Myth RPG 2.5

An MC production


Wizardry
Spells

Spell List

Spell Level 1
Alarm, Arcane Blast, Arcane Shield, Aura of Confidence, Breathe Water, Cantrip, Cat-Fall, Cauterize, Daze, Dazzling Brightness, Extinguish Flame, Flare, Floating Disk, Glowing Orb, Grease, Identify, Influence, Pulse, Regroup, Rush, Sentinel I, Steal Life, Swift Passing, Thunder, Tide of Years, Weakness.
Spell Level 2
Burning Shadows, Call Item, Color Flux, Create Fog, Crumble Stone, Daylight, Dust Devil, Eavesdrop, Fade, Fire Nova, Frost Nova, Glitterdust, Guard of Steel, Knock, Limbwither, Midnight, Mockery of Death, Prismatic Mist, Push, Scattering Trap, Scrying, Seal, Sentinel II, Shatter, Spider Climb.
Spell Level 3
Amnesia, Arcane Eye, Blizzard, Chameleon, Convulsions, Dementia, Distort Vision, Dowsing, Electric Vengeance, Explosive Rune Field, Final Words, Flicker, Fluxion, Illuminated Circlet, Immobilize, Inferno, Sense Presence, Sentinel III, Spook, Telekinesis, Terminate, Wind Blast.
Spell Level 4
Animus Imprisoned (the), Cloak, Compel, Deflect, Hex, Illusion, Invisibility, Levitate, Lightning, Regenerate, Sentinel IV, Silence, Skywalk, Take no Heed, Telepathy, Youth’s Bane.
Spell Level 5
As the Frost, Confusion, Disintegrate, Fly, Pestilence, Possession, Sentinel V, Teleport, The Past Revealed, True Seeing, Wall of Fire, Wall of Force.

Spell Format
Difficulty: The DC to successfully cast the spell.
Cost: The amount of magic points required to fuel the spell.

Casting: How long it takes to cast the spell.

Resistance: Whether or not the target is entitled to a save.

Range: How far the spell can reach.

Duration: How long the spell lasts.

Description: What the spell does.

Alarm

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
None

Range:
Touch

Duration: 
1 hour per success level
Description: You create a silent alarm on one spot that you touch. Whenever a creature comes within 1 meter of this spot, you will be mentally alerted instantly no matter how far away you are. This wakes you up if you were sleeping. Alarm provides no details as to the identity of the trespasser, only that someone has triggered it. You can only have one Alarm active at a time. The spell lasts until it expires, it is triggered or you cast it again on a different spot.

Amnesia

Difficulty:
13

Cost: 
4
Casting:
Half Action

Resistance:
Will negates

Range:
5 sq.

Duration: 
Instantaneous
Description: You cause one character per success level to wholly forget you exist. If the target fails a save, all knowledge and memory of your existence is wiped from his mind. He can still notice you as normal and remember anything so perceived going forward.
Animus Imprisoned, the

Difficulty:
15

Cost:
5

Casting:
1 hour

Resistance:
Will negates

Range:
Touch

Duration:
Permanent

Description: You imprison the soul of your victim, sealing it in a durable vessel of your choosing such as a bottle, vial, or pouch. While the soul is so imprisoned, the victim’s body lives as a vegetable, carrying on the barest functions of life – breathing, swallowing, excreting – without initiative or awareness. Though, technically living, this husk cannot shuffle around or even sit up on its own and must be fed by others or die of thirst or starvation. Damage, diseases, poisons, and other sources of harm affect it normally. It similarly heals over time and can be healed as usual by magic or the Treatment skill. You can restore the imprisoned soul to its body at any time by opening the sealed vessel in the presence of its body. The restored individual must make a second Will save (same DC) or go completely insane from the harrowing experience. If the bottle is opened away from its body or is opened by one who does not know the proper rituals, the soul becomes lost in the world, wandering and damned to become a ghost. If the soul is lost, the body can be maintained in its state, but there is little point.

Arcane Blast

Difficulty:
11

Cost:
2

Casting: 
Half Action

Resistance:
None

Range:
5 sq.

Duration:
Instantaneous

Description: You fire a blast of arcane energy at your target. The blast does 1d6 points of damage, plus one point per success level. This is a magic missile.

Arcane Eye

Difficulty:
13

Cost:
4
Casting:
Full Action

Resistance:
None


Range:
Line of sight

Duration: 
1 minute per success level; see text
Description: You create an invisible magical sensor that sends you visual information. You can create the arcane eye at any point you can see, but it can then travel outside your line of sight without hindrance. An arcane eye travels at your walking speed. It sees exactly as you would see if you were there. 

The eye can travel in any direction as long as the spell lasts. Solid barriers block its passage, but it can pass through a hole or space as small as 2 cm in diameter. The eye can’t enter another plane of existence, even through a gate or similar magical portal. 

You must concentrate to use an arcane eye. If you do not concentrate, the eye is inert until you again concentrate. 

Arcane Shield

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
None

Range:
Personal

Duration: 
1 minute
Description: You weave magic around you, creating an invisible barrier that helps protect you from harm. You gain an armor bonus to Defense equal to success level for the duration of the spell. 

As the Frost

Difficulty:
15

Cost:
10
Casting:
10 minutes

Resistance:
None

Range:
Personal

Duration:
1 hour per success level
Description: With a crystalline tingling, you body transforms into a figure of ice and cold, your equipment melding into your new form. Your skin becomes brilliant blue and transparent, with glimpses of liquid beneath. Frost forms across your hands and arms, dripping down to form knifelike icicles. Your breath hisses white in the bitterly cold air surrounding you. Snow swirls about you as your presence freezes the air’s moisture. Ice crystals spread from your footprints.

You gain the following qualities and abilities:

· Immunity to cold.

· Damage reduction 10/magic and piercing.

· Creatures within 3 sq. of you take 2d6 points of cold damage per round. A creature that takes damage from this effect must make a Fortitude save (DC 17 + Intelligence modifier) or be dazed for 1 round.

Aura of Confidence

Difficulty:
11

Cost: 
2

Casting: 
Half Action

Resistance:
See text


Range:
Personal

Duration: 
5 minute per success level

Description: This effect creates an impression of power and control around the Magician, making others unwilling to oppose him. The caster gains a bonus on most Charisma-based skill checks equal to the success level of the Magic check. People who have a reason to dislike or hate the Magician can negate this effect with a Will save. 

Blizzard

Difficulty:
13

Cost:
4

Casting:
Half Action

Resistance:
Reflex half 

Range:
10 sq.

