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MAGIC FOR THE NON MAGE
(and for the Mage also)

Magic has a number of well-known effects.  Most people know how spells up to about 4th level work, a player is encouraged to ask the DM (between sessions please) about any of these spells.  Many hints are included in the next section on magic items.  Some very important concepts follow.

Energy Spells

All energy of the same type that hits in one round is added together for penetration of defenses etc. Flesh (like Stone Flesh and Iron Flesh) spells must be on the person not the armor to stop energy damage.

The order of operation of the various damage reductions is Flesh spells, Energy Resistance spells, Dragon Leather, and finally Immune Flesh.

Magic Points (MP)

Magic Items other than potions cost MP from the user, be careful how much you spend.  This includes magic weapons!

Curing

Most curing is at 1 point per round and is limited to hit points in one day.  Exceptions are fatigue curing is faster with no limit.  High level curing is faster.  Medical curing and natural healing are not limited.

Dispelling

Spells and magic item effects can be dispelled, watch out.  It is even possible to dispel, and thus destroy, a magic item.

Magic Protection

Magic Protection spells affect all magic, including potions and items, cast at or by the user, beneficial or not!

Magic Items

Almost every character will have magic items.  There are several types of permanent and temporary items.  The most temporal item is the potion.  Other temporary items are called charged items.  Permanent items include weapon and armor enchantments and permanent magic devices.  All magic items are ‑10 if countered by Counter Magic, Specific Counter Magic, or a sorcerer or a wizard.

Potions

Potions are the only magic that supplies it's own MP.  Each potion has a set amount of MP.  Initial and dispel resistance MP must be programmed when the potion is made.  If a mage or cleric consumes a potion he made, he may change any preset factors.

A potion takes two turns of action drink and one turn to cast its spell.  The potion automatically works unless a Magic Protection spell is present or there is some other attempt to counter.  A potion may be poured down an incapacitated person's throat; taking four turns plus one turn of casting.  Chain drinking (drinking several potions in a row), requires two turns of action for the first potion and one extra turn for each additional potion.

A normal human may have four potions in his stomach at a time.  This is called potion capacity.  There are no mixing problems with potions.  Larger or smaller creatures have higher or lower potion capacity.  A person regains one potion capacity each hour after drinking potions.

There is a spell Iron Stomach that increases potion capacity by one per two initial MP.  Only the best spell counts, Iron Stomach does not stack.  There are also sweet tasting potions.  A sweet tasting potion uses up 2/3 of a natural potion capacity but still counts as one potion vs. Iron Stomach.  Normal potions come off Iron Stomach first and sweet tasting come off natural capacity first, drinking order does not matter (assuming Iron Stomach was up from the start).

The heal wounds and heal fatigue spells which have multiple rates of healing must have a set rate.  The healing potion may also go dormant for 2/hour (1/hour for Heal Fatigue) if there is no healing to be done.  Healing potions may also be set to heal fatigue if there is no wounds to heal.

Clerical cure wounds always cure one point per turn and cure fatigue if there are no wounds to cure.  Clerical cure fatigue spells cure up to one die (adjusted by the strength of white) per turn, curing at least one fatigue per turn.  A 5d6+5 cure fatigue cures up to 1d6+1 points per turn, a 5d6+10 cures up to 1d6+2 points per turn.

Spells, such as Immune Flesh and Fire Resistance, with continuing and per point costs do not need preprogramming.

Potions are most effective for high MP cost spells.

Oils

Oils are similar to potions, but are used by rubbing them on the object to be effected by the spell.  An oil takes five turns to apply and one turn to cast.  Oils may also be rubbed on ones body if one desires to avoid potion capacity problems.  Oils may also be applied to dead bodies.  A Flesh-to-Stone Oil may be applied to a body in three turns (plus one to cast).

Charged Items

Charged items come in four types.  There is the item targeted charge that can only cast its spell on the item it is contained in.  There are self-targeted items (called charges) which cast the spell on the user.  Self-targeted items may also be used on something or someone (willing) the user touches.  There are targeted items (called wands) which allow ranged targeting.  The fourth kind is called a suck-on-it.  It affects another person who is touched by a weapon doing damage (the only way to 'touch' an unwilling person).

Charged items start of with a Success Rate (SR) based on the creator's level.  Each time they are used the SR goes down.  With a charged item the user has full control over what the MP will be used for.  The process of activating a charged item is called clicking.  Characters may click up to three charged items in one turn.  Mages may not cast spells and click charged items in the same turn.  Clicking an item doesn't require any concentration, so the character may also fight.  Using a wand does require concentration, so the character may not attack (but may defend with no penalties).  A character may only target one wand per turn.  The spell takes one turn after that to come into effect.  If multiple charged items have the same command word they will activate together (and always will).  Charged items have an MP capacity which limit's how long they may be used with one activation

Charged items are generally cheaper per use than potions, and faster to get into action, BUT they require MP that is a limited resource.

Point absorbing spells (like Immune Flesh and Fire Resistance) can run you out of MP if more points come in one turn than you have MP for. 

Continuing cost may be pre-paid.  In this case the caster determines the desired duration, and spends the MP.  The spell will then last the desired duration even if the caster dies, the item it was used from vanishes, or whatever.  The MP is gone and cannot be used for anything else.  This option is also useful with point absorbing spells.

Permanent Enchantments

Weapon and Armor enchantments are the cheapest and most effective permanent magic.  A +0 enchantment is useful for the poor character that is going to fight undead or lycanthropes.  Drop Protections are good up until the third or fourth.  Break Protections keep some asshole mage from using Break Metal on your weapon to turn it to dust.  Rot and Rust Protections are of limited use but a good weapon should have one.  Hafted weapons need one of each, but may pay as if they only need one since a partial rust protection and a partial rot protection are purchased.

Fire Protections and Water Proofing are other random spells.  At 150 sp a waterproof raincoat is probably worth it.

Permanent Items

Permanent magic items are for the rich.  In general, it will take a long time for it to be cost effective.  Some high MP spells, if put into a permanent item with a storer, are reasonably cost effective compared to potions, but still this is a long-term prospect.  An Immune Flesh ring with storer for about 80 hit points costs about 100 times the potion and is rarely useable more than once per expedition since it takes a few days to recharge it.  On the other hand, if you are always drinking Immune Flesh and sometimes not using it, the storer is tremendously effective, and gee, if you aren't using your MP and need more than 80 odd points, you can use your own MP in the item also.  Another nice thing about them is the lack of MP capacity.  Thus, you can keep up one or two points of DEX or a sense spell for long periods.

MP Storage Devices

For the very rich, useful devices that store MP exist.  The cheapest are MP storers.  You put the MP in hours before then use it when you need it.  A Public focus works like a sorcerer's foci but anyone can use it.  If you have rings on every finger and toe and a +6 sword you might be able to afford growers.  Growers have their own MP just like a person but the MP may be used by whoever is holding the item.

All of these devices may be internal or external.  An internal device is tied to a specific magic item and may only supply MP for that item.  An external device may supply MP for anything.  MP storers may also be inefficient.  You spend 3 MP to put 1 MP in the device.  MP storers are actually quite affordable, look into them if you always run out of MP in a battle.

Spells For Items

This is only a partial list.  Look at the standard price list and the spell descriptions for more ideas.  Each spell will have an indication of its value as a charged item or potion.

Immune Flesh

This high MP spell provides artificial hit points.  It is usually called IF.  Generally, a character wants about 1.5 times his hit points in IF.  Smaller IF potions should not be overlooked for slightly dangerous encounters, etc.  The sixth level version is the most common and costs 1 MP per point stopped.  It stops half of the damage that the recipient takes.  Higher level versions are more efficient.

Fire Resistance, Lightning Resistance, and Cold Resistance

These high MP spells stop 3/4 of the appropriate kind of damage.  The fifth to seventh level versions cost 1 MP per 3 points stopped.  Higher level versions are more efficient.

Stone Flesh, Iron Flesh, and Steel Flesh

The Flesh spells (which are high MP) are useful in potion form for long battles since these spells cost 1 MP per turn.  As item targeted charges, they are about half as expensive as the self targeted but must be cast on armor in which case they don't stop energy damage.

Neutralize Poison

This is another great high MP potion.  It is best to buy these from a cleric since they are twice as effective.  Neutralize poison costs 2 MP per hour if there is no poison to heal.

Strength, Coordination, Vigor

These characteristic aiding spells are also useful in either potion or charged form.  Since these spells are generally reasonably high MP cost, they are effective as potions.  In potion form, it may also be useful to buy long duration potions of these spells.

All of these spells stack so multiple potions can be used to get large additions.  These spells all stack on an MP basis, if reduced MP spells are in use divide the initial MP in the potion by the efficiency factor to get is effective MP.  See Coordination for an example.

These spells all cost 2 MP per point (higher level versions are more efficient).  The maximum number of points a character can use is 1.5 times his natural ability.  Strength is also dangerous to use if more than 1.5 times CON (Vigor can improve this).  In all cases, 1 point may be used.  Coordination also has a maximum effectiveness based on the level of the spell.  This makes coordination expensive for characters with good dexterity.

