hcuot U
)81 nosioPtcatnoC nosiop1 P hcuot U
)91 IIInosioPrefsnarT nosiop1 P '01 F
)02 htaerBs'moneV retsac lvl/nim01 fles F
)52 eralGs'moneV nosiop1 lvl/nim01 '001 F
)03 duolCs'moneV seirav lvl/nim01 '01 F
)05 thgiSs'moneV nosiop1 lvl/nim01 lvl/'01 F
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SenSIng

1. Presence — Caster is aware of the presence of all sentient/
thinking being within his range, and their approximate 
location within that range.

2. Sidevision — Caster has a 300° field of vision.
3. Improved Senses — Caster gains a +10 on any and all 

perception style maneuver (i.e. Perception, Tracking, etc.).
4. Clear Sight — Caster can clearly see up to 50’ through non-

solid obstructions such as fog, rain, water, etc.
5. Darkvision — Caster may clearly see up to 20’ in total, 

non-magical darkness. He can see twice as far as normal 
in situations where there is low or little light, and can see 
normally in the daylight. For example, if a torch illuminates a 
20’ radius, this spell allows the caster to see up to 40’.

6. Improved Senses II — As Improved Senses, except that the 
bonus is +20.

7. Remote Sense — Caster may move the focal point of a single 
sense (such as sight or hearing) at a rate of 5’ per round, up to 
a maximum distance of 5’ per level away from his location. He 
may not send his sensing focal point through barriers (a closed 
door is a barrier, a pit or open window is not). The caster must 
select which sense to send at the time of casting, and he loses 
the use of that sense while this spell is in effect.

8. Awareness — As Presence, except for the shorter range and 
that the caster knows the general actions being taken by those 
within the range. Caster learns things like person 20’ north of 
you is casting a spell, but not which spell nor who it is aimed at. 

9. Clear Sight II — As Clear Sight, except that the caster may see 
up to 100’ clearly.

10. Improved Senses III — As Improved Senses, except that the 
bonus is +30.

11. Remote Sense II — As Remote Sense, except that the caster 
may move the focal point for his senses at a rate of 10’ per 
round and he has a maximum range of 10’ per level.

12. Awareness II — As Awareness, except that the caster can sense 
presences in a larger area.

13. Darkvision II — As Darkvision, except that the caster can 
see up to 50’, even in magical darkness, and up to 4 times the 
normal distance if there is some light, and he can see normally 
in daylight.. For example, if a torch illuminates a 20’ radius, this 
spell allows the caster to see up to 80’.

14. Clear Sight III — As Clear Sight, except for a longer duration 
and caster can see a maximum of 150’.

15. Barrier Sight — Caster may see through 1” per level of non-
magical materials.

16. Improved Senses IV — As Improved Senses, except that the 
bonus is +40.

17. Remote Sense III — As Remote Sense II, except the caster may 
move two senses together at the same time or he may move one 
sense and still retain it at his location as well.

18. Clear Sight IV — As Clear Sight III, except that caster can see 
a maximum of 200’.

19. Improved Senses V — As Improved Senses I, except that the 
bonus is +50.

20. Awareness True — As Awareness II, except that the caster 
knows what the specific actions are going to be.

25. Remote Sense True — As Remote Sense III, except that the 
caster can move two senses together and still retain them in his 
location as well.

30. Barrier Sight True — As Barrier Sight, except that the caster 
may see through up to 1” per level of any material.

50. Sensing True — Caster may freely cast any one lower level 
spell from this list at a rate of one spell per round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 *ecneserP lvl/'01 C fleS I
)2 noisivediS fleS lvl/nim01 fleS U
)3 sesneSdevorpmI fleS lvl/nim1 fleS U
)4 thgiSraelC fleS lvl/nim1 fleS U
)5 noisivkraD fleS lvl/nim01 fleS U
)6 IIsesneSdevorpmI fleS lvl/nim1 fleS U
)7 esneSetomeR fleS C fleS U
)8 *ssenerawA R'03 C fleS I
)9 IIthgiSraelC fleS lvl/nim1 fleS U
)01 IIIsesneSdevorpmI fleS lvl/nim1 fleS U
)11 IIesneSetomeR fleS C fleS U
)21 *IIssenerawA lvl/'01 lvl/nim1 fleS I
)31 eurTnoisivkraD fleS lvl/nim01 fleS U
)41 IIIthgiSraelC fleS lvl/nim01 fleS U
)51 thgiSreirraB fleS C fleS U
)61 VIsesneSdevorpmI fleS lvl/nim1 fleS U
)71 IIIesneSetomeR fleS C fleS U
)81 VIthgiSraelC fleS lvl/nim01 fleS U
)91 VsesneSdevorpmI fleS lvl/nim1 fleS U
)02 *eurTssenerawA lvl/'01 lvl/nim01 fleS I
)52 eurTesneSetomeR fleS C fleS U
)03 eurTthgiSreirraB fleS C fleS U
)05 eurTgnisneS fleS lvl/dnr1 fleS F
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SurvIval maStery

1. Internal Sustenance — Allows the caster to go without 
food or water and not suffer any ill effects (i.e. provides 
nutrition and water for 1 day). This spell may not be used 
for a number of consecutive days greater than the casters 
level. Once the caster stops using this spell, he cannot 
use it again for a number of days equal to the number of 
consecutive days it was used (i.e. if used for 5 days, then it 
cannot be used again for another 5 days).

2. Water Finding I — Caster can locate any natural source of 
running water, exposed groundwater, etc., exceeding 1 gallon 
within a 1 mile radius. He will know approximate size and 
quality of source.

3. Turn Animal I — Target animal must make a RR or flee from 
the caster for 1 round for every 10 points that it fails the RR.

4. Fire Starting — Allows the caster to set a fire of 1’ radius. Fire 
will burn as long as there is fuel. A target within the radius will 
take an “A” Heat critical during the round that the fire ignites. 

5. Water Purification — Allows the caster to purify a number of 
gallons of water equal to his level.

6. Nature’s Protection — Target is protected from any natural 
cold or heat (treat as if target were in 70°F temperature). 
Target also receives a +20 to all RRs vs. Heat/Cold; +20 DB vs. 
elemental cold/ice and fire/heat attacks. If the target is more 
than 10’ from the caster at any time, the spell is cancelled.

7. Food Finding I — Caster learns location, type, and 
approximate quantity of edible food (e.g. dead animal matter, 
plants, etc.) within the 1 mile radius. The food source must 
exceed 1 pound in weight.

8. Turn Animal V — As Turn Animal I, except that it affects up to 
5 animals.

9. Sustenance Purification — This spell neutralizes abnormal 
diseases, poisons, and other similar substances from a one day’s 
supply of food and/or water. It will not neutralize a poison or 
similar substance that is a natural part of the food (i.e. it will 
not neutralize the poison in poison mushrooms).

10. Shelter Finding I —Caster learns the location, type, and 
approximate size of any waterproof, covered space exceeding 
125 cubic feet. The shelter must have an entry (exceeding 2’ R) 
opening into open air.

11. Create Shelter I — Caster is able to create a cave in the 
surrounding terrain, shaped in any shape he wants, so long 
as the total volume does not exceed 1,000 cubic feet. This 
cave will be stable, and will return to its natural state at the 
end of the spell.

12. Water Finding II — As Water Finding I, except for it having a 
10 mile radius.

13. Turn Animal X — As Turn Animal I, except that it affects up 
to 10 animals.

14. Food Finding II — As Food Finding I, except for it having a 
10 mile radius.

15. Shelter Finding II — As Shelter Finding I, except for it having 
a 10 mile radius.

16. Sustenance Purification True — As Sustenance Purification, 
except that it will also remove any natural poisons or similar 
substances from foods (i.e. it will make poison mushroom be 
edible and not poisonous).

17. Create Shelter II — As Create Shelter I, except that the total 
volume of the cave is 3,000 cubic feet.

18. Water Finding True — As Water Finding I, except for it 
having a radius equal to 1 mile per level of the caster.

19. Food Finding True — As Food Finding I, except for it having 
a radius equal to 1 mile per level of the caster.

20. Shelter Finding True — As Shelter Finding I, except for it 
having a radius equal to 1 mile per level of the caster.

25. Turn Animal True — As Turn Animal I, except that it affects 
up to 1 animal per level of the caster.

30. Create Shelter True — As Create Shelter II, except that the 
duration is permanent.

50. Survival Mastery — Caster may freely cast any one lower level 
spell from this list at a rate of one spell per round.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 ecnanetsuSlanretnI retsac yad1 fles U
)2 IgnidniFretaW Rim1 - fles I
)3 IlaminAnruT lamina1 seirav '001 mF
)4 gnitratSeriF R'1 - '1 E
)5 noitacifiruPretaW seirav - hcuot U
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)7 IgnidniFdooF Rim1 - fles I
)8 VlaminAnruT slamina5 seirav '001 mF
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)01 IgnidniFretlehS Rim1 - fles I
)11 IretlehSetaerC tfuc000,1 yad1 '01 U
)21 IIgnidniFretaW Rim01 - fles I
)31 XlaminAnruT slamina01 seirav '001 mF
)41 IIgnidniFdooF Rim01 - fles I
)51 IIgnidniFretlehS Rim01 - fles I
)61 eurT.ruPecnanetsuS seirav P hcuot U
)71 IIretlehSetaerC tfuc000,3 yad1 '01 U
)81 eurTgnidniFretaW lvl/Rim1 - fles I
)91 eurTgnidniFdooF lvl/Rim1 - fles I
)02 eurTgnidniFretlehS lvl/Rim1 - fles I
)52 eurTlaminAnruT lvl/lamina1 seirav '001 mF
)03 eurTretlehSetaerC tfuc000,3 P '01 U
)05 yretsaMlavivruS retsac lvl/nim1 fles U
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arCane Spell lIStS

8. Minor Death Rune — This Bladerune causes the item to act 
as an item “of Slaying” vs. a particular race or type of creature 
(chosen by caster when the Bladerune was created). On the first 
hit against that type of foe that achieves a critical result, the 
wielder is permitted an additional roll on the Slaying Table; the 
Bladerune then fades.

9. Cleaving Rune — If an attack with a weapon having this 
Bladerune succeeds in causing a critical that specifies a body 
area, any armor that the item has struck will be shattered 
and rendered useless or bones in an unarmored area will be 
shattered. If such an attack delivers only concussion hits or 
a critical that does not specify a body part, roll randomly to 
see if the target’s weapon or his shield is shattered (normally 
30%/70%). Magic items and natural material (i.e., “bones”, 
hide, skin, etc) receive a RR, and will not be affected if 
successful. After one item/area is shattered the Bladerune fades 
(even if the item/area resists).

10. Long Flight Rune — Allows a normally unthrowable weapon 
to be thrown with its normal melee OB and range mods as for 
a light crossbow or allows a throwable weapon to be thrown 
using Long Bow ranges (with penalties halved) or allows a 
missile weapon to multiply its ranges by a factor of four. It 
fades after one use.

11. Resistance Rune — Causes the wielder to make all RR’s as if 
he were ten levels higher. The Bladerune fades when it allows 
the wielder to resist an effect (spell, poison, etc.) that would 
have otherwise affected him.

12. Long Return Rune — As Return Rune, but the item 
teleports back to the wielder’s hand (may travel through 
intervening obstacles).

13. Weapon Rune III — As Weapon Rune I, except the weapon’s 
OB is increased by +30.

14. Etched Rune — When this spell is cast immediately before 
another Bladerune spell, the second spell is “etched” into the 
item’s aura. The effect of this is: a faded Bladerune may be re-
charged with the Renew Rune spell or the faded Bladerune will 
recharge itself in exactly 24 hours. Each time an Etched Rune is 
recharged, there is a 10% chance that the Etched Rune will fade 
permanently. The GM may wish to increase or decrease this 
percentage to control the power of this spell.

15. Renew Rune — Recharges any one faded Etched Rune.
16. Defender Rune — In the round in which the wielder wills 

this Bladerune to activate, the wielder may use his entire 
OB to parry every melee attack directed against him. He 
may parry even if he has suffered an “unable to parry” 
result. However, any penalties for being stunned, etc., still 
affect his OB normally.