Duration: 
Instantaneous

Description: You can throw a bolt of ice at a group of opponents within range of you. The bolt explodes in a freezing blast in a 2 sq. radius area. This is a magic missile that does 2d10 points of cold damage plus 1 point per success level.
Breathe Water
Difficulty: 
11

Cost:
2
Casting: 
Half action 

Resistance:
Fortitude negates (harmless)

Range: 
Touch 

Duration: 
1 hour per success level; see text 

Description: The transmuted creatures can breathe water freely. Divide the duration evenly among all the creatures you touch. The spell does not make creatures unable to breathe air. 

Burning Shadows

Difficulty:
12

Cost:
3

Casting:
Full Action

Resistance:
Fortitude half


Range:
10 sq. 

Duration: 
Instantaneous
Description: You cause the shadows around you to burn like acid, inflicting 2d8 points of damage plus 1 per success level to any creature in a 1 sq. radius per success level upon whom a shadow from any light source as or more powerful than a torch falls at the moment you cast this spell. Lack of light alone does not constitute shadow for the purposes of this spell; targets must be in a distinct shadow cast by some object interrupting light shining from some source. Simply being indoors does not count; the building’s structure is not “casting a shadow” inside. As always, the GM is the final arbiter.
Call Item

Difficulty:
12

Cost:
3

Casting: 
Full Action

Resistance:
None


Range:
Personal

Duration: 
1 day per success level
Description: You summon a specially prepared item to instantly appear in your hand. To prepare the object, you must spend one hour in deep meditation, infusing the object with your psychic imprint, and marking it with glyphs and runes. The object must be small and light enough to be carried in one hand. You may only have one prepared item at a time.
Cantrip

Difficulty:
10

Cost:
1

Casting:
Half Action

Resistance:
None

Range:
See text

Duration: 
1 hour per success level
Description: Cantrips are minor tricks that novice Magicians use for practice. Once cast, a Cantrip enables you to perform simple magical effects for 1 hour per success level. The effects are minor and have severe limitations. A Cantrip can slowly lift ½ kg of material. It can color, clean, or soil items in a 1-meter cube each round. It can chill, warm, or flavor ½ kg of nonliving material. It cannot deal damage or affect the concentration of spellcasters. Cantrip can create small objects, but they look crude and artificial. The materials created by a Cantrip are extremely fragile, and they cannot be used as tools, weapons, or alchemical components. Finally, a Cantrip lacks the power to duplicate any other spell effects. 
Cat-Fall
Difficulty:
11

Cost:
2
Casting:
Free Action

Resistance:
None

Range:
Personal

Duration:
See text

Description: You turn a fall or a jump into a controlled descend. For every success level, you may decrease the falling distance by five meters (to a minimum of 0).

Cauterize

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
Fortitude negates (harmless)
Range:
Touch

Duration: 
1 round per success level
Description: You can lay your hands on an open wound and sear it shut. While this does not restore any Hit Points to the subject, it does count as medical attention and can thus save a dying character from certain death. At the GM’s discretion, this spell can be used for similar tasks, such as branding. Your hands must be bare to use this spell successfully.
Chameleon

Difficulty:
13

Cost:
4

Casting:
Full Action

Resistance:
None (harmless)
Range:
Personal

Duration: 
1 minute per success level
Description: You cause reality to blur around you, distorting your image and allowing you to blend in with your surroundings. You gain a +10 bonus to Stealth checks to remain hidden. 
Cloak

Difficulty:
14

Cost:
5
Casting:
Full Action

Resistance:
Will negates; see text

Range:
Personal

Duration: 
1 round per success level

Description: This spell allows you to perform any act while appearing to do something completely different. You appear to be exactly where you are, but engaged in a different activity. For example, you can appear to all eyes to be reading a book when you are actually punching someone in the face. If your action affects someone else (an attack, spell, picking a pocket, etc.), the victim is allowed a Will save to see through the illusion. Cloak lasts for 1 round per success level. If cast successfully, Cloak also disguises the act of casting the spell.

Color Flux

Difficulty: 
12

Cost: 
3
Casting: 
Half Action

Resistance:
Will negates

Range: 
Personal

Duration: 
Instantaneous


Description: Blinding beams of polychromatic light are emitted in all directions from the body of the caster, stunning all other beings within 1 sq. of the caster, foe and ally alike. Affected creatures who fail a Will save are stunned for an entire round, and dazzled for one additional round per success level. Unless an opponent has some extraordinary protection, a sighted target cannot avoid the effects of this spell by declaring that he is fighting with his eyes closed – the light emitted is so brilliant that it will penetrate closed eyelids. Beings unable to see are not affected by this spell.

Compel

Difficulty:
14

Cost: 
5
Casting:
Half Action

Resistance:
Will negates

Range:
5 sq.

Duration: 
1 round per success level

Description: You fool one humanoid creature within range into doing your bidding unless it makes a successful Will save. For the duration of the spell, you may decide what actions you want the character to take and he will do as you say. 

Confusion

Difficulty: 
15

Cost:
6
Casting: 
Half Action

Resistance:
Will negates

Range: 
10 sq.

Duration: 
1 round per success level


Description: This spell causes all targets in a 2 sq. radius spread to become confused, making them unable to independently determine what they will do. 
Roll on the following table at the beginning of each subject’s turn each round to see what the subject does in that round. 

	d%
	Behavior

	01-10
	Attack caster with melee or ranged weapons (or close with caster if attack is not possible).

	11-20
	Act normally.

	21-50
	Do nothing but babble incoherently.

	51-70
	Flee away from caster at top possible speed.

	71-100
	Attack nearest creature.


A confused character who can’t carry out the indicated action does nothing but babble incoherently. Attackers are not at any special advantage when attacking a confused character. Any confused character who is attacked automatically attacks its attackers on its next turn, as long as it is still confused when its turn comes. Note that a confused character will not make opportunity attacks against any creature that it is not already devoted to attacking (either because of its most recent action or because it has just been attacked). 

Convulsions

Difficulty:
13

Cost: 
4

Casting:
Half Action

Resistance:
Fortitude half

Range:
10 sq.

Duration: 
1 round

Description: A spell designed to shake its victim to pieces using flickering inky bands. The spell does 2d12 points of damage plus 1 point per success level to the victim. If the save is failed, the victim falls to the ground in agony and is considered helpless for 1 round. If the save succeeds, the victim takes only half damage and is not otherwise affected. 