Constitution should never (well almost never) be purchased with a duration of less than several minutes more than an hour.  Because Constitution can extend one's magic and safe reserves, you can go down.  The other characters might then look at you and say, "Oh, he's in his magic reserve, we can just cast a Cure spell on him."  20 minutes later, the CON potion wears out, meanwhile the cure has not yet arrived.  "Poor Joe, he should have told us his CON potion was less than one-hour duration."  The extra hit points provided by Constitution are often called "goofy" hit points because of this.  Constitution potions are great in combination with Strength if CON is less than STR.

Magic Protection

This is useful if your opponents will be using magic.  The disadvantage is that it is not selective.  It will hamper spells cast by your friends (and magic items).  It is particularly annoying to use a potion with Magic Protection since potions normally work automatically, but must make a success roll vs. Magic Protection.

Counter Magic

This is much more useful than Magic Protection but high level and lower counter, but it can do a little more since it may totally block an area spell.  Magic Protection can only stop the area spell from affecting you.  In addition, some creatures have magical abilities called specials which are ‑20 if countered by Counter Magic or a sorcerer.

See Invisible

Everyone should have some kind of See Invisible capability.  Potions are kind of nice but a charged item is often better because when you need it, you need it fast, but for drinking before entering a dungeon it's great.  You may only use the reduced MP cost if you could cast the appropriate spell yourself.

True Sight

This variant of See Invisible is great for fighters or if illusions are expected.

Concentration

This is good for the mage to get additional SR.

Missile Shield

This is great if the opponent has missile weapons.  A must if you want to Levitate without a shield.

Sense spells

Snow Sight, Snow Hearing, Telepathy IV, Water Sight, Infravision, Telescope, Snow Sense, Animal Telepathy, Telepathy VI, Mage Sight, Mage Hearing, Read Magic Aura, Heighten Vision, Heighten Hearing, Heighten Smell, Secret Telepathy, Sonar, Earth Sense, Telepathy VIII, and Star Scope are all interesting spell.  At 1+2/hour, these are great potions, a 6 to 9 MP potion is just the right size for dungeoning, and all cost less than 100 sp.  Secret Telepathy is great for battle communications.

Movement Spells

Feather Fall, Levitate II, Levitate IV, Fly IV, Fly VI, Spider Climb, Swimming IV, Swimming VI, and Speed Movement are useful movement spells.  These are also good because often they are high MP cost.  Having some sort of escape capability in a charged item is useful.

Speed Move is great for getting away from wilderness encounters.  Levitate, Fly, or Spider Climb are useful indoors.  Feather Fall is cheaper if all you want is protection from falling damage.

Blur

This is a cheap spell for use against low power encounters.  See Invisible penetrates Blur.  Well-equipped PC types tend to ignore it.  In addition, Dragons, Wyverns, and Undead tend to See Invisible.

Detect Magic

This is rarely useful to a mage, but at 6th level passive magic, one may use Detect Magic IV to identify spells, also it will always notify the user of incoming spells if the user has some magic ability.  Detect Magic is not too useful but it is not useless.  Detect Magic I is almost useless but might be a cheap item.

Obscurity, Silence, Concealment, and Chameleon

These are great for sneaking around but See Invisible penetrates the first three automatically and aids v.s. Chameleon.  If a party is using Silence, they should have See Invisible to talk to each other.

Telekinesis

This is a fun, occasionally useful spell.  Buy a 12 MP or so potion so you can manipulate things for a while.  It won't move a person or do fine manipulations.  Use Magic Hand for fine manipulations and Slow Telekinesis for people.

Blast

This is useful against the horde of weak creatures, make sure your friends are using Iron Flesh (T6), this does lightning damage.

Body Flame

This is not quite as useful as Blast because it also harms the user.  It may also give a flaming sword.

Cancel

Many potions include this.  It is useful if you go unconscious, have a magic protection, and need healing.  The healer says the cancel word and your protection is dispelled immediately.  It is highly recomended for Magic Protection and Counter Magic potions.

Information Storage

This is a random, limited use spell, unless you are an illusionist or want to remember many details and write them down later.

Iron Stomach

This is most useful as a charged item.  A potion would waste some of the added capacity.

Personal Electric Fence

This spell is fun, like Body Flame but you don't get zapped yourself.  It does lightning damage.

Water Breathing

This spell is excellent if you need it.  It has a moderately high MP cost at 2+1/minute so consider potions.

Personal Forbidding

This is an incredibly useful spell.  Any creature that attempts to engage in hand-to-hand combat must make a mental save before tackling.

Empathic Healing

You too can donate blood to your fallen comrades.  What's nice is that you can take from a willing recipient also.  This is the only way to cure someone who is dead.  Usefull if you dont have a cleric capable of Empathic Healing.  The item does not supply the hit points.  The cleric version can not be made into an item.

Thermal Equilibrium

This is useful to explore the cave in the live volcano or the cold northlands.

Feeble Mind

This is useful for capturing magicians.  A potion is usually fine.

Phantom Armor

This spell is useful in the same circumstances Blur is.

Mantle Of Cold

This spell is like Blast except that it does cold damage.

Growth and Shrink

These are fun but little use in combat.

Tree and Statue

These high level spells are very fun.  They are great for ambushes.

Slippery

Useful as an oil or item targeted charged item.  Apply it to your armor and you have +4 HtH for purposes of avoiding or exiting hand-to-hand combat.

Light I

Useful as an oil or item targeted charged item.  Apply it to your weapon and as God said, "Let there be light." and there was.  Light II is useful as a self-targeted charged item that may be cast on anything you touch.  A wand is probably overkill.

Telekinesis III

Apply this to your sword or other weapon you might drop.  Oops…  Now you can pick it back up.  It is probably better to buy Telekinesis IV though.  With Telekinesis IV you have the ability for any object.

Flaming Sword, Shock Sword, and Cold Blade

Useful as oil or item targeted charges.  These are quite useful, everybody should have some way to do one of these.  It is best if everyone in the party uses the same form.

Pass Wall

Useful as an oil or self-targeted charged item.  Great for blowing holes in walls.  They are often called blasting caps or grenades.  Leaves a big mess of rubble.  Disintegrate is higher level and leaves no rubble, but mages tend not to like to make disintegrate items (at least not wands).  Use Dig to remove the rubble.

Enchantment

This is good for increasing the plus on your equipment.  Applying oils to your weapon is called greasing up.  A weapon dripping with grease (not observable) has many of these, probably is +8 or something obscene.  Note that the cost curve is not linear.

Flesh To Stone

The oil is a poor mans way of saving dead people, kind of risky, this oil only takes three rounds to apply, one to cast.  The self-targeted charged item is very useful.  Wands are nicer, but expensive.

***  EVERY PARTY SHOULD HAVE SOME WAY OF DOING THIS!  ***

Stone To Flesh

Great now that the battle is over and your healer is ready to use Empathic Healing on poor Joe.  It takes three days at 8th level.  It is faster at higher levels.  It is best as an oil or a self-targeted charged item.  It is almost never useful in battle.

Clean Metal

Used in an item-targeted charged item, this is good for removing flaming oil from your armor.

Fireball

This hits everyone in hand-to-hand combat with you.  It's nice if you also have Fire Resistance.

MAGIC QUICK START

This section gives some useful tips on running a magic user.  It may also be interesting to players of non-spell casters who wish to understand what spells they may encounter.  After the sections on spells of various levels are some brief notes on other aspects of magic.

The first decision a mage must make is what spells to memorize.  The following will identify the most useful spells at each level up to 5th level.  There are comments about each spell.  A mage should also be familiar with some of these for identification purposes (or countering if 5th+).  Above 5th level a few of the notable spells will be listed to indicate what is out there.

Level 1 Spells

Light Fire

This is one of the most useful 1st level spells.  Buy some dungeon oils and hand them to the fighters to throw, then light them when they hit.  It won't start clothing burning or anything like that.  This spell is in series with Fireball so higher level mages probably will have it also.

Light I

Every party should have several people capable of casting Light.

Magic Protection A

This is a quick spell to cast at an enemy magic user.

Muscle Spasm

This spell is primarily only useful to the 1st level mage to gain experience.  In series with the much better Short Clumsiness (2nd level).  A 2nd or 3rd level mage might occasionally want to cast this as a quick spell.

Wakefulness

This spell is useful to a high level mage to quickly and silently waken the party.

Level 2 Spells

Clumsiness, Short

This is a very good spell, one of the better attack spells.  Don't try it on very large creatures because of their high physical save.  It might still work due to level difference.

Dispel Magic

This is not terribly useful to the 2nd level mage because they can't identify the spell they want to dispel.  It is very useful to higher level mages.

Empathic Healing (Clerical)

This spell (and its higher level Mage version) is the only way to prevent the death of someone who has been reduced below ‑1/2 hit points.  Once someone has reached that point, they only have 6 turns before they are dead.  The 8th level spell, Flesh to Stone, may be used to stop the clock and allow someone to be brought back to town for Empathic Healing.

Faery Fire

This spell is useful with See Invisible II, or if your SR is high enough to take a ‑4 vs. a Blurred (4th level) opponent.