17. Spell Rune — The caster may use this Bladerune to store 
any one spell, which may be cast at a later time when a 
wielder “wills” it. The Power Points must be spent for both 
the Bladerune and the stored spell. There is a limit to the 
number of Spell Runes that may be cast on an item. The 
total number of “levels” of spells stored may not exceed 
three times the item’s Bladerune capacity.

bladeruneS

1. Prime — The caster prepares the item’s aura to receive 
Bladerunes. This spell also determines exactly what Bladerunes 
are already on an item (if any).

2. Weapon Rune I — Increases the item’s OB by 10 once it has 
been activated. This bonus will last until the wielder makes an 
attack that does damage (i.e. if the wielder’s attack does zero 
damage, the Bladerune remains).

3. Empathy Rune — When this Bladerune is successfully cast, the 
item attunes itself to one wielder as defined by the Caster. This 
wielder must be present and also touch the item. The wielder 
may then activate any other Bladerunes on the item without a 
Runes skill roll being required (see Note 2 below). 

4. Shield Rune — When cast just before a Weapon Rune spell, the 
Weapon Rune normal OB bonus becomes a DB bonus instead. 
Once activated, the bonus to DB remains until it is used to 
prevent an attack (i.e. a shield used for DB, or a weapon used 
to parry). The combination of these 2 Bladerunes counts as a 
single Bladerune against the item’s capacity.

5. Weapon Rune II — As Weapon Rune I, except the weapon’s OB 
is increased by +20.

6. Haste Rune — Wielder has 200% activity for the round after 
this Bladerune is activated. 

7. Return Rune — Whenever the item is thrown or fired (as 
from a bow), the item flies back to the wielder who may 
catch it if desired (otherwise it falls at his feet). Travel is 
very rapid (approx. 2000’/rnd), but the item cannot pass 
through intervening obstacles. This Bladerune will activate 
automatically if the weapon is thrown, and then it will fade 
after that one use.

lvL llepS tceffEfoaerA noitaruD egnaR epyT
)1 emirP meti1 — hcuot I/U
)2 IenuRnopaeW nopaew1 seirav hcuot U
)3 enuRyhtapmE meti1 P hcuot U
)4 enuRdleihS meti1 seirav hcuot U
)5 IIenuRnopaeW nopaew1 seirav hcuot U
)6 enuRetsaH meti1 seirav hcuot U
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)31 IIIenuRnopaeW nopaew1 seirav hcuot U
)41 enuRdehctE meti1 seirav hcuot U
)51 enuRweneR enurdehcte1 seirav hcuot U
)61 enuRrednefeD meti1 seirav hcuot U
)71 enuRllepS meti1 seirav hcuot U
)81 VIenuRnopaeW nopaew1 seirav hcuot U
)91 enuRrewoP meti1 seirav hcuot U
)02 enuRecroF nopaew1 seirav hcuot U
)52 hcraeseRsenuredalB — — fles I
)03 ycnenamreP enuredalb1 seirav hcuot U
)05 enuRkcalB nopaew1 seirav hcuot U
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18. Weapon Rune IV — As Weapon Rune I, except the weapon’s 
OB is increased by +40.

19. Power Rune — The caster may store Power Points in the item 
up to double the item’s Bladerune capacity. The wielder may 
use these Power Points at any later time. However, Power Points 
stored in this way may not be multiplied in any way (such as by 
a Spell Bonus device).

20. Force Rune — The wielder of the item may (before he makes 
an attack) “will” that this Bladerune be used in that attack. If 
the attack succeeds in causing a critical result, the attack will 
cause an additional critical equal in severity to the original 
(use a separate dice roll). The type of additional critical is pre-
selected by the caster when the Bladerune is cast.

25. Bladerune Research — This spell is used as a Lord Research 
spell (see Spell Law), but specifically for creating new 
Bladerune types designed by the caster.

30. Permanency — The caster may cast this spell in conjunction 
with any Bladerune spell. It makes that Bladerune permanent. 
This spell, in addition to the normal chances of failing 
when being cast, has an addition 10% of failing to make the 
Bladerune permanent that must be checked separately. If this 
spell is ever cast with ESF, all ESF mods are also added to this 
base 10% chance.  If the Permanency fails, the following effects 
take place: 1) The item’s Bladerune capacity is permanently 
reduced by 1. 2) The caster receives a point blank Fireball (+50 
OB). 3) The item must resist a 30th level magical attack or be 
destroyed.  See Note 7 below.

50. Black Rune — As Force Rune except that the additional 
critical is rolled on the “Slaying” column of the Large Creature 
Table (or the “Super-Large” if the target is Super Large).

Note 1: All “runes” on this list are called Bladerunes. 
They may only be used on non-magical items, 
though high quality items will often hold Bladerunes 
better. Each +5 quality/material bonus that an item 
has reduces all failure or fading changes by 1% (see 
Etched Runes, and Permanency).

Note 2: Unless the item contains the Empathy 
Rune, activating a Bladerune requires a Rune skill 
roll to activate. This activation requires 50% of the 
character’s activity in the round that the Rune is 
activated. With the Empathy Rune, activation only 
requires 10%. 

Note 3: Bladerunes are considered to be a lesser form 
of enchantment because they are temporary. Once 
activated, they will normally fade from use. The Prime 
spell prepares the aura of items to receive and hold 
Bladerunes. If cast on an item that has already been 
primed, it will simply reveal the rune capacity of the item.

Note 4: Bladerunes can be affected by cancel or dispels. 
Bladerunes resist using their spell level, not the caster’s level.

Note 5: Only a single Bladerune of any given type may 
be active at one time. However, multiple Bladerunes, of 
different types, may be active at the same time. So, while 
only one Weapon Rune may be active at a time, a character 
may have a Weapon Rune, a Shield Rune, a Haste Rune, 
and other Bladerunes all active at the same time.

Note 6: Weapons have a Bladerune capacity equal 
to 2 + 1 per each foot of length, up to a maximum 
capacity of 10, thus a 4’ long sword will have a rune 
capacity of 6, while a 1’ long dagger will have a rune 
capacity of 3. Shields have rune capacities as follows: 
Target (5),  Normal (8), Full (10), Wall (15).  Bracers, 
gauntlets, greaves and helms all have a rune capacity 
of 4. Breastplates and/or jackets or shirts (of armor) 
have a rune capacity of 10. Items such as bracelets and 
amulets have a rune capacity of 2. The GM should 
be able to these given capacities to determine the 
capacities of any items not listed.

Note 7: Permanency will make the effects of most 
Bladerunes constant. However, there are a few 
exceptions. The Bladerunes Haste Rune, Defender Rune, 
and Spell Rune must still be activated to be used. These 
three runes are also only usable once every other round 
if they are made permanent. Permanency may not be 
used on the Empathy Rune, or Etched Rune.
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earthblood’S wayS

1. Detect Earthblood — Caster determines whether he is within 
the radius of an Earthnode (see page 81). If the answer is 
yes, he learns the direction and distance to the center of the 
Earthnode, and the size of the Earthnode.

2. Nodestore — Caster memorizes the location of an Earthnode if 
he is currently within the radius of one, and attunes himself to 
it for the purpose of throwing the various Earthgate and other 
spells on this list. This spell takes 1 hour to perform.

3. Earthpresence — Each round the caster may concentrate on an 
area (up to 100’R) within the Earthnode that he is in. He will 
be aware of the presence of all sentient/thinking beings within 
that area. Spell has no effect outside an Earthnode.

4. Earthcalm — The target is immune to any fear or panic type 
effects for the duration of the spell.

5. Nodeguide — Caster learns the direction and distance to the 
nearest Major Earthnode.

6. Earthsense — If this spell is active, the caster will 
immediately become aware of any “familiar” presences 
in the same Earthnode as the caster. “Familiar”, for this 
spell, is defined as any intelligent being with whom the 
caster has previously observed or communicated with for 
at least 5 minutes. The caster will not learn the location of 
the familiar presence(s) within the Earthnode, but he will 
know the identity of the being(s).

7. Earth’s Door — If the target is currently within an Earthnode, 
the caster may teleport the target to some other location within 
the same Earthnode. The following chances for failing exist: 
Never seen place (only described) = 50%; been briefly (1 hr) 
= 25%; Studied (24 hr) = 10%; Studied carefully (1 week) 
=1%; Lived in (1 yr) = .01 %. In case of failure: first determine 
direction of error (randomly), then determine amount of 
error (make an open-ended roll for # of feet). If this spell 
is imbedded into a location within an Earthnode, it may be 
designed to teleport any being entering the location to another 
specific location within the same Earthnode.

8. Earthblood’s Awareness — As Earthpresence, plus a 
general knowledge of the actions of each being within the 
Earthnode (e.g., being is casting a spell but does not know 
what spell is being cast).

9. Earthblood Gather — Caster may recover used Power Points 
by absorbing power directly from the Earthnode that he is in. 
The caster may absorb 1 power point for every two minutes 
that he concentrates. Note that the caster must still spend the 
9pp for this spell. The caster may never increase Power Points 
beyond his maximum. 

10. Earthgate — Caster may teleport the target to any Major 
Earthnode that he has Nodestored and which is within 10 mi/
lvl of the caster. Possibility for teleport failure is l%.

11. Earthmight — Target absorbs power directly from the 
Earthnode (that the caster is in) into his body. The target 
gains the size, strength, physical abilities and defenses (but not 
appearance or sunlight problems) of a Troll as defined in RMC 
Creatures & Treasures (RMC C&T - starting on p. 117), The 
GM should determine the type of Troll based upon the primary 
type of terrain for the Earthnode: Cave Troll (underground and 
near caves); Forest Troll (in woods and forests); Snow Troll (on 
glaciers and snow fields); Hill Troll (in mountains and hills); 
and Stone Troll (almost everywhere else). The GM should only 
allow Mountain and War Trolls in very rare instances.

12. Earthcommune — If the Caster is within an Earthnode he 
has Nodestored, he may ask a single question that might be 
answered “yes” or “no” and he will know the correct answer. 
This power may be used only once per day and only once per 
week at a given Earthnode.

13. Earthkeep — Upon receiving a death blow, if the caster is 
within an Earthnode that he has Nodestored, the caster goes 
into a state of suspended animation, until they are cured, their 
brain is destroyed, or the maximum duration (lvl x 2 hours) 
is exceeded. If the caster’s body cannot be revived within the 
maximum duration, the caster will die unless his soul can be 
kept from leaving his body by other means.

14. Earthcloak — Caster is undetectable by sight, sound, smell, or 
“Detects” so long as he remains in the Earthnode in which he 
cast the spell and he does not cast any other magic, move faster 
than a walk, make an attack, or suffer or give a violent blow.

15. Earthgate True — As Earthgate, except that caster may 
also teleport the target to minor Earthnodes which he has 
Nodestored and the distance limit is now 20 mi/lvl.

16. Earthalarm — When in an Earthnode, the caster may 
designate that Earthnode or one area within that Earthnode. 
If that area is entered by an unauthorized presence 
(specified by caster when the spell is cast), an alarm will be 
“sounded”. The alarm will alert the caster at any distance. 
Within the disturbed area, the alarm may be silent or may 
make a loud raucous, according to the caster’s specifications 
when the spell was cast. The caster may never have more 
than one of these spells active at any one time.
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17. Greater Earthmight — As Earthmight, except the 
characteristics gained are those of a Giant (RMC C&T, p. 117) 
and the target also gains the Giant’s inherent magical abilities 
(this includes spells but not Power Points). The GM should 
determine the type of Giant based upon the primary type of 
terrain for the Earthnode: Fire Giant (in volcanoes and lava 
fields), Forest Giant (in woods and forests), Frost Giant (on 
glaciers and snow fields), Hill Giant (in mountains and hills), 
Water Giant (in lakes, rivers and the sea), and Stone Giant 
(almost everywhere else). The GM should only allow Cloud, 
Mountain, and Storm Giants in very rare instances.

18. Earthbeast — If the Caster is within an Earthnode he has 
Nodestored, he creates a vicious Earthbeast from the power 
of the Earthnode. The beast is of animal intelligence, but 
innately knows and understands the layout of this Earthnode 
to the extent of the caster’s knowledge, and will follow simple 
commands from the caster (even those which will result in 
the destruction of the Earthbeast). The Earthbeast may be 
of the form and physical characteristics of any of the mature 
Lesser Drakes (RMC C&T p. 56). At the end of the duration, 
the Earthbeast disperses back into pure magical energy and is 
reabsorbed into the Earthnode whence it was created.