Create Fog

Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
See text


Range:
Personal

Duration: 
5 min. per success level

Description: One success level per sq. of radius is required to create a thin mist that imposes a -4 penalty on Spot and Search checks. By halving the affected area, you may give rise to a thick fog that blocks visibility to one meter and makes most vision checks nearly impossible. 

Crumble Stone

Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
None


Range:
Touch

Duration: 
Instantaneous

Description: Stone may be crushed at a rate of 10 kilograms per success level. The spell can only be used against inanimate objects.

Daylight

Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
None

Range:
Touch

Duration: 
1 minute per success level

Description: You cause the interior spaces of any single building to shine with daylight. With one success level you can affect a hovel-sized building, with success level 2 a moderate-sized multi-roomed house or building, with 3 success levels a large manor house, and with 4 or more success levels any single contiguous building of any size whatsoever. The light shines in rooms, attics, closets, and any other spaces bounded by a man-made roof and walls on all sides. In addition to illuminating the interior of the building, light shines out through open doors, windows, and even the cracks between boards and shingles. You must touch a solid structural element (wall, beam, or the like) of the building to be affected.
Daze

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
Will negates

Range:
10 sq.

Duration:
1 round per success level

Description: You channel a ray of magical energy, dazing the target. The subject is immediately dazed for the spell’s duration, or until he makes his Will save, whichever comes first.
Dazzling Brightness

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Fortitude negates

Range:
10 sq.

Duration: 
Instantaneous

Description: You create a burst of light that dazzles those in a 2 sq. radius spread area. Those affected are dazzled for 1 round per success level.
Deflect

Difficulty:
14

Cost:
5
Casting:
Free

Resistance:
None (harmless)


Range:
Personal

Duration: 
1 round

Description: You can use this spell to deflect incoming projectiles. This spell only works against solid projectiles and so energy attacks get through normally. Until the end of your next turn, you automatically discount a number of hits from incoming missiles equal to success level, causing them to bounce off harmlessly.

Dementia

Difficulty:
13

Cost:
4

Casting:
Full Action

Resistance:
Will negates

Range:
10 sq.

Duration: 
1 round per success level
Description: You can cast this spell on any one character or creature within range. The victim must make a successful Will save or become bewildered for a number of rounds equal to your success level. The bewildered character must roll 1d100 and consult the following chart to determine what he’ll do each round of the spell’s duration:

	d%
	Behavior

	01-10
	Attack caster with melee or ranged weapons (or close with caster if attack is not possible).

	11-20
	Act normally.

	21-50
	Do nothing but babble incoherently.

	51-70
	Flee away from caster at top possible speed.

	71-100
	Attack nearest creature.


Disintegrate

Difficulty:
15

Cost:
8
Casting:
Half Action

Resistance:
Fortitude half
Range:
10 sq.

Duration:
Instantaneous

Description: A thin, green ray springs from your pointing finger and hits the target. The target takes 4d10 points of damage plus 1 per success level. Any creature reduced to 0 or fewer hit points by this spell is entirely disintegrated, leaving behind only a trace of fine dust. A disintegrated creature’s equipment is unaffected. 

When used against an object, the ray simply disintegrates as much as one m3 of nonliving matter. Thus, the spell disintegrates only part of any very large object or structure targeted. The ray affects even objects constructed entirely of force, such as a Wall of Force. 

A creature or object that makes a successful Fortitude save is partially affected, taking only half damage. If this damage reduces the creature or object to 0 or fewer hit points, it is entirely disintegrated. 

Only the first creature or object struck can be affected; that is, the ray affects only one target per casting. 
Distort Vision

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None (harmless)
Range: 
Personal

Duration: 
1 round
Description: With this power, you disappear and your image reappears in another space no more than 2 meters away per success level. Until the start of your next turn, you are effectively invisible to all other creatures. 
Dowsing

Difficulty:
13

Cost:
3

Casting:
10 minutes

Resistance:
None

Range:
1 km per success level
Duration:
Sustained

Description: By focusing his mind the diviner can single out an object or person somewhere in his immediate vicinity, pushing aside all other distractions until he can unerringly find it. First the Magician must choose an item or person to be the subject of the spell. This can be anything, but it must be a specific item. So for instance, the Magician could say, “I want to know where the key to this lock is” but not “I want to know where a key is”. Likewise with a person, the Magician must have either seen them before or know their name. Simply trying to find the person who murdered the inn keeper, for example, will not work.

Once the Magician has chosen his subject, he makes a casting check. The following factors modify this roll:

· He is intimately familiar with the subject (an object he has been carrying for a long time or a person he knows well) → +1

· He has a portion of the subject (a lock of a person’s hair, a stone chip from a statue) → +1

· The subject is 100-499m away → -1

· The subject is over 500m away → -2

· Subject is surrounded by others of its kind (i.e. a person in a crowd, a key in a drawer full of keys → -1.

If the Magician passes the check, and the subject is within a number of kilometres equal to success level, then he will have some idea of its location depending on the success level.

	Success Level
	Result

	1
	The rough direction of the subject.

	2
	The specific direction of the subject and roughly how far away it is.

	3
	The specific direction of the subject and exactly how far away it is.

	4+
	A visual image of the current location of the subject as well as knowledge of in which direction and how far away it is.


As long as the Magician sustains this spell he can spend an action to gain updated information on the location of the subject (the level of this information remains dependant on his original success level). Thus, a Magician can follow a person who is actively trying to evade him for instance. 

Dust Devil

Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
Fortitude negates blindness


Range:
10 sq.

Duration: 
1 minute per success level

Description: This effect creates a cloud of swirling dust that blocks vision and blinds people within it. The cloud affects an area with a radius of 1 sq. per success level. 

Eavesdrop

Difficulty:
12

Cost:
3
Casting:
Full Action

Resistance:
None

Range:
Line of sight

Duration: 
1 minute per success level

Description: You can listen to what’s happening in any area that you can see, no matter the distance. You hear things as if you were standing right there. 

Electric Vengeance
Difficulty:
13

Cost:
3
Casting:
Free Action

Resistance:
None

Range:
Personal

Duration: 
Instantaneous
Description: You can cast this spell only when another creature has just dealt hit point damage to you with a melee attack. When you cast Electric Vengeance, a blast of lightning arcs from your body into the subject’s; the arc deals 2d8 points of damage +1 per success level.

Explosive Rune Field
Difficulty:
13

Cost:
3
Casting:
Full Action

Resistance:
Reflex negates
Range:
10 sq.