Feather Fall

This spell is a little more useful than Levitate II for the dungeon because of lower MP cost, but then you have to get back out of the pit.

Fireball II

This spell is useful.  Its +5 Hm makes it likely to hit.  It is great for disrupting mages.  Note that it is single target and relatively high MP cost.

Levitate II

This spell is great for casting before entering a dungeon, or to get above a fight.  Be careful if the opposing side has missile weapons.  A high level can cast it fast enough to use it as an escape spell.

Light II

This is a little more useful than Light I since you can cast it on another object.  A party should have several MP of light spells available to be quickly turned on during a night encounter.

Lightning Bolt II

This spell is harder to hit with than Fireball but fewer people have Lightning Resistance.  In addition, Lightning Bolts can stun much easier than Fireballs.

Magic Missile II

This spell is useful for attacking enemy mages.  It will do some damage and reduce his SR.  The higher level versions are less useful because of casting time.  Since it can crit, it may be useful.

Oppose Undead (Clerical)

This spell is useful to disperse lesser undead.

See Invisible II

This spell is useful.  It lasts long enough to cast a Faery Fire on the invisible or Blurred (4th level spell) opponent.

Slow Movement, Short

This spell is great for slowing the opponent who is running away with all the treasure.

Spider Climb

This spell is good for climbing walls.

Level 3 Spells

A 3rd level or higher mage should take one or both of Demoralize, Short or Entrancement, Short.

Confusion, Short

This spell is nice to hit the enemy magic user with.

Demoralize, Short

This spell reduces the danger of an opponent.  Cast it on the person swinging at your fighter's secondary defense.

Drop Weapon

This spell is great to hit those opponents who use two-handed weapons.  It is difficult because of Drop Protections and physical save.

Entrancement, Short

This spell takes someone temporarily out of the fight.  Don't cast it at someone who will be swung at.

Fireball III

This spell is useful.  Its +5 Hm makes it likely to hit.  It is great for disrupting mages.  Note that it is single target and relatively high MP cost.

Lightning Bolt III

This spell is harder to hit with than Fireball but fewer people have Lightning Resistance.  Also, Lightning Bolts can stun much easier than Fireballs.

Magic Protection III

This spell is good.  It is the first real good Magic Protection, Magic Protection A & B are not in series with this.

Missile Shield III

This spell is great for the 3rd level mage.  It is one of the few continuing spells available.

Stone Flesh

This spell is marginal because of high MP cost.

Strength III

This spell is marginal.  It is too slow and high MP cost.  It is ok if you only need 1 or 2 points.

Thermal Equilibrium

This spell is great if you are adventuring in a part of the world that has poor weather.

Trip

This spell is slightly more useful than Drop Weapon.

Weakness, Short

This spell is effective but hard to hit with because of high MP cost.  In addition, Weakness is considered black magic and a cleric may decide not to heal you if you use it too much.

Level 4 Spells

Blur

This spell is useful, but slow to cast.  You are probably better off using your MP for combat spells.  Think about casting it out of your books before entering a cave.  Dragons, Wyverns, and Undead usually See Invisible which defeats this spell.

Break Metal

This is a fun spell since it has no save (unless the guy using the weapon is 6th level fighter or better).  Use 4 to 6 MP, if the weapon breaks it wasn't treasure, if it doesn't break it is probably treasure.

Clumsiness

The long form of this spell is moderately useful.  It is probably better for a 4th level mage to cast two 1-turn Short Clumsiness spells, but when dealing with a single, tough, beast, this spell has the advantage of lasting long enough to kill the beast.  Of course a tough beast probably has a pretty good Physical Save.

Disenchantment

This is a decent spell.  It's worthwhile to throw 2 or 3 MP into it.  2 MP will make a Quality (+1) weapon ‑1 and a +2 weapon only +1).  3 MP will make a +2 weapon +0, or a +3 weapon +2.  One advantage of this spell is the lack of a save unless the wielder is 6th level or higher.

Fear, Short

This spell will get rid of one opponent, a good choice though it has implications of black magic.

Fireball IV

If you need 1 more memorization learn Fireball III instead otherwise take this because it is more MP and speed efficient with respect to damage.

Heal

Cast this one out of your books on poor Joe.  Nightly healing does not count against healing capacity.

Levitate IV

This spell is nice with the dormant cost but still expensive.

Lightning Bolt IV

See Fireball IV.

Sever Fiber

Nail that asshole archer!  Alternatively, break them goddamn spears.  Use Break Metal on axes.

Shadow

This spell is marginal without See Invisible.  It is great if your side has See Invisible and your opponents don't.  Another black magic spell.

Slow Movement

This spell is great for slowing an opponent who is running away with all the treasure.

Telekinesis IV

Make an opponent drop his weapon then take it away.  It's useful.  You may also hand your fighter's weapon back to him after he drops it.

Telepathy IV

Although it makes people nervous, this spell can translate.  Also, pass messages to others in your party.

Level 5 Spells

Blast

This spell has a high MP cost but good effects

Body Flame

This spell is marginal without Fire Resistance.

Create Familiar

Hell, it's only a few MP per day and next level you can use it as a scout, get one.

Demoralize

This is another long spell, getting high level too.

Entrancement

This is one of the best long spells!

Fear

This spell is nice, for a 5th compared to 4th a good tradeoff.

Fire Resistance V

This spell is so-so.  It is most useful in potion form.

Flaming Sword

This spell is nice.  Cast before you go into the cave or dungeon.

Heal Fatigue

Now you can heal some fatigue at a reasonable rate.  It has a high MP cost.

Hell Fire

You too can make dungeon oil from lamp oil.  Read it from your books.  A process takes time.

Infravision

This spell good for caving and dungeoning.

Iron Flesh

This is much better than Stone Flesh.

Magic Fire

This spell great for starting diversionary fires.

Missile Shield V

This spell is nice.

See Invisible V

This spell is necessary.  Cast it out of your book.  Keep it up.

Shock Sword

This spell is nice.  Cast before you go into the cave or dungeon.

Telepathic Tracer

This is a spell to be familiar with if at 5th level.  Know it if you're 6th level.

Weakness

This is another long spell, and its got a high MP cost so you won't be using much MP for save reduction, don't bother.

Level 6 Spells

Here are some things to expect the higher level mage to have.

Cold Beam VI

Cold is +15 to hit.  It is slow for the amount of damage it does.  Almost no Cold Resistance out there though.

Coordination 16 VI

This spell has a high MP cost and may not help many characters.  Make potions.

Electric Fence

Wall spells are fun and useful, take one.

Fireball VI

This spell is a great value.

Forbidding

Another great wall spell.

Immune Flesh VI

You should be familiar with this spell for dispelling.  Make potions.  You don't want to cast it usually.

Iron Stomach

This spell is useful to cast but MP intensive.  It is probably worth it for 3 extra potions.  Cast it from your books.

Light Wall

One way windows are just so much fun.

Lightning Bolt VI

This spell is a great value.

Magic Hearing, Magic Sight, And Magic Smell

At 1/hour each on your familiar, these spells may be useful.

Pass Wall

This spell is great for making your own doorways.  Alternatively, cave in the roof on the opponent.

Place Tracer

Know this spell.

Read Magic Aura

This spell is fun and quite useful, especially if you are skilled.

Search

Know this spell.  Contacting tracers is useful.  Have one on each party member in case you get split.

Slow Poison

This spell is useful.

Telepathy VI

This spell is useful, you may want to know this one.

Wall Of Blades

This is a good wall spell.

Wall Of Fire

This is a good wall spell.

Word Of Warning

This spell is great for around the camp, cast it from your books.

Transfer VI

This is a good way to give your MP to others.

Level 7 Spells

Here are some things to expect the higher level mage to have.

Empathic Healing

The mage gets this much later than the cleric.

Paralyze

This spell is great if it works.

Paranoia

This spell can be deadly if it works.

Object Tracer

This spell is expensive but very good.

Telepathic Search

This spell is better than Search.

True Sight

This spell gives +10 to spot illusions.  It may be cast on fighters who can't use reduced MP See Invisible.

Level 8 Spells

Here are some things to expect the higher level mage to have.  A wizard has See Invisible and Detect Magic as abilities.  They may not be dispelled.

Blindness

This can be devastating to one victim.

Charm Person

Enchanted Sleep

Flesh To Stone

This spell can be devastating.  It has no continuing cost and takes an opponent out of the action.  It is also a useful spell when one of your party members is very badly injured.  Most parties have at least one magic item for this.  Rich parties invest in a wand.

Invisibility

This spell is not very useful for melee.

Invulnerability

The high level can ravage poor low levels.  Didn't we know this already!

Pain

This will incapacitate one victim.  It is typically used to punish someone or to make a point.  You could have been turned to stone - or simply killed if the mage is 9th level.

Personal Electric Fence

It could be painful to jump the mage for hand to hand.

Youth

The wizard and his minions will live twice as long, forever if he makes it to 9th in time.

Level 9 and Above Spells

Here are some things to expect the very high level mage to have.

Death

Bang you are dead.  Empathic Healing still works.