19. Earthjar — As Earthkeeping above except if the duration is 
exceeded, the caster’s soul remains within the Earthnode rather 
than going away into the appropriate after-life. For a period 
following the soul’s departure of 1 day/lvl the caster is “in” the 
Earthnode and may re-enter his own body if it is healed and 
within the Earthnode or he may enter and possess another 
dead body which has been made capable of life. If none of 
these conditions are fulfilled within the 1 day/lvl duration, the 
caster will reform into one of the “greater” or “major” undead 
(RMC C&T p. 90), and will usually adopt its normal alignment 
and character (GM’s option). The caster may intentionally 
depart his own body (or any other body he has “obtained” 
prematurely) to enter without corpus into the Earthnode as 
outlined above. The timing of the 1 day/lvl limit begins the 
moment the caster enters the Earthnode without a body.

20. Mass Earthgate — As Earthgate True except that the 
Caster may transport to any Earthnode within 30 mi/lvl 
which he has Nodestored. The Caster may also take along 
“passengers” and “baggage” at an additional power cost of 
1 PP per 50-pound unit. 

Example: The Caster is going to teleport himself, a 
220-pound fighter, an 80-pound thief, and 3 pieces of 
baggage weighing 110, 70, and 35 pounds. Total power 
point cost of the trip is 33 Power Points as follows: 20 
points for the spell (which teleports the Caster), 5 for 
the fighter (4 complete 50 pound units plus a fraction of 
another), 2 for the thief, 3 for the 110 pound piece, 2 for 
the 70, and 1 for the 35.

25. Earthblood Generation — If the caster is within an 
Earthnode which he has Nodestored, he will heal all damage 
(except a destroyed brain) over the course of 10-100 hours.

30. Earth Summons — As Earthbeast above except the caster may 
form any number and type of creatures from the Earthnode 
whose total levels do not exceed the caster’s levels. No matter 
what forms are chosen, the beasts normally have none of the 
special abilities of the actual creatures and they still have only 
animal intelligence. The GM may allow special abilities directly 
related to the primary terrain of the Earthnode (e.g., flame-
related abilities at a volcano, ice or cold abilities on a glacier, 
water abilities in the sea, etc.).

50. Earthguardian — The caster may commission a willing 
target to be an “eternal” guardian of the Earthnode, following 
instructions that the caster gives. So long as the being fulfills 
the conditions of the contract he will not age and if injured 
will automatically regenerate 1 hit/rd and gradually heal all 
other injuries. The conditions of the contract may vary but 
all contracts must contain the following: the being must 
have submitted to this of his own free will, he will submit to 
the wishes of the caster, he may not leave the radius of the 
Earthnode, and he will defend the caster and the Earthnode. 
If a guardian breaks the contract he will resume aging at the 
normal rate, but will not suffer aging for all the time he has 
been a guardian.
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entIty maStery

1. Familiar — The caster can attune himself to a small creature of 
animal intelligence to serve as their familiar. The caster must 
obtain the creature through normal means (can be no more 
than 10% of caster’s own mass) and cast the spell on the animal 
once/day for 1 week (concentrating for 2 hours/day). The 
caster can then control the familiar and view the world through 
its senses by concentrating on it (must be within 50’/level). If 
the animal is killed the caster will have a -25 modification all 
actions for 2 weeks.

2. Detect Entity — Allows the caster to detect the presence 
of artificial beings and entities from other planes. He only 
receives a rough estimate of their direction and distance, 
not what they are doing.

3. Homunculus — Allows the caster to create a homunculus 
that will function as his familiar. The caster must obtain a 
vat or caldron with a capacity of at least two cubic feet. For 
12 days the caster must put his own blood into the vat (5 
points damage to himself each day), casting this spell each 
day. On the 13th day, the caster puts twice as much of his 
own blood into the vat, and then places his familiar into 
the vat. The familiar is “absorbed”, but the caster does not 
suffer the normal penalties associated with its death. Then 
this spell is cast for the final time and the homunculus is 
generated. During this process the caster must cast this spell 
each day and any spell failure means that he must start over. 

4. Minor Construct Spirit — Forms and animates a Minor 
Construct body.

5. Servant Spirit — Creates a “Servant” (a very minor elemental) 
from a nearby source of the element as described in C&T.

6. Command I — As Demon Mastery I on the Evil Magician list: 
Dark Summons, except that any artificial being or elemental of 
5th level or less may be “mastered” if its creator is not present 
or “in contact” with the artificial being. This spell succeeds 
automatically for the creator of the target (unless the spell 
fails), but RR’s apply if anyone else casts this spell. If the spell 
is not successful, the target will attack the caster. In addition, 
the permanently animated artificial beings (golems, constructs, 
and shards) may be given instructions that they will follow 
outside of the normal command range of this spell.

7. Minor Golem Spirit — As Minor Construct Spirit except that 
golems of 5th level may be formed and animated.

8. Lesser Warder Spirit — To use this spell the caster must 
first pay the level of the warder squared in gold pieces (for 
Alchemical solutions). Immediately the caster must instruct the 
warder concerning its charge (see C&T for more information).

9. Command II — As Command I, except that artificial beings of 
10th level or less may be “mastered”.

10. Lesser Construct Spirit — As Minor Construct Spirit except 
that a Lesser Construct may be formed and animated.

11. Weak Elemental — As Servant Spirit except a weak 
elemental is formed.

12. Lesser Golem Spirit — As Minor Golem Spirit except that 
a greater construct or a golem of 10th level or less may be 
formed and animated.

13. Command III — As Command I, except that artificial beings 
of I5th level or less may be “mastered”.

14. Greater Warder Spirit — As Lesser Warder Spirit except that 
each animal must be larger than 400 pounds and a greater 
warder is created.

15. Major Golem Spirit — As Lesser Golem Spirit except that a 
golem of 15th level or less may be formed and animated.

16. Command IV — As Command I, except that artificial beings 
of 20th level or less may be “mastered”.

17. Guardian’s Spirit — As Weak Elemental except that the 
Guardian (see C&T) generated is permanent (until slain). 
However, it may not move more than 5’ per the caster’s level 
from the location it is to guard.

18. Instability — When used against an artificial being, this 
spell causes the target to unform. Every round that the caster 
concentrates, the entity must attempt to make an RR. If it 
fails, it is limited to 25% of normal movement or combat, may 
not throw spells, is in agony, and loses a percentage of all its 
characteristics equal to the amount by which it failed. When 
the entity is reduced to 0%, it is destroyed and all that remains 
is an amorphous mass of the material that made up its body. 
Any round that the entity succeeds with its RR, the caster 
takes damage equal to 10% of his original total hit points but 
may continue to maintain the spell if he is not prevented by 
some other occurrence. If the entity survives the spell, all its 
reductions and damage done to it are restored.

19. Greater Spirit — As Lesser Golem Spirit except that a golem 
of 25th level or less may be formed and animated or a strong 
elemental may be formed.

20. Command V — As Command I, except that artificial beings of 
25th level or less may be “mastered”.
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25. Golem Spirit True — As Lesser Golem Spirit except that any 
golem may be formed and animated up to the level of the caster.

30. Command VI — As Command I, except that artificial beings 
of up to the caster’s level may be “mastered”.

50. Shard Spirit — The caster must prepare a laboratory for 
the growth and storage of the shards. Because of their bizarre 
configuration and mystical dependence on each other, 5 lesser 
shards must be created before 1 greater shard may be grown. 
The caster must spend gold pieces equal to (Lvl x Lvl x 10) per 
growth tank, where the Lvl refers to the shard to be created. 
These costs are in addition to those mentioned in note A. 
below, and they include the compounds, poisons, gems, and 
creature parts necessary. Each vertically doored vat may only 
grow one shard at a time. In a number of weeks equal to the 
level of the new shard, the thing will come to life.

Note 1:  Many of the spells on this are used to form and 
animate artificial beings, such as golems and constructs. 
The term “artificial beings” equally refers to elementals 
as well. The statistics, descriptions, and all other relevant 
information for these creatures can be found in the RMC 
C&T, in Section 4.4, starting on p. 72. The statistics for 
the Homunculus are found in the table on p. 99, while 
his description is found on p. 103.

Note 2: For each of these a “body” must be formed and 
animated by the appropriate spell. A suggested basic cost 
of a golem or construct body is the level of the resulting 
creature cubed (Lvl x Lvl x Lvl) in gold pieces, plus the cost 
of the materials required to make the body of the creature 
(i.e. a golem made from Eog will cost more than one made 
from steel or clay). The time required to fashion the body is a 
number of consecutive days equal to the level of the creature 
squared (Lvl x Lvl), and the proper spell must be cast at least 
once a day during the creation. If the caster is unable to spend 
the requisite number of consecutive days making the creature 
(i.e. if he is interrupted for 1 or more days), then the total 
time required is automatically doubled (i.e. it normally takes 
9 days to fashion the body of a Minor Construct (3rd level), if 
the caster missed a day for some reason, it would him a total 
of 18 days to finish fashioning the body).

Note 3: The Command and Instability spells may also 
be used on Entities from Other Planes (C&T, p. 78 – i.e. 
demons) only if the GM decides that allowing it fits in 
with the world system of the setting.

Note 4: Elementals, Servants, and Guardians take 
between 2 rounds and their level in rounds to fully 
form (roll randomly or allow the summoner to make a 
maneuver roll with difficulty based upon how quickly he 
is trying to make it form).
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ethereal maStery

1. Blur — Causes caster to appear blurred to attackers subtracting 
10 from all attacks.

2. Shadow — Caster and objects on his person appear to be a 
shadow; and thus are almost invisible in dark areas (e.g., in 
many situations this could be handled with a Stalking/Hiding 
bonus between 25 and 75).

3. Blink — When he concentrates, the caster is able to “blink” 
out of the normal plane for up to a number of rounds equal to 
his level. He will reappear whenever he ceases to concentrate. 
While “blinked out” he has no perception of anything 
occurring during his absence. He returns to exactly the same 
spot with the same orientation as before.

4. Phase Store — Caster stores inanimate material of up to 5 lbs/lvl. 
The material is in an “ethereal storage space” and is completely 
undetectable from the normal plane. The caster must specify a 
storage time (up to 1 day/lvl) after which time the material will 
reappear at the exact spot that it was “stored”. If the caster is at 
the spot where he stored the material, he may cancel the spell 
and retrieve the material. However, there is a 1% chance per day 
stored that someone or something from the ethereal plane will 
take the material and it will not return normally.

5. Phasing — Allows caster to put himself “out of phase”. Caster is 
invisible to those on the normal plane and he can see the normal 
plane only on a very blurred basis (-50 to all perception rolls). 
The caster cannot affect or be affected by anything (attacks, 
spells, etc.) on the normal plane; except that ethereal and 
undead creatures (also similar creatures at the GM’s discretion) 
can perceive and may attack the caster normally (and he may 
perceive and attack them). The caster may move at a rate of 30’/
rnd, but at a risk of “dissembling”. Each round that the caster 
moves, his chance of dissembling is 1%/10’ (or fraction thereof) 
moved that round. If the caster is dissembled, his soul departs his 
body, which then reappears on the normal plane (i.e., he’s dead).

6. Conjuring Circle I — [RR mod: -20] Caster creates a 
“conjuring circle”. If the caster casts the circle around himself, it 
is a sphere of protection vs. beings from other planes (demons, 
certain elementals, etc.). The circle must be at least equal in 
“type” (I-VI) to any attacker (lower type circles do not effect 
higher type creatures). If the caster casts the circle so that he is 
not inside it, a creature from another plane will be summoned. 
If its “type” is at most equal to the type of the circle, it will be 
imprisoned in the sphere; otherwise, the normal reaction is to 
attack the caster and/or nearby associates. Roll to determine 
the type of the creature: if (1-60) the summoned creature will 
be a demon, elemental, etc. (whichever is desired) of equal 
type to the circle; if (61-80), it will be of lower type (if possible, 
otherwise of the same type); if (81-90), it will be a higher type; 
if (91 +), it will be a totally random ethereal summoning. As 
long as the summoned being is imprisoned, the caster may 
attempt to communicate with it and spells from Entity Mastery 
or the Evil Magician base lists may be cast upon it. The caster 
may send the creature away ethereally to perform one simple 
task (kill someone, get an item, deliver this message, etc.); the 
creature will attempt to perform the task (very literally), and 
then will return to the circle (if not destroyed). Performing the 
task must not take more time than the duration of this spell 
and it must not require the creature to travel more than 1 mile/
caster lvl from the location of the circle.