Duration: 
1 round per success level

Description: You infuse an area with arcane patterns that shift and slide along the ground. They seethe with arcane energy, and an occasional bolt of energy surges from them with a bright flash.

This spell creates a hazardous field of energy in a 1 sq. area per success level. The runes created by this spell detonate when they come into contact with a living creature other than the caster. Any creature that begins its turn in the spell’s area must attempt a Reflex save. On a failed save, the creature takes 2d12 points of fire damage. 

Moving through the spell’s area is hazardous at best. Creatures that move at their normal speed must succeed on Reflex saves to avoid the spell’s explosive effects. Creatures that move at half speed through the spell’s area can avoid the damage just as if they had succeeded on their saves.
Extinguish Flame

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
None


Range:
5 sq.

Duration: 
Instantaneous

Description: A flame, fire or heat source may be extinguished. It takes one success level per square of fire.
Fade

Difficulty: 
12

Cost:
4
Casting: 
Free Action

Resistance:
None

Range: 
Personal

Duration: 
Instantaneous

Description: This spell will not teleport the caster very far, and even then it sends him in a random direction, but in times of duress, this quick-casting spell can save his life. Make two dice rolls to determine the direction and the distance of the teleportation: 1=North, 2=South, 3=East, 4=West, and 1d4 x success level determines the distance in sq.

Note that the spell will not teleport the caster through structures, such as walls or doors. If the direction of the teleportation is blocked by such a structure, then the caster will appear next to it even if the distance roll indicated he should have teleported farther. For this reason, the spell works best outdoors.

Final Words

Difficulty:
13

Cost:
4
Casting:
1 round

Resistance:
None
Range:
5 sq.

Duration: 
1 minute; see text
Description: You can ask one question per success level of the departing soul of a slain character within range of you. This must be done within 1 minute of the character’s death or the soul will have already passed on to the Death Realms. The soul is not compelled to answer truthfully (or at all, for that matter). Final words cannot be cast on creatures without souls, like Demons and the Undead.
Fire Nova

Difficulty:
12

Cost: 
3

Casting:
Half Action

Resistance:
Reflex half

Range:
0m

Duration:
Instantaneous

Description: A circle of searing flame shoots out from your body. Any creature in a 1 sq. spread area of you takes 2d8 points of fire damage plus 1 point per success level.
Flare

Difficulty: 
11

Cost: 
2
Casting: 
Half Action

Resistance:
Will negates (harmless)

Range: 
20 sq.

Duration: 
Instantaneous (see text)


Description: This spell creates a small ball of illusory flame that fires away from the caster toward a chosen target within range, dissipating when it reaches the target. The caster need not know the target’s location (in fact, this spell is usually used when the caster does not know the direction of the target), but he does need to be familiar with the target or at least to have seen it within the past hour. This flare travels slowly enough that the caster can easily track its progress with the naked eye (approximately 40 m per second). If the chosen target is not within range, then the spell fails and the flare never materializes. The flare is not real fire, although it does provide illumination in a 2-meter radius, and cannot inflict any damage.

Flicker

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None

Range:
Personal

Duration:
1 round per success level

Description: The subject’s outline appears blurred, shifting and wavering. This distortion grants the subject concealment. Opponents that cannot see the subject ignore the spell’s effect (though fighting an unseen opponent carries penalties of its own).
Floating Disk

Difficulty:
11

Cost:
2
Casting:
Full Action

Resistance:
None

Range:
1 sq.

Duration:
1 hour per success level

Description: You create a slightly concave, circular plane of force that follows you about and carries loads for you. The disk is 1 meter in diameter and 2 cm deep at its center. It can hold 50 kg of weight per success level. The disk floats approximately 1 meter above the ground at all times and remains level. It floats along horizontally and will accompany you at a rate of no more than your normal speed each round. If not otherwise directed, it maintains a constant interval of 2 meters between itself and you. The disk winks out of existence when the spell duration expires. The disk also winks out if you move beyond range or try to take the disk more than 1 meter away from the surface beneath it. When the disk winks out, whatever it was supporting falls to the surface beneath it.
Fluxion

Difficulty:
13

Cost:
4
Casting:
Free

Resistance:
None

Range:
Personal

Duration: 
Instantaneous


Description: This spell engulfs aggressive magic and carries it away. It is used as a counter-spell against offensive spells directed at the Magician. The DC to dispel a magical effect equals the targeted spell’s casting DC plus success level.  

Fly

Difficulty: 
15

Cost: 
7
Casting: 
Half Action 

Resistance:
None

Range: 
Personal 

Duration: 
1 minute per success level


Description: The subject can fly at a speed of 24 meters (or 16 meters if it wears medium or heavy armor, or if it carries a medium or heavy load). It can ascend at half speed and descend at double speed. Using a fly spell requires only as much concentration as walking, so the subject can attack or cast spells normally. The subject of a fly spell can charge but not run, and it cannot carry aloft more weight than its maximum load, plus any armor it wears. 

Should the spell duration expire while the subject is still aloft, the magic fails slowly. The subject floats downward 24 meters per round for 1d6 rounds. If it reaches the ground in that amount of time, it lands safely. If not, it falls the rest of the distance, taking falling damage. Since dispelling a spell effectively ends it, the subject also descends in this way if the fly spell is dispelled, but not if it is negated by an antimagic field. 

Frost Nova

Difficulty:
12

Cost: 
3

Casting:
Half Action

Resistance:
Reflex half

Range:
0m

Duration:
Instantaneous

Description: A circle of biting frost shoots out from your body. Any creature in a 1 sq. spread area of you takes 2d8 points of cold damage plus 1 per success level.
Glitterdust

Difficulty: 
12

Cost:
3
Casting: 
Half Action

Resistance:
Will negates (blinding only)

Range: 
10 sq.

Duration: 
1 round per success level


Description: A cloud of golden particles covers everyone and everything in a 2 sq. spread, causing creatures to become blinded and visibly outlining invisible things for the duration of the spell. All within the area are covered by the dust, which cannot be removed and continues to sparkle until it fades. 

Any creature covered by the dust takes a -40 penalty on Stealth checks to hide. 

Glowing Orb

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
None

Range:
0m

Duration: 
1 hour per success level

Description: You create an orb of glowing light. The light cast by a Glowing Orb is equivalent to a torch. The orb is roughly the size of an apple, and pulses slightly in time with your heartbeat. It may be colored according to your whim. 
Grease

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Reflex negates; see text

Range:
10 sq.