Disintegrate

Bang, you are gone...goodbye...forever dead.  Sometimes used as a disciplinary spell, you may disintegrate part of someone (but must pay MP as if you are disintegrating all of him).  The idea is that if your fingernail or hair goes poof, it could have been you going poof.

Feeble Mind

This spell shuts down a mage.  It is easy to buy potions of this.  Since magic is mental, mages are hard to take prisoner.  Some wizard researched this spell so that mages could be taken prisoner.  He got tired of the frustrated opponents just offing the mages.  If you wish to take a prisoner, you ask him to drink a potion or cast the spell.  You tell him before hand that if he makes his save he is a dead man.  If he feels he will be treated fairly, he will probably chose to fail his save.  If he thinks you are bluffing, he may try to save.

Invisibility IX

This is better than Invisibility VIII but most opponents probably see through it.

Personal Forbidding

When you jump him for hand to hand, make a mental save.  If you fail you are kept out and entranced to boot.

Star Scope

This spell grants night vision.

Other Notes

Foci

If you have a focus, you can keep some extra MP in it.  At the end of each turn, you may draw your level in MP from it.  It is a great way to pass MP to other mages.  A 4th level may put MP into a focus in lump sums (hard to keep MP in it).  A 5th level will have between 3 and 5 MP, a 6th will have about 15, and a 7th level will have about 30.  For short periods, you can keep more if someone gives it to you.

Dispelling

A dispel with maximum MP has a good chance of knocking down a spell cast by a mage one level higher.  It is a quick and effective attack.  If the target counters skip him, try it on a fighter.  Remove Immune Flesh and Stone Flesh spells.  It is useful if one of your fighters is hit with a spell.  Gang up with another mage to knock down higher level spells or to dispel a spell on someone who is countering.

Countering

If you are in combat, weigh the disadvantage of being hit with a spell to losing a round of combat.  If you don't know the spell, you may want to do a full MP counter.  If you know the spell and don't want to waste MP, do a base counter because it will do quite well.  Gang up on an opposing mage to swamp his counter.

Prepared Spells

If you are preparing for a fight out of magic targeting range, it may be worth preparing a spell.  Prepare a maximum level spell that has a good hard punch.  At higher levels, a prepared Fireball or Lightning Bolt could be quite effective.

MAGIC RULES

Magic users in Cold Iron acquire new spells at each level.  Spells are cast using MP.  A mage memorizes spells, these are the only spells he may cast unless he uses his books.  Casting a spell does not "erase" it from memory.  Spells may be cast repeatedly as long as the character has MP.

Since every character has some experience with magic, even non-spell casters have a magic level.  They will usually just have Passive Magic, but some non-spell casters may have Alchemy, Scholar, or Spirit Combat levels.

Magic Levels

In Cold Iron, magic experience is divided into several categories:

Class
How Experience is Earned
Benefits

Active Magic (AML)
Casting spells, creating magic items, etc.
May learn mage spells, add AML to MP

Cleric (CL)
Casting spells, creating magic items, and performing rituals and other devotions to your deity.
May learn appropriate clerical spells

Alchemy (ACL)
Creation of alchemical products, experimentation
May learn alchemical processes

Scholar (SL)
Research and exposure to knowledge
Learn scholarly skills

Spirit Combat (SCL)
Traveling the spirit plane, combat with spirits, etc.
Learn spirit combat skills and spells

Passive Magic (PML)
Experiencing magic
Improve magic saves, used to calculate mental hit points (Mpt), augment attributes, add PML to MP

The following diagram shows how these different types of magical experience combine:
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Note that the table above also shows the abbreviations for the class when the level is being referred to.  For example, if a formula mentions AML, it is calling for the casters Active Magic (or just plain Magic) level.  In most cases, when a cleric is casting a spell, CL is used instead of AML.  Some descriptions may specifically reference CL.

Clerics

Clerics in Cold Iron use most of the same spells as magic users.  They get a list that is based on their cult's associations with various magical forces.  They may also get some spells at earlier or later levels.  In addition, a few spells are only available to clerics.

A clerical cult is made up of several of the various associations in various strengths.  Each association may be strong, normal, or weak.  A strong association means that the cleric gets spells from that association one level earlier.  A weak association means he gets the spells one level later.  Some spells are at fixed levels but variable power depending upon association.  Any spell that gives variants based on the association strength is a fixed level spell.  These spells are also noted in the association lists with an asterisk (*).  A cult usually also has a primary association.  This strong association is the primary force of the cult.  At 8th level, the cleric gets some magical effects as abilities.  These abilities are indicated in all capitals on the spells by association lists.

A cult may be "built" by putting together a set of associations and a rationale.  A point cost that represents the overall power of the cult is based on the strengths and numbers of associations.  A strong association costs 5 points, normal 3 points, and weak 1 point.  Black and White magic are double cost.  Depending upon the point value, the cleric must pay some fraction of his Regen to his deity.  The Regen fraction is how much Regen he gets per current MP.  In exchange, he gets spell points and spells.  The point value also represents how much time the cleric spends studying so a skill point multiplier (OthX) is computed.  In addition, the lost-levels point is determined.

Point Value
Lost Levels
Wisdom Required
Regen Fraction
Skill Points
Spell Points

21
+1/+5
12
1/12
8
x1

16
+2/+6
10
1/10
9
x1

11
+2/+6
8
1/8
9
x3/4

6
+3/+7
6
1/8
10
x1/2

These factors may be juggled with GM permission.  One example is the god of mages that is a 21-point cult, gets 0.6 skill multiplier but only a 1/8 Regen fraction.  Another special rule is the dwarves cults, which usually only require 1/8 Regen fraction.

Sorcerers

At fifth level, a mage becomes a sorcerer.  Sorcerers gain the ability to use foci and counters.  Clerics do not get these abilities.

Wizard's Abilities

At eighth level, a mage becomes a wizard.  In addition to improved counter and focus use, a wizard gains several "natural" abilities.  A wizard has natural Detect Magic (as the 4th level spell), See Invisible (as the 5th level spell) and Telepathy (as the 4th level spell).  These abilities do not have any maintenance cost, and may not be detected or dispelled.  Any other MP required such as for secrecy detection must be spent.  At 11th level a wizard is able to spend a round and create 1 MP and loses 1 daily mental fatigue.  Eighth level clerics may similar abilities.

Passive Magic

At sixth level passive magic (PML), a character may learn to use detect magic.  At fifth level passive magic, a character knows when he is being targeted by a spell.  At first level passive magic, a character knows when he has to make a save, or chose to accept an auto save spell.  He also knows the save type at first.  In chart form:

1st:
Character knows when to save and what type of save is required.  Character knows its MP and can use non-verbal command words.

5th:
Character knows when a spell is targeted on themselves.  Character may "follow" that spell.

6th:
Character may learn to use Detect Magic IV to full effect.  Character may become familiar with spells for 1/2 memorization (as opposed to 1/10th).

Clerical Associations

Association
General Description
Cost (S/N/W)
8th Level abilities for Primary Association

Air
The force of air elementals, lightning spells.
5/3/1
Telekinesis IV

Beast
The force of animals, many beast oriented spells.
5/3/1
Animal Telepathy

Black
Evil magic, undead.
10/6/2
Telepathy IV, See Invisible V

Chaos
The force of chaos, disorder supreme, very rare
5/3/1


Death
End of life, often anathema to undead and great amounts of Empathic Healing.
5/3/1
Detect Life

Discretion
Subtlety.
5/3/1
Telepathy IV, See Invisible V

Disorder
Unsubtlety, randomness.
5/3/1
Berserker

Dragon
Dragon clerics are heard of, probably gets some fire spells?
5/3/1


Earth
The force of earth elementals.
5/3/1
Earth Sense

Fertility
Growth, new life, a very weak association
4/2/1
Fertility

Fire
The force of fire elementals, fireballs.
5/3/1
Infravision

Harmony
Cooperation.
5/3/1
Telepathy IV

Illusion
Illusions and trickery.
5/3/1
See Invisible V

Man
The force of humans (Goblin etc are basically the same)
5/3/1
Youth

Mind Over Body
Mind over body.
5/3/1


Moon
The force of the moon
3/2/1
Star Scope

Movement
Mobility, mutability, change
5/3/1
Speed Movement

Neutral
Healing
5/3/1


Night
Stealth, darkness.
5/3/1
Star Scope

Plant
The force of plant life, a very weak association
5/3/1
Fertility

Power
Raw magical power
5/3/1
Personal Counter Magic VI

Pure
Pure magic, closest to being a magic user
5/3/1
Detect Magic IV, Telepathy IV, See Invisible V, Personal Counter Magic VI


Detect Only
3/1/-
Will never be the primary association

Spirit
Demons, the astral plane, life after death
5/3/1
Detect Demon, Telepathy IV

Stasis
Immutability, static
5/3/1


Sun
The sun, anti-undead
5/3/1
Light I (8 MP worth)

Truth
Truth is ultimate
5/3/1
See Invisible V, Truth sense that is somewhat like the Truth and Read Magic Aura spells.

Water
The force of water elementals, cold spells
5/3/1
Water Breathing or Snow Sense depending if the cult is more water based or cold based.