7. Ethereal Room — Creates a 10’x10’x10’ ethereal space that 
is undetectable from the normal plane. The inner surface of 
the room is uneven with lots of protuberances that things 
can be secured to. The space can be entered or exited from 
a 4’x8’ door that appears randomly within 30’ of the caster 
(always in a non-solid area: air or water). The door may be 
entered or exited by anyone, but it is only visible to the caster 
and ethereal and undead creatures. When the duration of 
the spell is up or the caster cancels the spell, everyone and 
everything in the room will reappear in normal space in the 
area immediately adjacent to the door (i.e., if the door is on 
the ground, they will appear on the ground; if the door is in 
the air, they will appear in the air).

8. Shift — When cast during any portion of a round, caster will 
shift away from this plane and back again almost instantly with 
the same orientation (facing). During the shift, he may move 
up to 2.5’ per level from his original position. The caster may 
specify the distance and in which direction he wishes to move, 
but there is a 30% chance that the direction will be random. 
The caster will never materialize in solid material but will 
instead remain on the ethereal plane (see page 78) for 1-100 
rounds and then reappear in an open random area within 2.5’/
lvl of his original position. All attacks directed against him 
in his original position will miss except for area attacks that 
include the destination point as well as the original position. 
However the caster always suffers at least -30 to orientation and 
activity after a blink (for attacks/maneuvers/etc).

9. Ethereal Vision — Caster can see invisible and ethereal objects 
within 5’/lvl (beings, gates, “signposts”, etc.).

10. Conjuring Circle II — As Conjuring Circle I, except that a 
Type II Circle is created.
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11. Ethereal Door — Caster teleports with no error up to 30’/
lvl. He must visualize his destination or specify direction and 
distance. He will not materialize in a solid object but will 
instead be stunned for 1 round and remain on the ethereal 
plane for 1-100 rounds and then return to his original position. 
The caster may fall if he materializes over empty space. 
Reorientation always takes at least one round.

12. Lesser Ethereal Gate — A Lesser gate is opened to the ethereal 
plane, 7’ tall by 4’ wide. It is not visible except on the ethereal 
plane or by ethereal vision. Only creatures “small enough” to 
pass through may pass, though unusually powerful creatures (20 
levels +) may rip the gate, producing a greater gate and come 
through. It should be noted that almost an infinite number of 
gates are visible from the ethereal plane: to many planes, times, 
and places (see page 78). Therefore most persons will become 
lost almost immediately after entering the ethereal plane.

13. Conjuring Circle III — As Conjuring Circle I, except that a 
Type III Circle is created.

14. Voice of Summons — Caster may summon by name any 
being on the ethereal plane or other appropriate planes (see 
page 78). The caster must issue the summons into a gate or be 
ethereal himself. Each round there is a 35% chance the desired 
being will hear and a 15% chance a random being will hear. 
This spell does not control the summoned being though the 
being will be heavily influenced (-20 RR) to come to the caster.

15. Traveler — Caster may move into and on the ethereal plane. 
This spell must be cast again to move back onto the normal 
plane (at his original position) unless the caster passes through 
a gate/is summoned/etc.

16. Conjuring Circle IV — As Conjuring Circle I, except that a 
Type IV Circle is created.

17. Signpost — Allows the caster to make some form of 
identifying mark on the “inside” (ethereal side) of an ethereal 
gate. The spell must be cast from the ethereal plane and serves 
simply to identify a gate otherwise identical to the infinite 
number of other gates. This virtually assures knowing the 
destination of a gate marked by the caster. This spell may also 
be used to change or erase already existing “signposts” belong 
to the caster. This spell does allow the caster to read, change, or 
erase “signposts” created by other casters.

18. Contact Other Plane — Caster sends his mind to another 
plane for advice, information, etc. from a random being. 
Probabilities of truthfulness, willingness, knowledge, ability, 
etc. are determined by characteristics of the being contacted. 
There is a chance of temporary insanity (min 10 weeks) based 
upon the nature of the plane (see page 78) contacted: another 
prime 10%; elemental plane 20%; Unique Planes 30%; the 
Eternal Planes 40%; a Planes of the Dead 50%; The Infernal 
Planes 60%; etc.

19. Conjuring Circle V — As Conjuring Circle I, except that a 
Type V Circle is created.

20. Greater Ethereal Gate — As Lesser Ethereal Gate except 
that any creature may pass through with no effort. “Visible” 
dimensions usually about 20’ high by 20’ wide.

25. Planar Displacement — Transport target to a randomly 
determined plane. If this spell is cast against non-magic users it 
is possible that they may never be seen again.

30. Conjuring Circle VI — As Conjuring Circle I, except that a 
Type VI Circle is created.

50. Disjunction — All magic effects and magic items in the 
radius except those on the caster’s person must make a RR. 
Items failing by more than 100% are disjoined (separated 
into their separate magical components and thus usually 
destroyed). Each item failing by 61- 100% is affected by a 
Planar Displacement spell (see above). Each item failing by 
01-60 is affected by a Shift spell (see above) of the caster’s level 
(random distance and direction for each item so affected). 
Special artifacts and very powerful items may be given special 
RR modifiers by the GM.

Note: § — These spells have a 1-10% chance of triggering 
a random ethereal encounter (see page 79). The GM 
should vary this in general or on a case-by-case basis.

Note: It should be noted that this list contains among the 
most dangerous spells ever researched. Therefore most 
magical libraries are required by local authorities to make 
these spells available only to those who have secured a permit 
specifying permission/time/place of study or use. Many 
authorities also require testing of the user’s mental stability 
and national loyalties by a certified specialist. See page 78 for 
details concerning the nature of the Ethereal plane.
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optIonal ruleS

alternate planeS
The concept of other worlds, times, and planes existing next to 

the “real” world is common to many works of fantasy, mythology, 
and religion. Such factors are key to creating a campaign game or 
world for fantasy role-playing.

A plane is a single universe with its own distinctive component 
characteristics of energy, matter, physics, and life. The total universe 
is made up of an infinite number of planes (also called variant 
realities). A single plane is often radically different from any others 
in terms of its component characteristics or at least, its history. The 
universe we are aware of is just one of the myriad planes.

Rolemaster already contains the concept of alternate planes of 
reality.  We have both Demons of the Pales, and Demons of the 
Void. The Pales is the name given to a relatively small collection of 
planes from which many types of demons, and beyond the Pales is 
the Void, yet another plane, but a formless one, often considered 
to be beyond all other planes.

There are potentially an infinite number of planes of existence, 
so a comprehensive listing with descriptions of each is entirely 
impossible. However, the planes can be divided into several main 
classifications. Each is described below, sometimes with one or 
more sub-classifications.

Inner planeS

This classification refers to those planes closest to the main 
or prime material plane (the plane that the characters are from). 
Even then, there are a number of possibilities.

When most scholars discuss the Inner Planes, they are referring 
solely to the Astral and Ethereal Planes, and not the Alternate 
Primes or Variant History Planes as these latter two are the 
hardest planes to reach.

In this section, we cover a wide variety of rules options that can 
be used with your game. All of the options affect magic and the 
use of magic within the game. Some options just add more flavor 
to the game, such as Arcane magic or Alternate Planes of existence 
and Earthnodes, while other options will change how the game 
actually functions in some respects, such as a faster method of 
regaining Power Points, or a new method to determine the casting 
level of a spell, or changes to how long it takes to cast a spell.

It is strongly recommended that the GM read all of the options 
over very carefully before including any of them. Certain specific 
combinations of options may be unbalanced when used together, 
and it is possible that there are multiple options that cover the 
same area of the rules.

The GM should always carefully consider what options to 
include, and how those options may interact with the rules and 
any other options that he may be using.

alternate realmS
In RMC, the Monk is an Essence user and the Bard is a 

Mentalism user. With this option, the GM can swap the realms 
associated with these two professions to have an Essence Bard and 
a Mentalism Monk.

Additionally, the GM should feel free to use the Beastmaster 
profession as either a Channeling or Essence profession in 
addition to its normal Mentalism Realm.

When changing the realm associated with a given profession, 
the GM needs to change the Prime Requisite stats of the 
profession so that its realm stat (i.e. Intuition for Channeling, 
Empathy for Essence, and Presence for Mentalism) is the proper 
for the new realm that the profession is moved to.
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Astral Plane: The Astral Plane is a plane of existence that lies 
closest to the material plane. It appears as an odd reflection 
of the material world, except that instead of seeing the 
normal shapes of things, a person on Astral Plane will see 
the auras of those on the material plane. Non-living things 
have no aura and appear in shades of grey, and the auras of 
creatures will vary in color due to their nature. Vegetarian 
creatures will have a brownish aura, while those who eat 
meat will reddish-brown aura. Sentient races will often 
have various colored auras, with the most common being 
a yellow-gold to a white-blue color. Sentient being who 
have killed for some reason will have bright red highlights 
swirling through their aura, and those who are evil will have 
black tendrils mixing with theirs.

Alternate Primes: These support life in much the same way 
as the plane that the characters are from. However, there 
can be extreme differences in flora, fauna, sentient life, 
differences in how magic works, or even a nearly complete 
lack of magic altogether, variations in the laws of nature, 
etc. The variations can and quite likely do range from the 
extremely minor to the extremely major in their impact and 
implications for those who travel the planar landscape.

Alternate History Planes: These are similar to other planes but 
differ from them in their history. Different battles are won 
or lost. Different events, lives and deaths, make these planes 
interesting and confusing to those familiar with a different 
planar history. These places may appear similar in some ways 
to another plane but can be very different in other ways. 

outer planeS

Beyond the Inner Planes, lay the Outer Planes. These are harder 
to reach, and the beings from these realms often have unusual 
powers and abilities. It is from these planes that many summoned 
creatures or beings come from.

Upper or Eternal Planes: These are the planes associated with 
those beings and spirits of immeasurable power whose 
intent is usually benign or at the very least neutral towards 
the material planes. Beyond the Upper planes lays the realm 
known as the Source, or the True Light.

Lower or Infernal Planes: These planes are associated with 
those beings and spirits of immense power whose intent 
towards the material planes is inimical in nature. The 
goals of these beings range from corruption to outright 
destruction. These planes are home to the beings known as 
demons as devils. What often saves the material realms from 
their attentions is the fact that demons and devils are usually 
at war with one another. Beyond these planes lay the Void, 
thought to be the source of all things evil, and home to the 
most powerful entities of evil.

Planes of the Dead: This is a generic term referring to one of 
many planes where the souls of the dead go for the afterlife, 
be it for eternal paradise or eternal torment. It also includes 
the Plane of the Undeath, the place that the souls of the 
undead gain their abilities from. 

Elemental Planes: Each of the Elemental Planes is devoted to 
a single element. The plane contains regions that may be 
habitable or at least tolerable to mortals, but there just as 
many regions that won’t support mortal life. The planes are 
filled with a myriad of life forms, collectively referred to as 
elementals. Many of these creatures mirror creatures found 
in the material realms. 

Unique Planes: In addition to the Upper and Lower Planes, 
there are any number of unique planes, sometimes referred 
to as pocket dimensions. These planes are often fully self-
contained, and it isn’t unusual for a whole pantheon of deities 
to dwell within a unique plane, or connected series of unique 
planes.  The Norse deities realm of Asgard or the Greek deities 
realm of Olympus (including Hades and Tartarus, Elysian 
Fields, etc.) are some examples of unique planes.

the ethereal plane

The Ethereal Plane is the plane of connection or transport. 
It is the medium that must traversed to move from one plane 
to another. Even very powerful gates which link varied planes 
directly (such as those which communicate to a deity, or summon 
a demon) must have some root in the Ethereal Plane – an 
alteration in the Ethereal Plane which permits the new link to 
exist – a “short cut” so to speak. A more “normal”, certainly less 
power-consuming method, is to move through a gate (door, 
access) from the plane you are residing in into the Ethereal Plane, 
and then, to move from there to your destination plane. Even this 
lesser process is fraught with its danger.

The Ethereal Plane can be quite confusing and frustrating. It 
appears as a great misty plain, perpetually in shadow. There is 
sufficient light (its source is unknown – perhaps it is the diffused 
radiance of the gates, or the charge of a magic-rich atmosphere) 
for a common man to perceive by sight other beings or objects 
quite clearly up to about 50’. Beyond that range, the fog seems to 
rise up, offering only rare glimpses of what may lay beyond.