Duration:
1 round per success level

Description: A grease spell covers a 4x4 meters solid surface with a layer of slippery grease. Any creature in the area when the spell is cast must make a successful Reflex save or fall. This save is repeated on your turn each round that the creature remains within the area. A creature can walk within or through the area of grease at half normal speed with a DC 10 Acrobatics check. Failure means it can’t move that round (and must then make a Reflex save or fall), while a critical failure means it falls. 

Guard of Steel

Difficulty:
12

Cost:
3

Casting:
Half Action

Resistance:
None

Range:
Personal

Duration: 
1 round per success level

Description: You summon shimmering orbs of steel that rotate around your body and protect you from incoming attacks. You gain a free parry per round using your Magic skill for the duration of the spell.

Hex

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Will negates

Range:
10 sq.

Duration: 
10 minutes per success level
Description: You curse one opponent within range. For the duration of the spell, the target suffers a -2 penalty on all checks and all attacks against him gain a +1d6 bonus to damage. A character can only be the subject of one Hex at a time.
Identify

Difficulty:
11

Cost:
2
Casting:
10 minutes

Resistance:
None

Range:
Touch

Duration:
Instantaneous

Description: The spell determines all magic properties of one or more magic items, including how to activate those functions (if appropriate), and how many charges are left (if any). When the spell is cast, the caster generates one Identification Point (IP) per success level. These points are then spent to identify any magic item the caster has examined while casting the spell. Identifying a scroll or a potion costs 1 IP, a wand/staff/rod costs 2 points, a ring costs 5 points, a weapon/armor costs 3 points, and miscellaneous items cost 4 points.

Illuminated Circlet

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None

Range:
0m

Duration: 
Instantaneous; see text
Description: This spell creates a luminous hoop of light that flares outward. The light reveals all that is hidden. Darkness (both magical and mundane) is banished, the invisible is made visible, hidden or disguised characters are exposed, and secret areas (doors, chambers, etc.) are revealed. The spell affects an area of 1 sq. per success level. While the spell is instantaneous, its effect lingers for 1 minute per success level.
Illusion

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Will negates

Range:
10 sq.

Duration: 
1 round per success level

Description: You create an illusion anywhere within range that is a nearly perfect simulation of reality, complete with sight, sound, and smell. The spell affects an area of 5 meters radius. You can make this area look like literally anything. Illusion lasts for a number of rounds equal to your success level. You must spend a Half Action each round maintaining the illusion. Viewers may be allowed a Will save to see through the illusion if they have cause to suspect it’s a trick. The precise effects of the illusion are up to the GM to determine and should follow the guidelines of common sense.
Immobilize

Difficulty:
13

Cost:
4

Casting:
Half Action

Resistance:
Reflex negates

Range:
10 sq.

Duration: 
1 round per success level

Description: You immobilize the character with invisible shackles of magical power. Unless the target makes a successful Reflex save, he is rendered helpless. The target can do nothing on his turn except try to break the shackles. This requires a Strength DC 18 check.

Inferno

Difficulty:
13

Cost:
4

Casting:
Half Action

Resistance:
Reflex half 

Range:
10 sq.

Duration: 
Instantaneous

Description: You can throw a bolt of fire at a group of opponents within range of you. The bolt explodes in a fiery inferno in a 2 sq. radius area. This is a magic missile that does 2d10 points of fire damage plus 1 per success level.
Influence
Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance: 
Will negates

Range:
10 sq.

Duration:
1 minute per success level
Description: This spell can change the targets emotional state. The spell requires 1 success level if the person was leaning towards the intended emotion, 2 success levels to inspire a different emotion, and 3 success levels for an utterly opposite emotion (e.g., anger if the person was happy, fear if the person was calm). 

Invisibility

Difficulty:
15

Cost:
6
Casting:
Half Action

Resistance: 
None

Range:
Personal

Duration:
1 round per success level

Description: You shroud yourself with magic and disappear from sight. While you are invisible, you can’t be targeted with ranged attacks, including magic. Any melee attack you make receive a +2 bonus to hit. Anyone within 5 meters of you can make Listen check with a -2 penalty to detect you using non-visual senses. If a successful test is made, you can be attacked, but attackers suffer a -4 penalty to hit and a 50% miss chance. 

Knock
Difficulty: 
12

Cost:
3
Casting: 
Half Action

Resistance:
None

Range: 
Touch

Duration: 
Instantaneous; see text

Description: The knock spell opens stuck, barred, locked, held, or arcane locked doors. It opens secret doors, as well as locked or trick-opening boxes or chests. It also loosens welds, shackles, or chains (provided they serve to hold closures shut). If used to open a magically locked door, the spell does not remove the magical lock but simply suspends its functioning for 1 minute per success level. In all other cases, the door does not relock itself or become stuck again on its own. Knock does not raise barred gates or similar impediments (such as a portcullis), nor does it affect ropes, vines, and the like. The effect is limited by the area. Each spell can undo as many as one means of preventing egress per success level.

Levitate

Difficulty:
14

Cost: 
5
Casting:
Full Action

Resistance:
None (harmless)
Range:
Personal 

Duration: 
1 round per success level
Description: You focus your concentration and slowly begin to lift off the ground. You can only move up and down while under the effects of this spell, and you cannot rise higher than 5 meters. You can use this spell to stop yourself from falling, but this incurs a -2 penalty to the casting check. 
Lightning

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Reflex half
Range:
10 sq.

Duration: 
Instantaneous
Description: You can throw a bolt of lightning that originates at your fingers and proceeds out to the range of the spell. The lightning does 2d12 points of electricity damage plus 1 per success level to any creature in its path.
Limbwither

Difficulty:
12

Cost:
3

Casting:
Half Action

Resistance:
Fortitude negates
Range:
10 sq.

Duration: 
Instantaneous
Description: You deaden one limb – arm or leg – of a single target within range. You may choose which exact limb of the target to affect, and it becomes utterly useless for 1 minute per success level. Normal use of the limb returns when the spell ends.
Midnight

Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
None

Range:
10 sq.

Duration: 
1 minute per success level

Description: You create a swirling area of impenetrable darkness anywhere within range of you. The darkness covers an area up to 2 sq. radius. Those affected cannot see.
Mockery of Death
Difficulty:
14

Cost:
4

Casting:
10 minutes

Resistance:
Fortitude negates

Range: 
Touch

Duration:
1 day per success level

Description: You cause someone to appear and behave as if dead to all sight and inspection. That person continues to sense his environment through hearing, smell, and – if his eyes are open – sight, but he cannot move his body in any way whatsoever until the spell ends. However, he continues to require air and other essentials of life. This state persists until you will it to end or until a number of days equal to success level have passed. An unwilling target can resist the spell with a successful Fortitude save. You can also cast this spell on yourself.