White
Healing and anti-undead, fair play, justice
10/6/2
An ability that acts like Demoralize Undead V for a 6-meter radius around the cleric at all times.

The 8th level abilities for primary association cost no MP to use (except Personal Counter Magic does cost MP to counter).

Casting Spells

Spells are cast using Magic Points (MP).  A mage memorizes spells, these are the only spells he may cast unless he uses his books.  Casting a spell does not "erase" it from memory.  Spells may be cast repeatedly as long as the character has MP.  Spell casting requires some degree of concentration but does not usually require vocalizations or gestures.  Material components are not usually required either, except for magic item creation.

Spell Casting Time

Most spells take one or two turns to cast.  Any spell that is half the caster's level or lower may be cast in one turn.  Higher level spells take two turns to cast.  A mage may choose to cast a two-turn spell in a single turn at a success penalty of ‑1 SR per additional level required to cast the spell in one turn.  For example, a 5th level mage who desired to cast a 3rd level spell in one turn would do so with a ‑1 SR penalty.  A 4th level mage could cast a 3rd level spell in one turn with a ‑2 SR penalty.

Some spells take much longer to cast.  Most of the spells that take a long time to cast take one or two minutes to cast using the same criteria as for one or two turn spells.  Other spells will indicate the time required for casting.  Spells may also be cast from the mage's books, taking minutes instead of turns.  Spells which have casting times in minutes already take 15 or 30 minutes.  Spells with longer base casting times than minutes are always cast with the aid of spell books.

Any spell which is less than half the caster's level may be cast before combat occurs.

Spell casting also takes mental fatigue.  The amount of mental fatigue taken is 1 per round (or 1/minute for long spells) of casting or countering.  One half of this becomes daily fatigue that is recovered at WILL per night.  The rest is temporary and is recovered at WILL or CON per hour.

Prepared Spells

A mage may prepare a spell for quick casting by spending 3 turns.  The spell may then be maintained "ready" for a cost of 1 mental fatigue per minute (half is daily as per spell casting).  When ready to use the spell, the caster makes the success roll.  Such a spell takes effect before combat on the turn it is used.  Maintaining a spell takes concentration (as per the +0 SR concentration option) and prevents casting other spells, including activating magic items.  An active Detect Magic may still be used to identify magic being cast at the spell caster, but may not be used to actively scan.

Spell Success

Spells do not automatically work when cast.  A mage computes the Success Rate (SR) from his level and the level of the spell.  He may add extra MP to the starting cost of the spell to aid SR on a one for one basis.  All modifiers for combat situation and countering are then taken into effect.  The mage now rolls a CA and adds it to the SR.  If the result is greater than or equal to 0 then the spell works.  The SR Modifiers are shown in the upper right hand corner of the Reference Charts.

Only one modifier with an asterisk (*) beside it applies to a single spell.  If more than one might apply, the worst modifier takes precedence.  Some of the modifiers only apply to counters that will be described below.

Magic Points (MP)

MP is the energy required for all magic.  All living things have MP.  Some devices can store MP.  These devices are commonly called storers, foci, or wands depending upon the type.  Another device, called a grower, has MP of its own and is like a living thing.  Actually, the living thing refers to a spirit, and since all living things have a spirit, all living things have MP.  Demons, Gods, and Undead all have spirits so they have MP also.  A grower is actually a spirit of a very simple unintelligent kind that is associated with a device.

Any spirit's MP has the ability to generate new MP.  A spirit's MP will generate 1 MP per hour per every 6 current MP.  This is a continuous function like interest at a bank.  The generated MP may be used for many things.  The generated MP may be used to regenerate used MP up to the maximum MP for the spirit, this is why the generated MP is called Regen.  Regen may also be used to maintain spells.

A cleric must donate some of his Regen to his god, usually half.  Each religion that has clerics will indicate the Regen fraction their clerics get (for example 1/12 or 1/8).  Clerics also have Spell Points (SP) which are used to start spells.

MP may be used to start spells, maintain spells, counter, or be thrown away.  When a character is at maximum MP, Regen that is not used for maintenance must usually be thrown away.

All spells have an Initial cost.  This is the MP required to initiate the spell.  More can be spent to start the spell to get increased success, increased dispel resistance, or to reduce the saving throw.  Most variable spells have Initial costs that are based on the strength of the spell.  A mage may never spend more MP to start a spell than his level.  An immediate cost is an exception, immediate cost does not restrict starting cost but must be paid before the SR is rolled.

Many spells may be maintained for a listed maintenance, or continuing, cost.  The maintenance cost is listed as some amount for some period.  Maintenance costs that are per hour are frequently run for long periods on Regen.  Spells with maintenance costs of 1 per day or less may be kept up with little book-keeping assuming you have at least a bit more MP than what is needed to maintain hourly cost spells.

Maintenance cost may be pre-paid.  In this case the caster determines the desired duration, and spends the MP.  The spell will last the desired duration even if the caster dies, the item it was used from vanishes, or whatever.  The MP is gone and cannot be used for anything else.

In spell listings, the first amount is always the Initial cost, an amount with a time is the maintenance cost, and any other amount is an immediate cost.  An example is 3+4+1/hr which costs 3 to start and 4 immediately thereafter (which is spent before SR is rolled) and then 1 MP per hour of continued use.  If the Initial cost is higher than the caster's level, assume the extra is immediate cost.  Note that in such a case the mage may not add MP for SR, dispel resistance, or save reduction.

Spell Points (SP)

Clerics must pay Initial cost in Spell Points (SP).  All other costs may be paid with MP.  A cleric may turn up to one SP per level per turn into MP.  SP may be found on the Memorization And Spell Point Charts.  If the table does not include the character's wisdom, SP may be computed by picking the farthest value to the right that is easy to use, and multiplying or dividing.  The table is linear with wisdom.

Save Reduction And Saves

Base save reduction is -(AML (or CL) ‑ Spell Level + WILLadj).  Each additional MP in starting cost can be used for ‑1 save.  The save is rolled on the chance adjustment table.  Low rolls are good.

Some Examples: Joe has a PSV (physical save) of 69 at full hit points, and he has a MSV (mental save) of 60.  He is hit by a Short Demoralize with a save reduction of ‑4.  If he rolls a 44 or lower, he saves.  He is hit by a Clumsiness spell with no save reduction.  If he rolls a 73 or lower, he saves.

Here is another way to think about it: roll a CA and subtract the save reduction (a 50 w/ a ‑2 save is a +2).  Look up the save number to the left for that adjustment (a 55).  If that is less than or equal to your save, you made it.

You may also determine how many more adjustments you could have got and still saved.  If Joe rolls a 50, he saves by 4 physical or 3 mental.  Add the save reduction to that (made by 3 with a ‑4 save is ‑1), if it is less than zero, he fails.

Range

The range of spells is simple.  Missile spells will hit out to the point at which they do no damage.  Some spells are listed as requiring touch.  All other spells have a targeting range of 100 meters.  After the spell is successfully cast the recipient may go out of sight or beyond 100m and the spell will still be in effect if it is a continuing effect spell.

Spell Memorization

In Cold Iron mages memorize spells which they are then allowed to cast with their MP.  A spell is not forgotten when it is cast.  A spell costs its level to memorize.  For example, Fireball III costs 3 Memorization Points (Memp).  A mages memorization is determined from the Memorization Points Chart.  Clerics get 1.5 times memorization as reflected in the Cleric Memorization Points Chart.  A character only gets one set of Memorization Points.  If more than one type of casting is available, figure memorization based on PML.  Clerical spells are memorized for 2/3 cost in such a case (or use the cleric chart and all other spells are 1.5x Memp).

One important feature is that learning higher level versions of a spell costs less memorization than the sum of all the spells.  The general rule is that the highest level spell is memorized and all other spells below it are free.  An example is Fireball IV that costs 4 memorization and gives Fireball III, Fireball II, and Light Fire free.  The Fireball example brings up another point, there are also several related spells.  These spells may be determined from the spell series chart.  These sequences are known as series spells.  There are two important exceptions to the rule.  The Magic Protection A and Magic Protection B spells are not in series with Magic Protection III and above.  When the chart branches, the second branch may be memorized by taking the difference in level between the second highest level branch and the highest level common spell.  An example follows:

Magic Fire, Fireball IV, Fireball III, Fireball II, Light Fire:
cost = 5 + 4 ‑ 1 = 8

Spell Familiarity

Spell casters may also want to become familiar with a spell.  Spell familiarity allows one to detect the spell (with Detect Magic IV) and counter (see below) with a lower penalty but not to cast the spell.  Spell familiarity costs 1/10 normal and otherwise operates as full memorization.  Note that knowing Short Demoralize and being familiar with Demoralize costs 3 + (5-3)/10, or 5.2 memorization.  Spell familiarity extends to a limited extent above the highest-level spell familiar or known, if you know Fireball IV and a 6th level mage casts Fireball VI at you, you know that an unknown Fireball spell is being cast.  If the name is not an exact match except for the Roman numeral level, you only know that an unknown spell of some type is being cast.  Thus if you know Light Fire but not Fireball III, and a Fireball is cast at you, it is an unknown fire spell.  This also extends to several other types of spells.  For example, Body Flame and Flame Sword are fire spells.  Any familiar fire spell will identify any other fire spell as an unknown fire spell.  Protective spells such as Magic Protection, Counter Magic and specific protection spells are recognizable as a protective spell by all.