There is also a constant layer of swirling opaque fog about 
18 inches deep on the floor. This fog immediately conceals any 
objects dropped within the depth of the fog, leaving anyone 
searching for something the task of groping to find it. 

At what often appears to be random intervals a traveler in this 
misty realm can see gates to other locations, other planes. And 
there seems to be an infinite number of them.

The destination of each of these many gates is not apparent 
from the Ethereal Plane, and the gates are appear identical except 
for two things: the first is its size, as there are lesser and greater 
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gates, each being different in the mass and power of the being or 
beings which can pass through the gate. The second difference 
is markings, as some spell casters have learned ways to mark the 
gates so that they will be recognizable at a later date so that they 
may be used or avoided.

enCounterS

There are beings that exhibit a remarkable innate talent for 
inter-planar travel and who can be encountered when someone 
dares to toy with the magic of the planes. The term “Ethereal 
Encounters” refers to such creatures, or other encounters that 
result from Ethereally related magic, travel, or even a locale that is, 
for some reason, unusually well linked to the Ethereal or another 
plane.

An Ethereal encounter can be impossibly unpredictable since 
the beings that can wander the planes are myriad both in form 
and in outlook. Demons, angels, genii, elementals, powerful 
undead, benevolent beings such as the ki-rin, or terrible evils such 
as Ordainers are all known wanderers of the planes.

A GM can use the encounter tables in Creatures & Treasures 
if he needs to determine the nature of a random or wandering 
Ethereal encounter. Some of the specific tables for this in C&T 
are: Universal Monsters (p 204-205), X-over Points (p 206-207), 
Burial Areas (p 206-207), Ruins (p 206-207), and Enchanted 
Areas (p 206-207). 

The GM might determine which table is to be used randomly, 
or he might select one based on the nature of his campaign or 
the location of the encounter (burial areas, ruins, etc). A glance 
at these tables is all that is required to see that such an event will 
almost always be very dramatic and significant as a great many of 
these beings are truly awesome in power.

arCane magIC
There are a couple of schools of thought about the nature of 

Arcane Magic.
According to one school of thought, Arcane Magic is a more 

primal method of tapping into what is believed to be the real, 
single source (i.e. the Ethereal Plane) of magical energy, mana, 
in order to cast spells. It is felt that this more primal method 
of accessing mana, while more dangerous, also allows for more 
powerful spells to be cast. 

A second school of thought believes that Arcane Magic is 
simply an over-powered Hybrid of the three realms, much like 
how a Mystic combines the realms of Essence and Mentalism for 
his spells. Coincidentally, this school of thought also considers 
that this method is more dangerous than standard, but also 
allowing for more powerful spells to be cast.

There are other schools of thought on Arcane Magic as well, 
but essentially, they all come to the same conclusion. Arcane 
Magic is dangerous, but it allows for more powerful spells.

What is important to understand is that when discussing Arcane 
Magic, we are not talking about Arcane Spell Lists. A person who 
learns an Arcane Spell List (see below for more information) does 
not automatically use Arcane Magic, just as a Magician who learns 
a Cleric’s Base List does not automatically use Channeling magic. In 
both cases, the spell user uses his own realm of magic to cast spells, 
regardless of where they originally came from.

There is only one profession that uses Arcane Magic, and who 
may learn Arcane Spell Lists as Base Lists and that is the Archmage 
(see page 5).  He is unique in that he has three realm stats. 

power poIntS

In order to determine the number of Power Points that the 
Archmage has, average all three of his realm stats (Intuition, 
Empathy, and Presence) and use the resulting number for 
determining Power Points.

arCane CaStIng requIrementS

Each realm of magic has its own casting requirements. Hybrid spell 
users must meet the requirements of both of their realms. Arcane spell 
users have their set of casting requirements as follows:
•	 The caster must have at least one hand free.
•	 The caster must be able to speak normally
•	 The caster may not be wearing any armor.
•	 The caster may not be wearing a helm.
•	 The caster may not have more than 20 lbs of organic 

material upon his person.
•	 The caster may not have more than 5 lbs of other metal 

upon his person.
•	 The spell being cast is of equal or lower level than the caster.

arCane fumble range

Spells cast using Arcane Magic will have an unmodified Fumble 
Range of 01-10.

reSIStIng arCane SpellS

When an Archmage casts a spell that requires a Resistance Roll, 
the target of the spell will average together all three of their RR 
modifiers for each realm. This averaged total is then the modifier 
used against arcane spells.

CanCelIng/dISpellIng arCane SpellS

There are currently no spells dedicated to canceling or 
dispelling arcane magic, although it is almost assured that some 
mage somewhere has researched them. However, the existing 
Cancel and Dispel spells found in each realm will still work 
against arcane magic, though at a reduced effectiveness.  

If a canceling or dispelling spell targets only a single realm, 
the arcane spell receives a bonus of +50 to any Resistance Rolls. 
If such a spell targets 2 realms of magic, the arcane spell would 
receive a +25 to any Resistance Rolls. If a spell targets all three 
realms, such as Cancel True or Dispel True, then the arcane spell 
receives no modifiers to its Resistance Rolls.

Additionally, spell users may work together to attempt to cancel 
or dispel an arcane spell. By having each caster cast a different 
Cancel/Dispel versus a different realm at the same time, the arcane 
spell, while still getting a separate RR versus each spell, would treat 
each spell as if it affected multiple realms. Thus three spell users, 
each casting a dispel against a different realm would require the 
arcane spell to resist each of the three spells with no modifiers.
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eSf modIfIerS

If the GM is allowing the use of ESF, the Archmage, when 
tempting ESF, would use the the highest of the ESF modifiers 
from all three realms, but with an additional +10. For example, a 
Magician casting a spell while wearing AT 10 would have an ESF 
modifier of 30. For the Archmage, this modifier would be a 40.

Arcane magic is dangerous enough on its own. Trying to use it 
and chancing ESF at the same time is even more so.

arCane Spell lIStS
In addition to an arcane source of mana (i.e. Arcane Magic), 

there are also Arcane Spell Lists.  These spell lists are sometimes 
more powerful and more dangerous than normal spell lists.

Spell users from any realm may learn and cast Arcane Spell 
Lists. Thus, they are essentially omni-realm spell lists, existing in 
all three realms, or above all three realms, depending upon how 
magic in your setting works. 

While learnable by all realms, these spell lists are harder to 
learn than normal spell lists. They cost double the normal amount 
of Development Points, under the core rules, to learn. The 
following table shows the maximum level to which a spell user 
may learn Arcane Lists.

CaStIng arCane SpellS

When any spell user, excepting the Archmage, attempts to 
cast any spell from an Arcane Spell List, his unmodified (UM) 
Fumble Range is 01-20 and if there is any ESF involved, there is a 
special ESF modifier of 20 that is applied to the total (not to each 
individual ESF mod).

CaStIng level
Almost every spell has one or more attributes that are 

determined by level at which the spell was cast.  This could its 
range, or its duration or area of effect, or even the level used 
when making a Resistance Roll against it.  These attributes are 
determined by the Casting Level of the spell. When using this 
option, the Casting Level is determined by the number of Power 
Points (PP) used in casting the spell.

Every spell has what is known as a Base Spell Level. This is the 
level that it appears on a given spell list, and this is also the minimum 
number of Power Points that are required to cast the spell.

Example: On the Open Channeling Spell List, Light’s 
Way, the spell Light II is in the 4th level slot on the list. 
This means that the spell requires a minimum of 4 PP to 
cast. It can never be cast with less than 4 PP.

However, a caster is not limited to using just the minimum 
number of required Power Points in casting the spell. He may use 
a number of PP equal to the number of ranks that he has in the 

spell list. However, if the player has the caster puts in more PP 
than the character has levels, then he chances Extraordinary Spell 
Failure (ESF – Spell Law, page 35).

Example: Joe the 4th level Cleric knows the Open 
Channeling Spell List, Light’s Way to 8th level (he has 8 
ranks in the spell list). Joe can cast the 2nd level spell, 
Light I, which has a duration of 10 minutes per level, 
as using the minimum required 2 PP and it will have a 
Casting Level of 2 and a duration of 20 minutes. Or he 
can cast it using 4 PP (his level) and it would have a 
Casting Level of 4 and thus a duration of 40 minutes. 
Or he could, if he wanted, cast it using anywhere from 
5 to 8 PP, which would give the spell a Casting Level 
of 5 to 8, depending on how many PP he actually 
used. However, by using more PP than his level, Joe is 
chancing ESF, so he needs to decide whether or not it 
would really be worth it.

To recap, the Casting Level of a spell is determined by how 
many PP are used to cast it. The caster may use any number 
from the minimum required by the Base Spell Level on up to a 
number equal to the number of skill ranks that the caster has in 
the spell list. Should the caster use a number of PP greater than 
his character level, the caster will be chancing ESF. See page Spell 
Law, page 35 for more information on the ESF modifiers.

ClerIC Spell SeleCtIon
The core rules allow Pure spell users to select 4 additional lists 

as Base lists for their profession. This allows the character to learn 
those lists beyond 20th level. The core rules put no restrictions on 
this, though they do recommend that only Open and Closed lists 
from the character’s realm be allowed to be selected.

Under this option, all Pure users may only select their 
additional Base lists from among the Open and Closed lists of 
their realm unless they get special permission from the GM to 
select one of the Base lists of another profession from the same 
realm. However, Pure spell users should never be allowed to select 
lists from other realms as Base lists.

The Cleric, on the other hand, instead of being allowed 10 Base 
lists is only allowed to have 8 Base lists. He is also allowed to select 
any Open, Closed, or Base list from the Channeling, Essence, or 
Mentalism realms as a Base list. The catch is that the lists selected 
must be able to be associated to the deity that the Cleric worships, 
and the GM must approve any list selected as a Base list. The core 
Cleric Base lists, with the exception of Life Mastery, are always 
acceptable as a choice for a Base list. 

Note: Life Mastery should only be selected by a Cleric 
who worships a deity that is associated with death, life 
and/or rebirth.

The player must select and/or identify which 8 lists will be Base 
lists for his Cleric prior to character creation. He is not required 
to learn all of the lists at once; they just need to be selected/set 
before the character begins play. All selected Base lists are treated 
as Channeling spells in all respects, regardless of what profession 
they came from.

The GM can use the Deity Specific Lists by Sphere table (see 
the page 88) as a guideline on deciding which lists the player 
should be allowed to select from for his Cleric.
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Example: Bob is creating a Cleric that worships Targus, 
the God of the Sea and of Storms. For his 8 Base 
lists he selects Channels (Cleric Base), Communal 
Ways (Cleric Base), Protections (Cleric Base), Holy 
Vision (Astrologer Base), Starlights (Astrologer Base), 
Starsense (Astrologer base), Water Law (Magician 
Base), and Wind Law (Magician Base).

earthnodeS
Earthnodes are areas rich in magical power. While Earthnodes 

do increase potential magic use and scope, they also restrict the 
increase in power to limited areas that can be controlled by the 
GM without changing the basic magic system. 

If a GM decides to use Earthnodes, he can specifically 
tailor them to his world by controlling their number, size, and 
placement. Earthnodes enable a GM to create certain areas in his 
world where special activities (requiring magical power outside 
of the normal scope of Spell Law) can take place; for example, 
Earthnodes for special item creation, Earthnodes placed so as to 
create a transportation grid based upon teleportation, Earthnodes 
as centers of healing, etc.

Earthnodes themselves appear in two forms, called Major and 
Minor nodes. Major Earthnodes are those that have radii larger 
than 100’, Minor Earthnodes have radii of less than 100’. Most 
Earthnodes are perfectly circular. Major Nodes can be detected 
from far away by their tremendous outlay of power by a mere 5th 
level Arcane spell called Nodeguide (see page 71). However, Minor 
Earthnodes are not detectable at all except from within their 
actual radii. This makes them very difficult to find, their discovery 
only being made by a chance detection of a passer through or 
difficult scanning operations made by masses of highly trained 
personnel. However, the power available in both Major and Minor 
Earthnodes is virtually identical and can be accessed by the spells 
on the Earthblood’s Ways list (page 71).

effeCtS at earthnodeS

Previously undiscovered Earthnodes s are often still found 
by spell casters. Spells cast while within the radius of the 
Earthnode only require 75% of normal PP’s. All fractions are 
rounded up, so that a 4th level spell costs only 3 Power Points, 
a 7th level spell costs 6, an 8th level spell also costs only 6, 
while a 20th level spell only costs 15 Power Points. 