Pestilence

Difficulty:
15

Cost:
10
Casting:
Full Action

Resistance:
Fortitude half 

Range:
10 sq.

Duration: 
1 round per success level

Description: A bright green, poisonous cloud engulfs an area of 1 sq. radius per success level. Anyone caught within the cloud suffers 3d10 points of damage unless they make a successful Fortitude save. A failed save leaves the character nauseated and with ongoing damage 1d4 (save ends). Anyone remaining in the cloud must continue making saves each round. 
Possession

Difficulty:
15

Cost:
5

Casting:
1 hour; see text

Resistance:
Will negates


Range:
Touch

Duration: 
1 hour/success level; see text

Description: By casting Possession, you place your soul in a gem or large crystal (known as the magic jar), leaving your body lifeless. Then you can attempt to take control of a nearby body, forcing its soul into the magic jar. You may move back to the jar (thereby returning the trapped soul to its body) and attempt to possess another body. The spell ends when you send your soul back to your own body, leaving the receptacle empty. 

When you transfer your soul upon casting, your body is, as near as anyone can tell, dead. 

You may possess the body of a creature touching the magic jar and force the creature’s soul into the magic jar unless the subject succeeds on a Mental Resistance check. Failure to take over the host leaves your life force in the magic jar, and the target automatically succeeds on further resistance checks if you attempt to possess its body again. 

If you are successful, your life force occupies the host body, and the host’s life force is imprisoned in the magic jar. You keep your Intelligence, Vigilance, Charisma, career, resistances, and mental abilities. The body retains its Stamina, Agility, Health Points, and abilities. You can’t choose to activate the body’s extraordinary or supernatural abilities. The creature’s spells and spell-like abilities do not stay with the body. 

As an action, you can shift freely from a host to the magic jar if within range, sending the trapped soul back to its body. The spell ends when you shift from the jar to your own body. 

If the host body is slain, you return to the magic jar, if within range, and the life force of the host departs (it is dead). If the host body is slain beyond the range of the spell, both you and the host die. Any life force with nowhere to go is treated as slain. 

If the spell ends while you are in the magic jar, you return to your body (or die if your body is out of range or destroyed). If the spell ends while you are in a host, you return to your body (or die, if it is out of range of your current position), and the soul in the magic jar returns to its body (or dies if it is out of range). Destroying the receptacle ends the spell, and the spell can be dispelled at either the magic jar or at the host’s location.

Prismatic Mist
Difficulty:
12

Cost:
3
Casting:
Full Action

Resistance:
See text
Range:
10 sq.

Duration: 
1 minute per success level

Description: You call forth a thin, multihued mist that fills an area of 1 sq. radius per success level. Small incandescent lights, no brighter than candles, drift lazily throughout the mist.

The mist is too thin to obscure vision or provide concealment, but walking through it is hazardous. Each round, a creature that begins its turn in the area of the spell, or that enters the mist during its turn, is subject to one or more of the following effects based on the (randomly determined) color of the mist in the area around the creature.
	D8
	Color
	Effect

	1
	Red
	1d4 points of fire damage.

	2
	Orange
	1d6 points of acid damage.

	3
	Yellow
	1d8 points of electricity damage.

	4
	Green
	Poison – 1d4 points of ongoing damage (Fortitude negates).

	5
	Blue
	Dazzled for one round (Will negates).

	6
	Indigo
	Confused for one round (Will negates).

	7
	Violet
	Dazed for one round (Will negates)

	8
	At the junction of two colors.
	Roll twice more, ignoring any “8” results.


Pulse

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
None

Range:
0m

Duration: 
1 round per success level

Description: This spell summons a small green-blue sphere, about the size of a marble. The sphere can detect the level of magic within 10 meters of the caster and mark it with a blue glow that lingers for the duration of the spell.

Push

Difficulty:
12

Cost:
3

Casting:
Half Action

Resistance:
Reflex negates


Range:
10 sq.

Duration: 
Instantaneous
Description: You gather a ball of magical energy and direct it against any single target within range. If the target fails a Reflex save, he is knocked to the ground. For each success level you also deal one point of damage.
Regenerate

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
None (harmless)


Range:
Personal

Duration: 
1 round per success level
Description: This spell allows you to knit your flesh back together at a phenomenal rate, letting you swiftly overcome any non-fatal injury. Regenerate can eventually regrow lost limbs and organs. Each round this spell is active, you recover 1d8 points of damage. 
Regroup
Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Will negates (harmless)
Range:
20 sq.

Duration: 
Instantaneous
Description: You teleport your companions to your side. Each subject of this spell (one per success level) teleports to a square adjacent to you. If those squares are occupied or cannot support the teleported creatures, the creatures appear as close to you as possible, on a surface that can support them, in an occupied square.
Rush

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
None

Range:
Personal

Duration:
1 minute per success level

Description: This spell increases your base land speed by 12 meters and your Initiative bonus by +2. This adjustment is treated as an enhancement bonus. There is no effect on other modes of movement, such as burrow, climb, fly, or swim.

Scattering Trap
Difficulty:
12

Cost:
3
Casting:
Half Action

Resistance:
Reflex negates
Range:
10 sq.

Duration: 
1 round per success level

Description: This spell imbues a number of squares you designate (1 per success level) with a teleportation trap. A creature moving through one of these traps and failing its save is teleported 1d6 squares in a random direction. If reaching the destination involves teleporting the subject into a solid space such as within a wall, the subject is forcibly shunted into the nearest open space and takes 1d6 points of damage. 

Scrying

Difficulty: 
15

Cost:
5

Casting: 
1 hour

Resistance:
Will negates

Range: 
See text

Duration: 
1 minute per success level

Description: You can see and hear some creature, which may be at any distance. If the subject succeeds on a Will save, the scrying attempt simply fails. If the subject is on another plane, it gets a +5 bonus on its Will save. 

If the save fails, you can see and hear the subject and the subject’s immediate surroundings (approximately 4 meters in all directions of the subject). If the subject moves, the sensor follows at a speed of up to 60 meters. 

As with all divination (scrying) spells, the sensor has your full visual acuity, including any magical effects. 

If the save succeeds, you can’t attempt to scry on that subject again for at least 24 hours. 

Focus Component: A mirror of finely wrought and highly polished silver costing not 

less than 1.000 gp, or a natural pool of water. 