Memorization may also be extrapolated, but subtract 1, then multiply, then add 1.  If you are a cleric subtract and add 1.5 or use the mage table and multiply by 1.5 after adding the 1.

Learning Spells By Rote

Any person may learn spells by rote.  A magic user (not cleric) of twice the spell level is required to teach the spell.  It takes the level of the spell squared in weeks to learn it.  A character can not learn a spell of a higher level than PML.  Casting a spell by rote takes 4 turns at 1st level passive magic.  At higher passive magic levels, it takes spell level * 3 / PML turns, round up.  A spell cast by rote can never be cast sub-turn.  Spell cast by rote may not be prepared.

Memp limits the number of spells learned by rote.  Each spell learned by rote cost twice its level in Memp.  It is almost never advantageous for a mage to learn spells by rote unless their PML is much higher than their AML.  Clerics may choose to learn spells by rote, in which case they cost 3 * level in Memp (because a cleric gets more Memp than normal).  Casting SR is based on PML / 2 and INTadj.  A spell learned by rote may only be forgotten with great effort, though if a character ever becomes capable of casting that spell by becoming a mage or cleric of sufficient level, the rote memory may be quickly discarded.

Learning spells by rote will result in some Passive Magic experience being earned.  The experience so earned may be traded for real magic experience if the character is earning magic experience somehow.  The experience is reduced by half in the conversion.  A cleric may also benefit from this conversion if the rote spell is available from a strong or normal association.

Spell Series

The following diagrams show the unusual spell series.  Spell series that are just a sequence of spells with the same name but different roman numerals (like Fireball III and Fireball II) are not shown, unless they are part of another series, and then all of the spell may not be shown.  An example is Fireball.  In the diagrams, a solid line (---, |, or \) is a normal series line, where the higher level gives full knowledge of the lower level, and the lower level allows identification of the higher level spell as being in series.  A dotted line (…) only allows identification either way as "unknown spell of type X" (for example, Magic Protection III allows identification of Magic Protection B as Unknown Magic Protection, which might be higher level, or it might be Magic Protection B…).

Shadow (4th) --- Darkness III --- Darkness II

Snow Sense (5th) --- Snow Hearing (3rd)
    |
Snow Sight (3rd)

             Earth Sense (8th)
                             |
Sonar (7th) --- Sounding (4th)

Read Magic Aura (6th) --- Detect Enemies (4th)
    |
Detect Life (4th) --- Detect Undead (Cleric)

Star Scope (9th) --- Infravision (5th)

Bind Spirit (14th) --- Bind Demon (7th)

No Shape (14th) --- Astral Walk (7th) --- Hold Demon (5th)

--- Examine XIII --- Word of Warning

--- Magic Protection IV --- Magic Protection III … Magic Protection B --- Magic Protection A

Fireball X                       Fire Storm XIII --- Fire Storm XI --- Fire Storm IX--- Fire Storm VII            Magic Fire (5th)
          |                                              |                          |                      |                        |                                       |
Fireball VIII --- Fireball VII --- Fireball VI --- Fireball V --- Fireball IV --- Fireball III --- Fireball II --- Light Fire (1st)

Lightning Bolt X     Lightning Storm XIII --- Lightning Storm XI --- Lightning Storm IX--- Lightning Storm VII
          | 
|
|
|
|
Lightning Bolt VIII
|
|
|
|
          |
|
|
|
|
Lightning Bolt VII --- Lightning Bolt VI --- Lightning Bolt V --- Lightning Bolt IV --- Lightning Bolt III --- Lightning Bolt II

Demoralize (5th) --- Short Demoralize (3rd)

Fear (5th) --- Short Fear (4th)

Weakness (5th) --- Short Weakness (3rd)

Slow Movement (4th) --- Short Slow Movement (2nd)

Confusion (5th) --- Short Confusion (3rd)

Entrancement (5th) --- Short Entrancement (3rd)

Clumsiness (4th) --- Short Clumsiness (2nd) --- Muscle Twitch (1st)

Coordination 26 XX --- Coordination 26 XVIII --- Coordination 26 XVI
         |                                         |                                       |
Coordination 23 XVII --- Coordination 23 XV ---- Coordination 23 XIII
         |                                         |                                       |
Coordination 20 XIV --- Coordination 20 XII --- Coordination 20 X
         |                                         |                                       |
Coordination 18 XII --- Coordination 18 X --- Coordination 18 VIII
         |                                         |                                       |
Coordination 16X --- Coordination 16 VIII --- Coordination 16 VI

Concealment X --- Invisibility IX --- Invisibility VIII
    |
Concealment VI --- Obscurity (4th)
    |
Silence (4th)

Preserve Food V        Rust Protection (4th)
      |                              |   Fire Protection (4th)
      |                              |     |   Rot Protection (4th) --- Water Proofing (3rd)
      |                              |     |      |
Preserve Food III --- Preservation (1st)

Compulsion (5th) --- Suggestion (3rd)
    |
Impulse (4th)

Levitate IV --- Levitate II
     |
Feather Fall (2nd)

            Disintegrate (9th) --- Pass Wall (7th) --- Shatter Ceramic (4th)
            |                 \
Sever Fiber (4th)    Break Metal (4th)

True Sight XI --- See Invisible IX
              |                   |
True Sight VII          |
              |                   |
            See Invisible V --- See Invisible II

                                Magic Hand (Telekinesis VIII)
                                     |
Telekinesis VII --- Telekinesis IV --- Telekinesis III

Statue --- Flesh to Stone XI --- Flesh to Stone X --- Flesh to Stone XIV --- Flesh to Stone VIII

Flash (4th) --- Dazzle (3rd)

Frenzy (6th) --- Berserker (5th)

Illusion

Rather than show the complex Illusion chart, a simple rule is followed.  Any Illusion spell that includes lower level spells in its function is in series with all of those lower level spells (so for example, Illusion III is in series with Illusion II, Aspect of Life, Aspect of Taste, and Aspect of Sound).  Sound Illusion is in series with Aspect of Sound.  Image is in series with Illusion II.  The Control spells are a separate series.

Dispelling

A mage can dispel a single spell at a time with Dispel Magic.  Spells have a defense equal to the caster’s level and hit points equal to that level times the MP in the spell.  Initial MP always counts, as does MP specifically for reinforcement.  The number of dispel hit points a spell has is known as Dispel Resistance (DR).  MP for continuing cost in a potion does not.  The attack rating is the caster’s level and a success causes damage equal to level times MP.  The attack is resolved by the GM’s die roll.  Only a vague reference to the roll is made such as good, bad or average.  Multiple damage can be done and there is no armor or critical hit protection.  Damage accumulates.  Some spells such as Strength or Vigor lose partial effectiveness with damage.

A mage may always dispel spells he cast as long as they have maintenance cost.  It takes no time for the mage to dispel the spell, he simply fails to continue paying for it.  Some spells will continue for a short time after maintenance is terminated.

The original caster of the spell under attack will typically know it and the precise results, not the die roll, if it happens in his presence.  He can reinforce or replenish it at a pace of magic level MP per turn.  Spells from devices such as rings or potions give no feedback and can not be replenished, unless programmed by the creator.  In that case, the MP must be spent for dispel resistance.  This is most common with potions.  A charged item may be programmed to accept dispel resistance MP.  In this case, it must be part of the initial and must always be supplied.  When on a sorcerer’s person, this observation is easy and small distraction.  Less skilled characters must resort to Detect Magic.  Initial DR MP never decays.  All other MP has a half-life of 30 days (1 MP/hr = 720 MP DR).  If a spell has been damaged below it's initial DR, it may be reinforced back up to that level without worry about decay.

Dispel D = AML

Dispel Resistance (DR) = AML * MP (initial + reinforcement)

Dispel H = AML + CA

Dispel Damage = AML * MP

Clerics use CL‑1 for attacks unless they have Strong Pure.  Dispel Resistance for clerics is the same unless the spell comes from a strong association, in which case it's DR and Dispel D are always based on CL.  Passive Magic is even worse, use PML‑2.  Magic items use a level based on the level of the spell (the caster may choose to have the spell effectively a higher level, up to AML).

Counters

A counter is any magic effect that reduces the SR of a spell or magic item.  Mages who are at least 5th level (called sorcerers) may perform a counter without casting a spell.  The counter is based upon level and INTadj.  Additionally the sorcerer may add up to his level of MP to the counter.  A sorcerer's counter has a base of 1 at 5th level, 2 for 6th level, and 4 for 7th level.  A mage who is at least 8th level (called a wizard) has a better counter.  A wizard's counter has a base of AML + 5.  In addition, Magic Protection, Specific Magic Protection, Counter Magic, and Specific Counter Magic spells have counters.