A spell caster may also recover his Power Points more 
quickly within an Earthnode than without: sleep time (as well 
as Meditation time) is reduced by a third.

This power can be directly 
accessed by the spells on the 
Earthblood’s Way list (p. 71), 
as well as in any other way that 
the GM decides is appropriate.

plaCIng the earthnodeS

If the GM decides to 
include Earthnodes in his 
world, he should note the 
locations of the Major and 
Minor Earthnodes on his 
campaign map or similar 
record-keeping device. 

It is recommended that the 
GM roll for the number of 

Major and Minor Earthnodes for each 250 square mile area.

Major Earthnodes: 2 + 1d5

Minor Earthnodes: 5 + 1d10
Once the GM knows how many Earthnodes are in a given area, 

then he can place them however he wants.

phenomena at the nodeS

One of the most striking characteristics of the Earthnodes 
(in particular Major Earthnodes) is the way unusual items and 
beings often turn up within the Node. It appears that either fate 
(personified) “focuses its attention” on Earthnode areas, or that 
powerful beings are drawn subconsciously to the magic-rich areas. 

The GM should randomly determine for each Major Node 
what important occurrence exists at that node. There is only a 30% 
chance that a Minor Node will have such an important occurrence:

Valuable Herb: Especially rare and/or magical herbs occurring in 
abundance or in an uncharacteristic environment. It is possible 
that the herb is of an entirely new species, produced first by the 
node. This herb will spontaneously generate in this node with a 
frequency and abundance determined by the GM.

Valuable Ore: primarily of magical materials such as laen, 
eog, keron, ogamur, etc. In some cases, such ores will even 
regenerate over time (i.e. several centuries). 

Major City: Usually a leader in commerce, power, academia, 
etc. Such cities will also often have a strong magical guild, 
whose residence is on the node itself.

Dungeon: A very complicated and usually subterranean 
complex. Quite often, these are built around subterranean 
Earthnodes, allowing the owner access to it.

Lair: the Dwelling of a powerful monster or a lair of a large 
number of smaller monsters. Even bad guys and monsters, 
especially dragons, like Earthnodes.

Castle: Usually that of a mighty fighting lord, spell caster, scholar, 
financier, etc. As the saying goes, “Location, location, location.”
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Shrine: a place holy to a particular deity, being, or principle. 
Often Shrines are uninhabited, being magical places of 
worship for the local populace or passersby. Shrines are 
more common for Minor Earthnodes, built because the 
discoverer thought that location was blessed by their deity.

Temple: much like a shrine except more often employing 
personnel and offering services appropriate to the religion 
represented. As with shrines, often built by the discoverer, in 
support of their deity.

Rare Creature: Usually wild in the area, such as a Unicorn, 
White Hart, Ki-lin, Lammasu pride, etc. Such creatures seem 
to have an affinity for such locales.

Supernatural Dwelling Place: Often of a powerful being, such 
as a titan, giant, lich, angel, demon, etc. And they are not 
very keen on trespassers.

Lord: The Dwelling of a human-type being of great power, 
often magical, perhaps not appearing as a lord at all. He may 
look like a simple farmer, but beware his mighty magical 
abilities!

Magical Phenomenon: A magical warping of reality occurring 
in one of myriad forms: enchanted pools, streams, rivers, 
or fountains; enchanted or cursed forests; areas full of the 
nature of Faerie; free flowing chaos; a gate into a far different 
space, plane, time, or location; a personal alteration device. 
Just about anything can happen.

extended SemI baSe lIStS
This option is intended to help bridge the gap between Semi 

Spell Users in RMFRP having 6 Base Spell Lists and Semi Spell 
Users in RMC only having 5 Base Spell Lists.

When using this option, Semi Spell Users are allowed to select a 
6th Base Spell List from the Closed spell lists for their realm.

Certain of the Semi Spell Users given in the first part of this 
book are conversions and thus have 6 Base Spell Lists. The 
descriptions for each of those professions specifies that the 
profession may only select 5 of those lists as Base Spell Lists unless 
this option is being used. If this option is used, those particular 
professions get the 6 spell lists listed as their Base Spell Lists, they 
do not get to select a 6th Base Spell List from the Closed spell lists 
of their realm.

faSt power poInt reCovery
In the core rules, a caster has to sleep or meditate for up to 

8 hours to restore their Power Points once they have expended 
them.  This can lead to the situation where the party gets up, has a 
major battle within the first hour of rising and then the magician 
has to go back to sleep to recover their Power Points (PP).

The core rules also include magical devices that multiply the 
number of Power Points is able to use each day.  Multipliers range 
from giving double the normal amount of PP to giving up to 5x 
the normal amount. Unfortunately, this can, at higher levels, be 
extremely unbalancing. 

The basic concept here is that the number of PP that a magic user 
has is not a daily allotment, but representative of how much magical 
energy the character can manipulate before that he needs to rest. 

This means that a character with 12 Power Points can cast up 
to 12 PP worth of spells, and a short while later be back at full 
capacity and ready for the next encounter. 

pp reCovery tImeS

The rate at which a character recovers Power Points depends 
upon his activities. The more active a character is, the slower he 
will regain the ability to manipulate the magical energies required 
for casting spells. 

Complete Rest – The character is meditating, sleeping, or lying 
down, with little to no movement or activity (physical or mental). 
He will recover 1 Power Point for every 5 minutes of complete 
rest. The character must spend a minimum of 5 minutes resting 
before recovery can even begin, and then he will recover his first 
PP only after another 5 minutes (i.e. 10 minutes to recover the 
first PP, and 5 minutes per PP afterwards).

Mildly Active – The character is sitting still, or not performing 
any taxing physical activities, but still mentally active. This 
includes things eating dinner, walking, riding (a walking 
mount), or other tasks that require mild concentration or 
effort. During this type of activity, the character will recover 1 
Power Point for every 30 minutes of this type of activity. Like 
the entry for Complete Rest, the character must spend one 
time period at this activity level before PP recovery will begin.

Active – This includes things like running, fighting, casting 
spells, concentrating on spells, exploring a dungeon or 
other strenuous activities or activities requiring strong 
concentration. During this type of activity, the character will 
not recover any Power Points.

Spell devICeS

The use of spell devices with these rules is slightly problematic, 
and each type of device needs to be addressed separately.
•	 PP Multipliers: These should not be allowed with this 

option as it will make spell users way too powerful overall.
•	 Spell Adders: These types of spell devices are allowed as they 

have no affect on the number of PP that a character has.
•	 PP Adder (Type I): This is a spell device that grants the 

character xx number of PP each day. These are allowed, 
but it needs to be remembered that this is per day 
allowance. Once those PP have been used, they will not be 
available again until the next day. They do not regenerate 
quickly like the caster’s own Power Points.

•	 PP Adder (Type II): This is a spell device that provides 1 
or more PP each time that the character casts a spell. With 
these devices, the character must always supply at least 1 
PP to the casting process. These types of items are allowed, 
but they should never give more than 2 or 3 PP at most. 

•	 PP Batteries: These are devices which store PP for later 
use.  The character has to spend 10 PP just to increase 
the number of PP within the battery by 1 PP as it puts 
a larger strain on the body to store PP in a device than 
it does in casting a spell. Using Power Points that are 
already in a battery works just the same manner as a 
Type I PP Adder described above.
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folIoS
Spell casting can be divided into two main components, 

Realm and Folio. 
A Realm consists of the caster’s source of magic along with any 

restrictions and requirements that may affect his casting of spells. 
Realms are described in more detail in the RMC Spell Law. Folios 
are described in more detail below.

what IS a folIo?
A Folio is the collection of Base Spell Lists that every spell 

casting profession. For most Pure spell users, this consists of 6 
predetermined lists and then 4 additional lists that are selected from 
all of the other spell lists within the Realm. The major benefit of 
Base Lists is that the caster may learn those lists to 50th level. 

For Pure spell users all other lists are restricted to 20th level. 
Hybrids and Semi Spell Users have other, different restrictions, 
but we won’t concern ourselves with them here since the purpose 
of this option is about creating Folios for Mages and Mentats.

CreatIng a folIo

The intent of this option and the Mage and Mentat professions 
is for the GM to create a Folio of 15 spell lists from the Master 
Spell List table for each profession. These Folios should be tailored 
to the setting, with different Guilds or groups of Mages/Mentats 
having different Folios depending upon where they are from in 
the campaign setting. This allows the GM to set up rival groups 
who may have a few Base Spell Lists available to both groups, but 
also have spell lists that are unique to each group.

The Master Spell List tables contain all of the Base Spell Lists 
from each profession of that realm, along with any “Realm 
Lists” (see page 86) for that realm. The Master Spell List tables 

also contain the 
Open and Closed 
spell lists from the 
other realms. The 
Open and Closed 
Spell Lists from the 
same realm as the 
Mage/Mentat are not 
included on their 
Master Spell List 
tables because they 
are always allowed 
to select from those 
lists in addition to 
the Folios created by 
the GM.

In creating a Folio, 
the GM should decide 
upon a basic theme 
or concept for the Folio and then select 15 of the lists from the 
Master Spell List table for the given profession. The selected lists 
should all fit the concept decided upon.

magICal guIldS

One method of using the Mage and Mentat professions is to 
associate them with some sort of Magical Guild in the setting, as 
this aids in giving them a background and gives them connections 
to others within the Guild or perhaps rivalries from other Guilds. 
As always, the GM should work with his players to determine the 
level of detail and interaction that they want with the Guild and 
its other members or rivals.

MAGE BASE LIST MASTER TABLE

gnilennahCnepO msilatneMnepO ecnessEeruP
waLreirraB snoitapicitnA §*waLriA §shpylG §yretsaMerutalcnemoN

yaWs'noissucnoC ecnadiovAkcattA snieRydoB sesiuG sllikScinagrO
yretsaMnoitceteD ecnaillirB laweneRydoB waLecI )livE(noisorElacisyhP

yaWs'thgiL gnikaolC §snoisullItabmoC yretsaMnoisullI §snoitalupinaMlacisyhP
stnemevoMytfoL ecnatsiseRegamaD §syaWtabmoC §secneulfnI §sesneS

waLs'erutaN gnivleD §lliWgnidnammoC sllikScinagronI noitcurtseDdiloS
snoitacifiruP snoitceteD §yretsaMtnemlaecnoC §snoitpircsnI noitcurtseDluoS
yaWs'dnuoS snoisullI )livE(stcatnoCkraD waLthgiL gnidloMdnuoS
esnefeDllepS gnilaeHfleS §*waLkraD gnidloMthgiL §msilobmyS
yaWrehtaeW ecnatsiseRllepS )livE(snommuSkraD sllikSsaG-diuqiL §waLgniveihT

gnilennahCdesolC msilatneMdesolC )livE(ssenkraD §*ffatsegaM §yretsaMgnidraW
waLdoolB noitalupinaMsaG waLhtraE §esnefeDcigaM )CC(egdirBs'roirraW

waLenoB noitalupinaMdiuqiL §*yretsaMhtraE )livE(noitpursiDrettaM )CC(tnemelEs'roirraW
stiripSmlaC yretsaMdniM syaWgnitnahcnE §smsinahceM §stnemecnahnEs'roirraW

snoitaerC rooDs'dniM gniddebmIecnessE gniddebmInnahC/tneM )CC(ecnesEs'roirraW
syaWgnitacoL tnemevoM snoisavE noitcurtseDdniM )CC(dleihSs'roirraW

eroL yretsaMesneS llemS-etsaT-leeF gnidloMesneSdniM )CC(yaWs'roirraW
waLelcsuM gnitfihS waLeriF §*segariM §nopaeWs'roirraW

waLevreN noitalupinaMdiloS noitcurtseDhselF egdirBs'knoM waLretaW
waLnagrO deepS noitcurtseDdiulF esneSs'knoM §roirraWehtfolliW

syaWcilobmyS sisenikeleT noitcurtseDsaG §yretsaMtnemevoM waLdniW
.noisseforpynahtiwdetaicossatondnatsiLesaBmlaeRasisihT=*
.noinapmoCtabmoCCMRehtnidnuofebnactsilllepssihT=)CC(

.waLllepSCMRmorfera,CCmorftonerataht,stsilllepsrehtolla,tcudorpsihtnidnuofebnactsilllepssihT=§
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evIl folIoS

Please note that the inclusion of any of the Evil spell lists within 
a Folio will often mean that the character (or characters) with that 
Folio will be considered to be evil by many societies, and they could 
possibly be truly Evil depending upon the mechanics of the setting 
(i.e. how Evil spell lists are powered by the Unlife in Shadow World).