Seal

Difficulty: 
11

Cost:
2

Casting: 
Full Action

Resistance:
None

Range: 
Touch

Duration: 
10 minutes per success level


Description: This spell magically locks a portal (a door, a chest, a window, etc.). The portal can be broken down physically or opened magically, but cannot be opened otherwise. The DC to break down the portal is increased by +5.

Sense Presence

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None
Range:
Personal

Duration: 
Instantaneous
Description: Reaching out with your mind, you get a vague inkling of other life forms within 10 meters per success level. You automatically detect all living creatures in the area. Walls in excess of 1 meter thick block this spell.
Sentinel I

Difficulty: 
11

Cost:
3
Casting: 
Full action

Resistance:
None

Range: 
1 sq.

Duration: 
1 hour per success level


Description: This spell summons a type 1 Sentinel – a semi-corporeal arcane creature. The Sentinel acts as the caster’s warder. The warder attacks the caster’s opponents to the best of its ability beginning on the round after it is first summoned, and can be directed not to attack or to attack only particular enemies, to return to the caster’s side, to guard the caster, or to perform other actions.

A caster can have only one summoned warder at a time. The Sentinel remains until dismissed by the caster or destroyed.
Sentinel II

Difficulty: 
12

Cost:
4
Casting: 
Full action

Resistance:
None

Range: 
1 sq.

Duration: 
1 hour per success level


Description: As Sentinel I, except this spell summons a type 2 Sentinel.

Sentinel III

Difficulty: 
13

Cost:
5
Casting: 
Full action

Resistance:
None

Range: 
1 sq.

Duration: 
1 hour per success level


Description: As Sentinel I, except this spell summons a type 3 Sentinel.

Sentinel IV

Difficulty: 
14

Cost:
6
Casting: 
Full action

Resistance:
None

Range: 
1 sq.

Duration: 
1 hour per success level


Description: As Sentinel I, except this spell summons a type 4 Sentinel.

Sentinel V

Difficulty: 
15

Cost:
7
Casting: 
Full action

Resistance:
None

Range: 
1 sq.

Duration: 
1 hour per success level


Description: As Sentinel I, except this spell summons a type 5 Sentinel.

Shatter

Difficulty: 
12

Cost:
3

Casting: 
Half action 

Resistance: 
See text

Range: 
10 sq.

Duration: 
Instantaneous 

Description: Shatter creates a loud, ringing noise that breaks brittle, nonmagical objects; sunders a single solid, nonmagical object; or damages a crystalline creature. 

Used as an area attack, shatter destroys nonmagical objects of crystal, glass, ceramic, or porcelain. All such objects within a 1 sq. radius of the point of origin are smashed into dozens of pieces by the spell. Objects weighing more than 1 kg per success level are not affected, but all other objects of the appropriate composition are shattered. 

Alternatively, you can target shatter against a single solid object, regardless of composition, weighing up to 5 kg per success level. The object must make a Durability check or be destroyed. 

Targeted against a crystalline creature (of any weight), shatter deals 2d10 points of sonic damage plus 1 per success level, with a Fortitude save for half damage. 

Silence

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Will negates; see text
Range:
10 sq.

Duration: 
1 minute per success level

Description: Upon the casting of this spell, complete silence prevails in the affected area. All sound is stopped: Conversation is impossible, spells cannot be cast, and no noise whatsoever issues from, enters, or passes through the area. The spell can be cast on a point in space, but the effect is stationary unless cast on a mobile object. The spell can be centered on a creature, and the effect then radiates from the creature and moves as it moves. An unwilling creature can attempt a Will save to negate the spell. 
Skywalk

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
None

Range:
Personal

Duration: 
1 round per success level

Description: You briefly walk on air, before returning to the ground. You can reach a height of up to 6 meters, allowing you to easily walk over ground obstacles.
Spider Climb

Difficulty:
12

Cost:
3

Casting:
Half Action

Resistance:
None (harmless)
Range:
Personal

Duration: 
1 round per success level
Description: You bend gravity to your will. You can crawl on walls or ceilings for the duration of the spell. You must make a Climb skill check to move between a wall and ceiling and vice versa.
Spook

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
Will negates

Range:
Personal

Duration: 
1 round per success level

Description: You make yourself look like a nightmare creature of purest dread. You cause fear in all enemies within 3 sq. for the duration of the spell.

Steal Life

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Fortitude negates


Range:
10 sq.

Duration: 
Instantaneous
Description: You suck the life essence of a foe within range of you and use it to heal yourself. The target loses 1 Hit Point per success level, unless a successful Fortitude save is made. You are healed of as many hit points as you inflict. If you already have your full amount of hit points, you don’t gain any more (though the target is still damaged). Steal life has no effect on Demons and the Undead.
Swift Passing

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
Will negates


Range:
Touch

Duration: 
Instantaneous
Description: With a touch of your fingers, you can dispatch a dying character. Swift passing kills any character who is dying. Souls dispatched in this way are immune to spells such as final words but still remain at risk of Necromantic resurrection.
Take no Heed

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Will negates; see text


Range:
Personal

Duration: 
1 minute per success level
Description: You become very easy to ignore. Although people can see you perfectly fine, they tend not to notice you, and don’t recall anything about you after you’ve gone. People must make a Will save in order to approach or talk to you unless you speak first, even if they’ve noticed you earlier. (They need not re-roll in the middle of a conversation, but if, for example, a shopkeeper succeeded in a roll to notice you when you came into his shop but was busy with other things at the moment, he’d need to make another roll to come over and talk to you later in your visit.) Even those who notice and approach or speak to you must make another Will save to remember any specific details about you after you’ve gone. The nature of this spell is such that its effects do not disturb or alarm those trying to notice or remember you: they chalk the situations up to distractions, faulty memory, or the like.
Telekinesis

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None

Range:
10 sq.

Duration: 
1 round per success level

Description: You use magical force to move and manipulate light objects. You can move any unsecured light item (weight 1 kg per success level) up to 4 sq. per round. You can also open or close any unlocked door or knock over items with a weight of 5 kg per success level.

Telepathy

Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Will negates (harmless)


Range:
1 km per success level
Duration: 
1 round per success level
Description: You can send your thoughts into the minds of those around you. You can choose to send your message to one or more persons in a select group of individuals, which is known as a “placed sending”, or can transmit your thoughts to anyone within range, an art known as “broadcasting”.
Teleport
Difficulty:
15

Cost:
8
Casting:
Full Action

Resistance:
None


Range:
Personal

Duration: 
Instantaneous

Description: You teleport up to 100 meters per success level. If you can’t see your destination point, you may suffer a mishap and must roll on the table below.