When multiple counters might affect a spell, there is a limit to how many apply.  For each counter that applies, a success roll must be made instead of the normal single success roll (in other words, a single counter doesn't result in two success rolls).  The counter is applied as a penalty to the success roll.  Potions normally do not need a success roll when used, but a counter requires a success roll for the potion.  The counters that may apply:

· each real counter by a sorcerer or wizard

· each clerical counter magic

· the best counter magic spell in opposition

· the best specific counter spell in opposition

· the caster’s own magic protection spell if any

· each target's Magic Protection spell (this will not cause an area effect spell to fail ‑ it will just protect that individual)

A sorcerer's or wizard's counter (but not a spell's counter) affect some spells and items more than normal.  A real counter is one produced by a sorcerer or wizard, or a Counter Magic (specific or not).  Things affected are those with +10 SR if not countered and those which are ‑10 SR if countered.  Magic items are ‑10 SR if countered.

The effects of a wall spell that has been successfully cast may also be countered.  Thus if someone with a counter walks through a wall spell the spell must roll an SR (equal AML-Spell Level) versus the counter.  Flaming Sword, Blast, and Body Flame may be countered in this manner also.  If such a counter succeeds, the spell continues, only this round's effect is negated (if the counter is from Magic Protection, it will only block the spell's effect for the individual).

The counter modifiers are the same as the spell casting modifiers.  Additionally, some modifiers only apply to counters.  All the modifiers are listed on the Reference Charts in the upper right hand corner.

Foci

Sorcerers and wizards are allowed to use a focus.  A focus is a leaky MP storage device.  A focus has a focus constant (FC) A focus loses 1/FCth of its MP per hour.  The easiest way to determine how much MP a mage may have in his focus is to compute the Regen not used for other purposes.  Multiply this by FC to get the amount in the focus.  The mathematics of foci are simple differential equations.  If you have a focus, check with the GM for exact formulas.  Here are a few formulas:

Focus Constants:

Level
5
6
7
8
9
10
11
12
13
14
15

FC
3
5
6
8
9
11
12
14
15
16
17

MP
1/2
5/6
1
4/3
3/2
11/6
2
7/3
5/2
8/3
17/6

In the following formulae:

Xr
The current MP available for regeneration

Xf
The MP in the focus

Xfo
The MP currently in the focus

Xc
The current MP used to support maintenance costs

Xm
The current MP/hour of maintenance cost

Xo
The character's current MP

FC
Focus Constant

R
MP regeneration constant (6 for non-clerics, 6-12 for clerics)

X
The MP a character has after some time of regeneration

T
Time in hours

Xc
Xm * R

Xr
Xo ‑ Xc

MP and T hours of regeneration
Xc + Xr * exp(T / R)

MP and T hours of regeneration
Xm * R + (Xo ‑ Xm * R) * exp(T / R)

MP in focus after T hours not maintained
Xfo * exp(‑T / FC)

MP in focus after T hours not fully maintained
FC * (Xo ‑ Xc) / R ‑ 1 + (Xfo ‑ FC * (Xo ‑ Xc) / R + 1) * exp(‑T / FC)

MP in focus after T hours charging
FC * (Xo ‑ Xc) / R * (1 ‑ exp(‑T / FC))

Time to regenerate to X MP
R * ln((X ‑ Xc) / (Xo ‑ Xc))

Time to charge focus to Xf MP
FC * ln(FC * (Xo ‑ Xc) / R / (FC * (Xo ‑ Xc) / R ‑ Xf)

Maximum practical MP in focus
FC * (Xo ‑ Xc) / R ‑ 1

Time to charge focus to maximum practical MP
FC * (ln(FC * (Xo ‑ Xc)) ‑ ln(R))

At 4th level passive magic (PML), a character may put MP into a focus in unit amounts.  At 1st level passive magic a character may extract MP from a focus.  Most clerics are not allowed to put MP into foci, but may take it out freely.  Both of these abilities require a training period of 3 to 7 days. Clerics with a strong pure association are allowed to put MP into foci.

General Notes On Spells

Continuing Spells

Continuing effect spells are of two classes, short spells which last an amount of time dependant on by how much the victim missed his save, and continuing or long spells which last as long as the mage is willing to maintain them.  Continuing spells have maintenance costs that are listed as some amount of MP per some period.  This is a continuous payment, and would be the amount of MP after the specified time.  An example is 12 MP per minute that is the same as 1 MP per turn.  A turn is 5 seconds.

A living creature's MP will generate new MP at a rate of 1/6 of current MP per hour.  This is continuous and is based on the current amount of MP not the maximum.  Generated MP may be used to regenerate used MP or to pay maintenance costs.  Thus if a character had 13 MP and cast a spell which required 1 MP to start and 2 MP per hour for maintenance the character could maintain the spell for as long as he desired.  During this time, he could only have 12 MP since all of the generated MP is being used for maintenance.  If the character only had 12 MP, the spell could not be maintained forever since the 11 MP remaining generates less than 2 MP per hour.

Secret Spells

A spell may be made secret so that a mage using detect magic on the recipient must look carefully for it.  Secret spells must be cast at a minutely speed.  A secret spell has a secrecy level of AML * AML + AML * MP (with a max of 3 * AML in MP).  Secrecy detection is CA / 2 + AML * AML + MP * AML taking 2 + MP / 2 spell phases.  Only one Search sequence needs to be run per area.  It takes one more spell phase per additional spell at the same secrecy range.

SL = AML * AML + MP * AML
(with a max of 3 * AML in MP)

SD = AML * AML + MP * AML  + CA / 2
(2 + MP / 2 phases)

Specific Service Spells

A set of spells called specific service spells exists.  Specific protection, detection, dispel, and counter spells exist.  Each spell protects, detects, or dispels one type of spell.  A specific service spell works against the spell named, and all spells in series with it.  The specific protection spells confer a +5 counter.  Specific counter spells confer a +6 counter which the user may chose to use or not for each spell.  Specific dispels are double dispel strength and the target spell need not have been detected.  Specific detection spells are double strength against secret spells and do not need detect magic skill to be effective.  Here is a chart identifying what level the various spells would appear at.

Spell Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
Effect

Protection
1
2
2
3
3
4
4
5
5
6
6
7
7
8
8
9
+5 counter

Detection
1
2
2
3
3
4
4
5
5
6
6
7
7
8
8
9
2x secrecy detect

Dispel
2
2
3
3
4
4
5
5
6
6
7
7
8
8
9
9
2x DR dispel

Counter
6
6
6
6
6
6
6
7
7
8
8
9
9
10
10
11
+6 real counter

Illusion Spells

Illusion spells don't fill in details.  Careful attention is required for believability.  Higher level spells combine the effects of lower level versions.  Illusions reflect light but don't create light.  Light II may be cast on an illusion to make the illusion produce light or glow.  Most illusions do not directly influence the people who see them.  The reflected light is real.  Only the most powerful illusions effect objects.  Illusions may be opaque and will block vision as long as it is believed.  Casting an illusion spell does not produce a complete illusion.  It may take from one round to several minutes to "draw" an illusion.  Magicians can learn to do specific images quickly, for one memorization point an illusion of a specific person or equally complex image can be learned for 1 round creation.  Control spells give direction to illusions so the caster need not concentrate.  They may be put on any illusion provided the caster of the illusion cooperates.  Higher-level illusion spells may use any lower level control at additional continuing cost.

All illusions are subject to being disbelieved.  Someone touching or otherwise directly affected by the illusion can disbelieve by making a roll of (WILadj2 + PML2) against the (INTadj2 + AML2) or (WISadj2 + CL2) of the creator.  A secret illusion adds an additional AML2 plus AML * Hours in casting.  A success versus a true illusion allows the disbeliever to ignore the effects except Aspect Of Force.  The disbeliever may still perceive the illusion.  The roll is ‑6 if at a distance.  See Invisible allows detection of illusions without touch.  On the 1st, 2nd, 4th, 8th, 16th… turns an illusion is viewed (or heard…) by a See Invisible user, the user makes a disbelief attempt without the -6.  Disbelief attempts should be made secretly.  Detect magic will spot illusion spells if they are not secret.

Normal illusions have a volume of 8xNxN Cubic meters and a maximum surface area of 40xNxN square meters.

Illusion detection is based on the following formulae:

Base Detect/Hide:
AML2 + INTadj2

Add for secret illusions:
+ AML3 * Hours of preparation

Add for True Sight:
+ AML2 (or 10)

Glowspot

All expenditures of MP cause an energy field which is detectable with Detect Magic.  This field is called glowspot.  The formula to compute glowspot is:

Glowspot = Initial + Personal + MP in Dispel Resist + 1/3 MP in secrecy + hourly maintenance (1 MP/turn=720/hr)

Special Spells

Here are some useful charts for some special spells.  Included is a condensed chart of healing spells and the list of reduced MP spells.  There are many spells that the reduced MP versions are common.  All of the characteristic aid spells are common as well as some of the T spells.  The IF spells are the most common.