InCremental CaStIng tImeS
The amount of activity required to cast a spell is based upon 

the total number of Power Points (PP) in the spell. Each PP in the 
spell requires 20% activity, with a base minimum of 60% activity. 
Thus, 1st, 2nd, and 3rd level spells all require 60% activity to cast, 
while a 4th level spell with require 80% activity and so forth.

Under this option, Instantaneous Spells require 20% 
activity to cast, regardless of their level. Any actions that may 
be allowed (such as leaping) will require 
55%activity to accomplish.

Like any other action that requires more 
than 100% activity to perform, casting a 
spell that requires more than 100% activity 
will require multiple rounds to complete, 
with each full round spent casting the spell 
subtracting 100% from the total amount of 
activity required.

Characters may reduce the casting time 
of their spells, down to a minimum of 60% 
activity, but only by risking ESF. For every 
10% that the caster reduces his casting time, 
he gains a +1 ESF modifier.

MASTER MENTAT BASE LISTS

ginlennahCnepO ecnessEnepO msilatneMeruP
waLreirraB syaWgnivleD §*yretsaMriA §)CC(gnilaeH egnahClacitsyM

yaWs'noissucnoC syaWgnitceteD §syaWlaminA gnidiH yretsaMnagrO/evreN
yretsaMnoitceteD sdleihSlatnemelE §yretsaMnissassA eroLmetI snoisiVtsaP

yaWs'thgiL dnaHecnessE §yretsamtsaeB noitaretlAdiuqiL §gnidniFhtaP
stnemevoMytfoL snoitpecrePs'ecnessE yretsaMdoolB seroL §smrAs'rednifhtaP

waLs'erutaN snoisullIresseL )CC(ydoB kcattAdniM §tnemevoMs'rednifhtaP
snoitacifiruP tnemecnahnElacisyhP yretsaMenoB lortnoCdniM §yretsaMnosioP
yaWs'dnuoS yretsaMenuR §)CC(tabmoC )livE(htaeDdniM ecneserP
esnefeDllepS llaWllepS yretsaMnoissucnoC )livE(esaesiDdniM scitehtsorP
yaWrehtaeW syaWgnirrabnU syaWgnisufnoC )livE(noitanimoDdniM lortnoCesneS

gnilennahCdesolC ecnessEdesolC )CC(lortnoC )livE(noisorEdniM srehtOhguorhTesneS
waLdoolB syaWgnillepsiD sgnoSgnillortnoC egreMdniM §)CC(gnisneS

waLenoB yretsaMetaG §*syaWlatsyrC hceepSdniM noitaretlAdiloS
stiripSmlaC syaWelbisivnI §yretsaMesiugsiD )livE(noisrevbuSdniM lortnoCdnuoS

snoitaerC egnahCgniviL §sepacsE snoisiVdniM noitcejorPdnuoS
syaWgnitacoL egdirBytfoL snoisiVerutuF §snoitceridsiM §yretsaMlavivruS

eroL syaWdipaR noitaretlAsaG §tnemecnahnEtnemevoM noitpecrePeurT
waLelcsuM yretsaMdleihS §sterceSgnirehtaG yretsaMelcsuM thgiSeurT

waLevreN tnemecnahnEllepS
waLnagrO snieRllepS

syaWcilobmyS yretsaMtiripS
.noisseforpynahtiwdetaicossatondnatsiLesaBmlaeRasisihT=*
.noinapmoCtabmoCCMRehtnidnuofebnactsilllepssihT=)CC(

.waLllepSCMRmorfera,CCmorftonerataht,stsilllepsrehtolla,tcudorpsihtnidnuofebnactsilllepssihT=§

CASTING TIME

LC %.tcA sdnR LC %.tcA sdnR LC %.tcA sdnR
1 %06 6.0 11 %022 2.2 52 %005 5
2 %06 6.0 21 %042 4.2 03 %006 6
3 %06 6.0 31 %062 6.2 05 %0001 01
4 %08 8.0 41 %082 8.2

LC leveLgnitsaC=
5 %001 1 51 %003 3
6 %021 2.1 61 %023 2.3

%.tcA %ytivitcA=
7 %041 4.1 71 %043 4.3
8 %061 6.1 81 %063 6.3 sdnR ;sdnuor=

=ytivitcA%001
dnuor1

9 %081 8.1 91 %083 8.3
01 %002 2 02 %004 4
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Irregular CaStIng tImeS
According to the core rules, a spell requires zero to two rounds of 

preparation prior to a single round of actual casting. The actual time 
required is determined through comparing the spell’s level to the 
caster’s level, and how far below the caster’s level the spell actually is. 

Using this option, the casting time is based solely the level of 
complexity of the spell. This means that lower level spells will take 
less time to cast, while higher level spells will, because of their 
more complex and more powerful nature, will take longer to cast.  

The Casting Times table shows how many rounds are required 
to cast a spell of a given level, and the following notes help to 
explain things a little more. Some of the following bullet points 
are similar to other options because it is felt that they should be 
included as part of this option.
•	 If a spell requires more 

than 1 round to cast, the 
rounds prior to the last 
one require 90% activity 
each round while the 
last round requires 75% 
activity. There are no 
“preparation rounds” 
and casting rounds, it is all “casting rounds”.

•	 Instantaneous spells require only 1 round using 75% 
activity to cast. The first 10% activity is the actual casting, 
and the remaining 65% is recovery. No other actions may 
be performed or initiated during the recovery.

•	 Casting rolls for a spell should always be made at the end 
of the casting time.

•	 A caster may spend extra time casting a spell, gaining a +5 
for each extra round spent, up to a 
maximum of +30 to his casting roll.

•	 A caster may rush in his casting 
of a spell, taking less time than 
normal, to a minimum of one 
round. The caster receives a -20 
to his casting roll for each round 
he trims off his casting time.

•	 Should the GM be allowing the 
casting of spells above the caster’s 
level, then the casting time for 
those spells, above the caster’s 
level, will be increased by one 
additional round.

level bonuSeS
RMC gives several options for 

alternative level bonuses in Character 
Law. The following tables provide 
the level bonuses for those options. 
The titles on the tables explain which 
options that each goes with.

The table with the RM2 compatible 
level bonus option is to the right, while the 
table with the RMFRP compatible option 
is located on page 86.

lIfegIvIng & healIng
One thing that has always seemed odd, no matter the version 

of RM being used, is how does one heal a dead body? Lifegiving 
spells, as they currently stand, do not heal a dead body, so if the 
damage that killed the character is not healed and somebody casts 
Lifegiving on him, he will just turn around and immediately die.

Spell Law is not specific about whether or not healing spells 
may be cast on a dead body, so it can easily be ruled by a GM in 
either direction. If the GM allows the casting of healing spells on a 
dead body then there is no real need for this option, but if the GM 
likes he can still use it. This option is more specifically for those 
who believe that healing spells will not work on a dead body.

This option works as follows:
•	 If caster of the Lifegiving can cast the spells needed to heal the 

body of the death dealing damage and/or any other mortal 
damage that would kill the newly resurrected character, then 
the Life giving puts him into coma until such time as those 
spells are cast. This coma will last up to 24 hours, at which 
point the character will die again if he has not been healed. 

•	 If the caster of the Lifegiving is unable to cast the spells 
required to heal the resurrected character (because he does 
not know the proper spells), then the coma into which he is 
placed will be a regenerative coma that will heal the death 
dealing damage, and only that damage at 10x the normal rate.

CASTING TIMES

leveLllepS emiTgnitsaC
5-1 dnuor1
01-6 sdnuor2
51-11 sdnuor3
02-61 sdnuor4

+12 sdnuor5

LEVEL BONUS TABLE: 2MR OPTION

esaB detceriD roodtuO egufretbuS metI ydoB

noisseforP tabmoC sllepS sllepS sllikS sllikS sllikS noitpecreP .veD

tseirP — 1+ 1+ — — 2+ 2+ —

diurD — 1+ 1+ 2+ — 1+ 1+ —

nidalaP 2+ — — — — 1+ 1+ 2+

desiveRregnaR 1+ — — 3+ — — 1+ 1+

egaM — 1+ 2+ — — 2+ 1+ —

egamenuR — 1+ — — — 3+ 2+ —

relbbaD 1+ — — — 2+ 1+ 2+ —

egaMroirraW 2+ — — 1+ — 1+ 1+ 1+

tatneM — 2+ 1+ — — 2+ 1+ —

retsamtsaeB 1+ — — 2+ 1+ — 1+ 1+

tnegaM 1+ — — — 2+ 1+ 2+ —

rednifhtaP 1+ — — 3+ 1+ — 1+ —

egamhcrA — 2+ 1+ — — 2+ 1+ —

KEY

:tabmoC .strAlaitraMgnidulcni,s’BOelissimdnaeelemllaosseilppA

:sllepSdetceriD .s’BO’llepsdetcerid‘llaotseilppA

:sllepSesaB .sllorlleps)detceridnon(esabllaotseilppA

:sllikSroodtuO ,gnimmiwS,gnibmilC:slliksroodtuogniwollofehtgnivlovnisllorrevuenamllaotseilppA
.)sunobsihtevieceroslanacgnikcarTsahcusslliksyradnocesetairporppa(gnidiRdna

:sllikSegufretbuS ,sparTgnimrasiD:slliksegufretbusgniwollofehtgnivlovnisllorrevuenamllaotseilppA
nacyrekcirTsahcusslliksyradnocesetairporppa(gnidiH&gniklatSdna,skcoLgnikciP

.)sunobsihteviecerosla
:sllikSmetI ehtrollikssenuRehtgnizilitu,.e.i(”smetIesU“ro”senuRdaeR“otstpmettallaotseilppA

.)llikssdnaW&sevatS
:noitpecreP .lliksnoitpecrePehtgnizilitusllorllaotseilppA

:.veDydoB .knarllikstnempoleveDydoBhcaeybdeniatbo”stih“forebmunehtotseilppA

:etoN saesaercnisesunobleveltabmoC.yltnereffidesaercnisesunoblevelllalevelht02retfA
esaercnisesunoblevel3+:swollofsasesunoblevelrehtO.2.5dna1.4snoitceSnidebircsed
level1+dna,levelrep2/1+foetarataesaercnisesunoblevel2+,levelrep1+foetarasa

.llasaesaercnitonodsesunob
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lImIted overCaStIng
This is an option that is based on Option 10.4 found in the 

RMC Spell Law, as well as the Spell Class descriptions found on 
pages 29-30 of the RMC Spell Law.

In those Spell Class descriptions, spells are classified based on 
their level in relation to the caster. This classification determines 
how much time is required to cast a spell.

With this option, we add a new Spell Class that allows the 
character to cast spells that are within a few levels of his own. This is 
similar to Option 10.4 mentioned above, but not quite the same.

ClaSS Iv SpellS

Class IV spells require 4 rounds to cast; three rounds of 
preparation, and one round for effect. Class IV spells have a level that 
is one, two, or three levels above the level of the caster.  (i.e. 5th, 6th 
and 7th level spells would be Class IV spells for a 4th level caster).

Class IV spells receive a -25 modifier to their casting/attack rolls. 
Additionally, if a character has a Directed Spell attack as a Class 
IV spell, this allows them to learn one rank in the proper Directed 
Spell skill each level until the spell becomes a Class III spell, at 
which point the character may begin learning the skill normally (i.e. 
two ranks per level if the profession’s costs for the skill allows).

realm lIStS
In the core rules, every Base Spell List belongs to a profession. 

The only exceptions are the Evil spell lists, but they also have 
special rules regarding how they can be acquired, turning a 

regular profession into an evil version of itself, so they essentially 
belong to a profession as well.

However, not every Base Spell List needs to be tied to a specific 
profession. Some can be tied to the Realm itself, and as such be 
available for selection as a Base Spell List by any Pure spell casting 
profession for the realm.

The following table shows the Realm Lists that we give in 
this product.

relIgIouS orderS
Religious Orders fill several roles, more than just supplying 

Priest characters s selection of spell lists from which the Priest 
chooses his Base Lists. Religious Orders provide players with 
information that they can use to more closely tie their characters 
to the setting in which they are being played. Religious Orders 
also provide information that can be used to aid in shaping the 
personalities of their characters as well.