	1d8
	Scatter

	1
	1d100 meters in a random direction.

	2
	1d4 meters higher.

	3
	1d4 meters lower.

	4
	1d4 meters farther.

	5
	1d4 meters shorter.

	6
	1d4 meters wide left

	7
	1d4 meters wide right

	8
	Spot on!


If you end up inside a solid object (i.e. a wall, the ground etc.) you suffer 5d8 points of damage and may become trapped.

Terminate

Difficulty:
13

Cost:
4
Casting:
Half Action

Resistance:
None

Range:
10 sq.

Duration: 
Instantaneous

Description: You cause a spell within range to end prematurely. This can be used to dispel any ongoing spell but not ritual magic. You can immediately end the target spell with a successful casting against the casting roll of the original caster’s check. Dispel has no effect on summoned creatures or re-animated Undead.

The Past Revealed

Difficulty:
15

Cost:
6
Casting:
1 round

Resistance:
None

Range:
Touch

Duration: 
Instantaneous

Description: You can touch one item and learn the most important things about its past (as decided by the GM). This spell reveals one fact about the item per success level, typically who made it, important previous owners, or famous incidents involving the item. The Past Revealed can only be cast on an item once. 
Thunder

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
Fortitude negates

Range:
10 sq.

Duration: 
Instantaneous

Description: You cause a cacophonous clap of thunder to peel out anywhere within range. The area of effect equals a 2 sq. radius. Those affected must make a successful Fortitude save or be deafened for 1 round per success level. The Thunder is so loud that it can be heard up to a kilometre away.

Tide of Years

Difficulty:
11

Cost:
2

Casting:
Half Action

Resistance:
None


Range:
Touch

Duration: 
Instantaneous
Description: You cause one non-magical item with a weight of up to 4 kg per success level to age and decay. Items of Poor or Common Craftsmanship turn to dust. Items of Good Craftsmanship become Poor and those of Best Craftsmanship become Common. 
True Seeing
Difficulty: 
15

Cost:
6
Casting: 
Half Action

Resistance:
None

Range: 
Personal

Duration: 
1 round per success level


Description: You gain the ability to see all things as they actually are. You see through normal and magical darkness, notices secret doors hidden by magic, sees the exact locations of creatures or objects under blur or displacement effects, sees invisible creatures or objects normally, sees through illusions, and sees the true form of polymorphed, changed, or transmuted things. Further, you can focus your vision to see into the Ethereal Plane (but not into extradimensional spaces). The range of true seeing conferred is 50 meters. 

True seeing, however, does not penetrate solid objects. It in no way confers X-ray vision or its equivalent. It does not negate concealment, including that caused by fog and the like. True seeing does not help the viewer see through mundane disguises, spot creatures who are simply hiding, or notice secret doors hidden by mundane means.

Vertigo
Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Will negates
Range:
10 sq.

Duration: 
1 round per success level

Description: The subject of this spell becomes dizzy as the ground seems to drop away beneath its feet. The subject must succeed on a DC 10 Acrobatics check at the start of each turn to take a move action. If it fails, it cannot move. If it critically fails the check, it falls prone. While affected, the subject also takes a -2 penalty on all attack rolls and saves. Airborne creatures receive a +4 bonus on saves against this spell and do not need to make the Acrobatics checks.
Wall of Fire

Difficulty:
15

Cost:
7
Casting:
Half Action

Resistance:
None
Range:
10 sq.

Duration: 
1 round per success level

Description: An immobile, blazing curtain of shimmering violet fire springs into existence. The wall can be up to 4 squares long per success level, or a circle with a radius of up to 1 square per two success levels; either form is 4 squares high. One side of the wall, selected by you, sends forth waves of heat, dealing 2d6 points of fire damage to creatures within 2 squares and 1d6 points of fire damage to those past 2 squares but within 4 squares. The wall deals this damage each round at the beginning of the turn of all creatures in the area. In addition, the wall deals 2d10 points of fire damage +1 point of fire damage per success level to any creature passing through it. The wall deals double damage to undead creatures. 

If you evoke the wall so that it appears where creatures are, each creature takes damage as if passing through the wall. If any 1-square length of wall takes 20 points of cold damage or more in 1 round, that length goes out.
Wall of Force
Difficulty: 
15

Cost:
7
Casting: 
Full Action

Resistance: 
None

Range: 
5 sq.

Duration: 
1 minute per success level


Description: A wall of force spell creates a shimmering blue wall of force. The wall cannot move, it is immune to damage of all kinds, and it is unaffected by most spells, including Terminate. However, Disintegrate immediately destroys it. Breath weapons and spells cannot pass through the wall in either direction, although teleportation magic can. It blocks ethereal creatures as well as material ones (though ethereal creatures can usually get around the wall by floating under or over it through material floors and ceilings). Gaze attacks can operate through a wall of force. 

The caster can form the wall into a flat, vertical plane whose area is up to one 4 square meters per success level. The wall must be continuous and unbroken when formed. If its surface is broken by any object or creature, the spell fails. 

Weakness

Difficulty:
11

Cost:
2
Casting:
Half Action

Resistance:
Fortitude negates

Range:
10 sq.

Duration:
1 round per success level

Description: You channel a ray of negative energy, fatiguing the target. The subject is immediately fatigued for the spell’s duration, or until he makes his Fortitude save, whichever comes first. This spell has no effect on a creature that is already fatigued. Unlike with normal fatigue, the effect ends as soon as the spell’s duration expires.

Wind Blast
Difficulty:
13

Cost:
4

Casting:
Half Action

Resistance:
Reflex negates

Range:
10 sq. cone

Duration: 
1 round per success level

Description: You call down raging winds from the sky anywhere within range to blow your opponents over. Those affected must make a Reflex save or be knocked prone. While in the area of effect, characters cannot fire missile weapons (or be targeted by them) and must make a successful DC 12 Strength check in order to move. Melee attacks can be made but at a -4 penalty. 
Youth’s Bane
Difficulty:
14

Cost:
5
Casting:
Half Action

Resistance:
Fortitude negates
Range:
10 sq.

Duration: 
Instantaneous
Description: You cause one character within range to age years in a matter of seconds. The target must make a successful Will save or permanently age 1d4 years per success level. Whilst it affects animals, youth’s bane has no effect on Demons and the Undead. Similarly, it has no effect on items and natural materials such as food, plants, leather, etc.
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