LEVEL BONUS TABLE PRFMR/SSMR( CONVERSION FRIENDLY OPTION)

noisseforP tseirP diurD .laP RregnaR egaM egaMR bbaD egaMW tatneM rtsmtsB tnegaM htaP egamA

romrA 1+ 1+
citsitrA

citelhtA 1+ 1+ 1+ 1+

ssenerawA 1+ 1+ 1+ 2+ 2+ 2+ 1+ 1+ 2+ 2+ 1+

.veDydoB 1+ 2+ 1+ 1+ 1+ 1+ 1+ 1+

.naMtabmoC 2+ 2+ 1+

noitacinummoC 1+

stfarC 1+

llepSdetceriD 3+ 1+ 1+

ecneulfnI 2+ 1+ 2+ 1+ 1+ 1+

eroL 1+ 1+ 2+ 2+ 1+ 1+ 2+ 1+

strAlaitraM 1+

roodtuO 1+ 3+ 3+ 2+ 3+

.pinaM/.rawArwP 3+ 1+ 1+ 1+ 3+ 3+ 2+ 1+ 2+ 1+ 3+

.veDtnioPrewoP 1+ 1+ 1+ 1+ 1+ 1+

citylanA/ecneicS

lortnoCfleS 1+ 1+ 2+ 1+

skcattAlaicepS

sesnefeDlaicepS

sllepS 1+ 1+ 1+ 1+ 1+ 2+

egufretbuS 1+ 1+ 1+ 1+ 2+

edarT/lacinhceT

nabrU 1+

nopaeW 2+ 1+ 1+ 2+ 1+ 1+

REALM L IST S

gnilennahC ecnessE msilatneM

lobmySyloH waLriA yretsaMriA

gnilaeHrojaM waLkraD syaWlatsyrC

yretsaMhtraE

ffatsegaM

segariM
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CreatIng orderS

The following example shows the layout of a Religious Order 
and describes/defines the purpose of each section. It also includes 
some guidelines

order name

The first part is the name of the Order.  This represents what 
they are known as to others of the setting. This is sometimes, 
but not always, followed by a short section of descriptive text 
about the Order. Such descriptive text is often located in the same 
position as this paragraph. This is then followed by a number 
of sub-sections, each of which details a specific aspect of the 
Religious Order. They are listed below.
Focus: This section tells what deity or deities the Order 

worships. Some deities have multiple aspects that may 
seem to be very diverse. In such cases, this section will 
list the name and descriptive text about the aspect that is 
worshiped. 

Spheres of Influence: This section lists the Spheres of Influence 
the deity covers.

Culture (Temple Locations): Not every deity will be worshiped in 
every location. Some deities will want their temples or shrines 
to be located in specific locations. This section describes where 
temples and shrines are most likely to be located and which 
cultures this Order can be found in.

Membership: This section lists the races which comprises the 
Order. It will also list any membership restrictions to such 
things as race, culture, or sex of the worshipers.

Benefits of Membership: This section lists any special benefits that 
are received by being a member. The benefits could be a static 
bonus to a few skills, a talent/gift, or some in game benefit, such 
always having a place to sleep and free meals from worshipers.

When the benefit is a static bonus or a 
talent or gift, then the Priest character will 
have to pay the DP costs for the benefit, 
also to be listed with the benefit, before they 
actually receive the benefit. The character 
does not need to pay for this when they 
join the Order (i.e. create the character), 
they may decide to pay for and acquire the 
benefit whenever they go up a level.

Restrictions: This section lists any restrictions 
that the Order imposes upon its members.  
An example of such a restriction would be 
that members of the Order are not allowed 
to kill animals except for food. 

Symbol: This section will contain a description 
of the Order’s holy symbol. The higher in 
the hierarchy, the more likely that a Priest’s 
holy symbol will be made of rarer materials.

Dress: This section describes the type of 
clothing and vestments worn by Priests 
belonging to the Order.

Structure: This section describes the basic 
hierarchal structure of the Order and may 
include additional information such as titles 
used by members of the Order.

Philosophy/Purpose: This section describes the underlying 
philosophies and principles of the Order and even some of 
their more overt purposes and goals.

Activities: This section describes some of the major activities 
undertaken by the Order to achieve their goals and promote 
their philosophies.

Favored Skills: The Priest is a generic profession. This means 
that sometimes the Development Point (DP) costs for the 
Priest won’t be as favorable as they should be for some skills in 
regards to the aspects of the deity that the Order worships.

The GM is allowed to reduce the costs of up to 5 skills 
related to the worshipped aspects of the deity. When a skill’s 
DP cost is reduced, it is reduced by 1 point on both the 
primary and secondary costs. For example, a cost of 4/* would 
become 3/*, a cost of 3/8 would become 2/7, and a cost of 8 
would become 7. 

Spell Lists: This section gives a selection of spell lists from which 
the character selects his 8 Base Lists. The table, Deity Specific 
Lists by Sphere, on the following page, gives a list of possible 
aspects, also known as Spheres of Influence. 

Each Sphere also has one or more spell lists. Some Spheres 
have spell lists that may seem at odds with each other, like 
Death/Rebirth having both the Necromancer and Life 
Mastery spell lists. This is because the Sphere or aspect may be 
interpreted in different ways.

All Priests will always have access to the spell lists from the 
Universal Priest sphere, and the GM should select 3-5 other 
spheres and then select what spell lists from those spheres are 
available for selection as Base Lists. In addition to the Sphere 
Lists, the Priest may also select Base Lists from any of the Open 
and/or Closed Channeling spell lists.
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DEITY SPECIFIC LISTS BY SPHERE

tseirPlasrevinU cigaM
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htribeR/htaeD )esaBcirelClivE(esaesiD
)esaBcirelC(yretsaMefiL )esaBtsilatneMlivE(esaesiDdniM

)esaBcirelClivE(ycnamorceN )esaBtsilatneMlivE(noisrevbuSdniM

noitcurtseD retaW/sreviR/snaecO/aeS
)cirelClivE(slennahCkraD )esaBcitsyM(noitaretlAdiuqiL

)esaBrerecroS(noitcurtseDhselF )retaW–esaB.rraW.melE(tnemelEs’roirraW
)esaBrerecroS(noitcurtseDdiulF )esaBnaicigaM(waLretaW

)esaBrerecroS(noitcurtseDsaG )esaBnaicigaM(waLretaW
)esaBrerecroS(noitcurtseDdniM smrotS/rehtaeW/ykS
)esaBrerecroS(noitcurtseDdiloS )esaBcitsyM(noitaretlAsaG

)esaBrerecroS(noitcurtseDluoS )gnilennahCnepO(syaWrehtaeW

htraE )esaBnaicigaM(waLdniW

esaBnaicigaM(waLhtraE tiripS
)esaBcitsyM(noitaretlAdiloS )ecnessEdesolC(yretsaMtiripS

)htraE–esaB.rraW.melE(tnemelEs’roirraW htgnertS
stluClivE )esaBknoM(snieRydoB

)esaBcirelClivE(sesruC )rerutneV(ydoB
)esaBcirelClivE(slennahCkraD )rerutneV(tabmoC

)esaBcirelClivE(eroLkraD htlaetS/yteltbuS
eriF )msilatneMnepO(gnikaolC

)esaBnaicigaM(waLeriF )esaBcitsyM(gnidiH
)eriF–esaB.rraW.melE(tnemelEs’roirraW )msilatneMdesolC(gnitfihS

gnilaeH nuS
stsiLesaBrelaeHllA )esaBnaicigaM(waLthgiL

)tsiLesaBtsiminA(yretsaMbreH )esaBregolortsA(sthgilratS
)esaBgnilennahC(gnilaeHrojaM levarT

gnitnuH )esaBregnaR(yretsaMhtaP

)esaBregnaR(sesiuGs'erutaN daednU
)esaBregnaR(yaWs'erutaN )esaBcirelClivE(ycnamorceN
)esaBregnaR(yretsaMhtaP )esaBcirelC(snoislupeR

ecitsuJ raW
)esaBreeS(snoisiVdniM )msilatneMnepO(ecnadiovAkcattA

)esaBreeS(noitpecrePeurT )esaBrerutneV(tabmoC

egdelwonK )esaBroirraWlatnemelE(dleihSs’roirraW
)esaBdraB(eroLmetI )esaBroirraWlatnemelE(yaWs’roirraW

)gnilennahCdesolC(eroL retniW
thgiL )esaBnaicigaM(waLecI

)esaBnaicigaM(waLthgiL )ecI–esaB.rraW.melE(tnemelEs’roirraW
)esaBtsinoisullI(gnidloMthgiL modsiW

)thgiL–esaB.rraW.melE(tnemelEs’roirraW )msilatneMnepO(snoitapicitnA

ytilitreF/evoL )msilatneMdesolC(yretsaMdniM
)esaBdraB(sgnoSgnillortnoC )esaBrerutneV(gnisneS

)esaBtsilatneM(egreMdniM
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This gives Priests a minimum of 25 spell lists from which to 
select their 8 Base Lists.

Sample relIgIouS order

The following is a Religious Order created as an example to 
show what a finished Religious Order should and could look like.

lIghtbrIngerS of belaruS

Belarus is the Sun Lord, the Bringer of Warmth, Light, & Life.  
Belarus is also the Bearer of the Healing Light and the Scourge of 
the Undead.  Belarus is also the Light of Knowledge.
Focus: Belarus, the Sun Lord.
Spheres of Influence: Universal Priest, Healing, Knowledge, Light, 

Sun and Undead.
Culture (Temple Locations): There are temples and shrines to 

Belarus in every major city and town as Belarus is the premier 
deity in the lands where he is worshipped.

Membership: The Lightbringers of Belarus accept members of 
either sex and from any race.

Benefits of Membership: Some Priests of Belarus are able to invoke 
the Aura of Belarus. This ability costs the Priest 10 DP and it 
grants the Priest the ability to use the spell Aura (RMC Spell 
Law, page 93) at will, without casting a spell. The Priest need 
only expend the Power Points (3 per use) for the ability and it 
activates automatically.

Restrictions: The Lightbringers have no restrictions.
Symbol: The symbol of the Lightbringers is a stylized rising 

sun. This is often worked into an amulet or brooch and is 
often the focus item for the Holy Symbol spell list for the 
Lightbringers.

Dress: Lightbringers dress in orange and yellow robes for 
ceremonies and services, but outside of that, they have no 
specific form of dress. However, most Priests will often wear 
a shirt or vest of either orange or yellow, and all Priests will 
always be wearing their Sun Symbol in a prominent and easily 
viewable location.

Structure: The order is ruled by a council of 9 elders, one for each 
ray on the holy symbol, as each also represents the 9 districts 
that the order divides the area it covers into. Each council 
member holds his office for 9 years, and the order holds 
elections for one district each year.

Philosophy/Purpose: Of course the order exists to spread the 
word of Belarus, but they also work to heal the sick and 
injured, and to fight Undead, which they consider to be a blight 
and sickness upon the world itself. Priests of Belarus are also 
dedicated to recovering, preserving, and spreading knowledge.

Activities: Most Priests spend their time in temples and shrines, 
directing worship of followers and maintaining libraries for the 
public to use. There is a small group of Priests, often referred 
to as Seekers, who travel the world looking to recover lost 
knowledge and to find and fight Undead creatures.

Favored Skills: Lightbringers have a cost of 1/4 for Lore: Magical, 
2/6 for Lore: Obscure, 1/5 for Lore: Technical, and 1/5 for 
Diplomacy.

Spell Lists: The Lightbringers select 8 Base Spell Lists from Open 
Channeling spell lists, Closed Channeling spell lists, and the 
following spell lists.

Channels (Cleric Base)
Communal Ways (Cleric Base)
Holy Symbol (Channeling Base)
Item Lore (Bard Base)
Light Law (Magician Base)
Light Molding (Illusionist Base)
Lore (Closed Channeling)
Major Healing (Channeling Base)
Protections (Cleric Base)
Repulsions (Cleric Base)
Starlights (Astrologer Base)
Summons (Cleric Base)
Warrior’s Element (Elemental Warrior Base - Light - 

Combat Companion)

SemI Spell pICk expanSIon
Under this option, Semi spell users will get a slightly wider 

selection of spells overall by gaining an ‘A’ pick for Closed spells 
of their realm. This will allow them to learn the Closed lists from 
their realm to 5th level.

This option grants the Semi spell users a slightly larger 
versatility without it being a major increase in the potential power 
level overall.
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