Healing Spells

Heal Fatigue

Spell Level
2
3
4
5
6
7
8

8/night
2
1
1/2
-
-
-
-

2/hour
-
2
1
1/2
-
-
-

2/minute
-
-
2
1
1/2
-
-

2/turn
-
-
-
2
1
1/2
-

2*caster's level/turn
-
-
-
-
2
1
1/2

Heal Wounds (Healing)

Spell Level
4
5
6
7
8
9
10
11

4/night
4
2
1
-
-
-
-
-

1/hour
-
-
4
2
1
-
-
-

1/minute
-
-
-
4
2
1
-
-

1/turn
-
-
-
-
4
2
1
-

(HP/10)/turn *
-
-
-
-
-
4
2
1

* Maximum of caster's level per turn

Reduced MP Spells:

The chart indicates the increase in level, and the reduced MP cost.  A list of relevant spells is given for each category.

N/point or N/turn

Level Add
+2
+3
+6
+7
+10
+12
+16
+18

Cost
2/3
1/2
2/5
1/3
2/7
1/4
2/9
1/5

Good For: (all of these are already placed in the spell list)

· Flesh Spells
(3rd, 5th, 8th, 12th, and 17th levels)

· Immune Flesh
(6th level)

· Fire Resistance
(5th level)

· Cold Resistance
(6th level)

· Lightning Resistance
(7th level)

N + N/hour

Level Add
+2
+5
+9

Cost
2/3
1/2
2/5

Good For: (many of these are already in the spell list)

· Strength
(3rd level)

· Coordination
(6th, 8th, 10th, and 13th levels)

· Constitution
(8th level)

· Quickthought
(6th, 8th, 11th, and 14th levels)

· Glamor
(3rd, 6th, 9th, and 13th levels)

N/hr

Level Add
+2
+4
+5
+8

Cost
2/3
1/2
1/3
1/4

Good For: any hourly cost spell (some of these are listed in the spell list)

· Detect Magic
(4th level - these versions are useable by anyone)

· See Invisible
(5th level - these versions are useable by anyone)

· Snow Sense
(5th)

· Mage Sight, Hearing or Smell
(6th level spells)

· Heighten Hearing, Vision or Smell
(7th level spells)

· True Sight
(7th)

· Detect Tracer III
(3rd)

· Telepathy IV
(4th)

· Telepathy VI
(6th)

· Animal Telepathy
(6th)

· Secret Telepathy
(7th)

· Star Scope
(9th)

· Read Magic Aura
(6th)

· Delay VIII
(8th)

· Estimate Distance
(3rd)

· Snow Hearing or Sight
(3rd level spells)

· Infravision
(5th)

· Water Sight
(4th)

· Telescope
(5th)

· Information Storage
(6th)

· Magic Protection
(variable)

· Specific Magic Protection
(variable)

· Wizard's Eye
(7th)

· Concentration
(8th, 9th, 11th and 14th)

· Earth Sense
(8th)

· Reveal Illusions
(11th)

· Sonar
(7th)

Weapon Enchantment And Disenchantment

Spells or magic items may accomplish these effects.  Enchantment and Disenchantment have several common rules that apply no matter what the source is.  One common thing is when multiple enchantments affect the same aspect of the same weapon, the total effect is determined by totaling the MP and then using the following chart to determine the bonus:

Bonus
1
2
3 
4
5
6
7
8
9
10

Range Bonus
10%
20%
30%
40%
50%
60%
70%
80%
90%
100%

Incremental cost
1
2
3 
5
8
12
17
26
38
58

Total cost
1
3
6 
11
19
31
48
74
112
170

Note that a weapon that gains a +1 in an aspect due to quality may be enchanted to +2 for the incremental cost of the +2.  Effectively the quality weapon counts as 1 MP.  A quality bow or crossbow has the equivalent of 3 MP since it has a 20% range bonus.

Disenchantment is the same, except the costs apply to a penalty.  When disenchantment and an enchantment both affect the same weapon, total the MP in enchantments and determine the bonus.  The disenchantment then subtracts from the total enchantment MP, however, for disenchantment to reduce a bonus, it must counteract the full incremental cost of that bonus.  Thus, a weapon that has 12 MP of enchantment requires 6 MP to be reduced to a +3 (1 to overcome the extra MP beyond that required for +4 and 5 for the +4).  This scheme is used no matter the order of casting of the spells.  For example, if a +3 weapon was disenchanted to ‑2 by the use of 9 MP.  Only 1 MP of additional enchantment is necessary to improve the weapon to ‑1 and additional enchantment MP would bring it back to +3 (there are 13 MP of enchantment -‑ 9 MP of disenchantment, which is 4, which is more than required for +2, thus the +3 is not negated).  Of course adding the extra enchantment requires a caster of sufficient level since the 13 MP total brings the weapon past +4 (so a 10th level mage would be required).

For spells, the limit on the total bonus is usually AML/2.  A quality weapon does not increase this total limit.  For permanent enchantments, the limits are AML ‑ 8.  MP in permanent enchantments is always counted first, then MP from spells is counted in order of caster's level (this assures that the MP which is capable of producing the highest bonus is applicable for that bonus).  This means that an 8th level mage can enchant a weapon to +4 and then a 10th level mage may add MP to enchant it to +5.

The aspects that may be affected are:

Armor:
This increases the T of armor.  It can be cast on natural armor like dragon skin.

Attack:
This increases normal or missile attack using the disenchanted weapon (projectiles not projecting devices) but not HtH

Damage:
This increases the damage done by the subject weapon.  For missile weapons, it only applies to the missiles.

Defense:
This adds to defense when the weapon or shield is used to parry.  Db or HtH can not be effected.

Hit Missile:
This is cast on the projectile.

Range:
This is cast on a bow, crossbow, ballista, or other missile weapon that launches missiles.  It may also be cast on thrown weapons.

All enchantments affect 2 daggers, 10 arrows, 10 bolts, 2 small thrown weapons, 3 siege bolts, 1 ballista bolt, or 1/2 ballista.

SPELLS

The following sections describe all the spells.  Spells that are specific to a type of magic are indicated in the heading.  (Clerical) indicates spells restricted to clerics.  (Spirit) indicates spells restricted to Spirit Combat.

Cost

This indicates the MP cost of a spell.  There may be additional notes in the description.  Continuing costs are indicated as /turn, /minute, /hour, etc.

Save

This indicates the type of save appropriate for the spell.  A spell may not be targeted at a living creature if a save is not indicated.  8th level fighters may save for equipment in their possession.  In this case, the type of save is always Physical.  Note that illusions may be cast surrounding a character, but a control spell must be present to make the illusion follow the character.  There is no save against this (though an unwilling character may take actions that would cause the illusion to be less believable.  Note that in this situation, the victim of the illusion can never be fooled.  Missile spells will not have a save specified but may be targeted at living creatures.  Area spells that have an effect that may be saved against will specify the save in parenthesis: (Mental) or (Physical).  They otherwise have no save.

Level 1 Spells

Charm Protection

Cost:
1 + 6/hour

Save:
Mental

Associations:
White, Disorder, Pure 2

Charm Protection grants a 5 point counter against Mind Reading and Charm Person.  It is not effective against emotion spells such as Fear and Entrancement

Cure Fatigue I (Clerical)

Cost:
1

Save:
Physical

This spell cures 1d6+1 points of fatigue.  With a strong association, it cures 1d6+2.  With a weak association, it cures 1d6.  Healing starts immediately and occurs at 1 point per turn.

Decay

Cost:
variable

Associations:
Movement, Disorder

This spell accelerates the decay of an object.  It brings rust, rot etc. faster than normal

Detect Demon I (Spirit)

Cost:
1

This spell allows identification of a demon.  A general idea of power will also be given.  This will also detect Spirit magic similar to Detect Magic.

Detect Magic I

Cost:
1

Associations
Pure 2, Any Cult 4

This spell gives magic detection ability to the caster for 2 turns or as long as concentration is maintained.  Casting another spell or fighting spoil concentration.  Usefulness is highly skill dependent

Image

Cost:
1 + 1/hour for 1 hex
N + N/hour for N^2 hexes

Associations:
Illusion

This spell creates a three dimensional image of whatever the caster can imagine.  The chief trouble is imagining the image with sufficient detail and realism.  Illusions of stationary objects are not hard especially given some extra time for refinement.  Convincing illusions of living creatures are beyond the spell’s capability except for brief times and done by a real artist.

The illusion can block the view of something behind it.  An illusory wall can be created as a hiding place for a person.  It remains opaque while believed.  People in the vicinity who do not believe damage the illusion and cause it to fail even for those who still believe.

Image has the limitation of failing the moment the caster’s attention lapses.

Itch

Cost:
1 + 2/hour

Save:
Physical

Associations:
Illusion, Disorder

This spell causes a nasty itching sensation that can prevent sleep or lower alertness.  It is not very useful.

Light I

Cost:
N + N/hour (N * 30W)

Associations:
White, Truth, Illusion, Fire

This spell produces a bright light on an object in hand.  The brightness can be varied at will.  The color can be chosen when casting the spell.

Light Fire

Cost:
1

Associations:
Fire

This spell quickly ignites a flammable material.  If a butane lighter can do it in time Light Fire will work immediately.  It does not work on large objects.

Mage Wind

Cost:
1 + variable

Associations:
Air, Movement, Water 2

This spell produces a breeze in a small area.  4 MP per hour can propel a small sailing dingy at 4 miles per hour.  The effect is confined to within 10 yards of the caster.

Magic Protection A

Cost:
1 + 6/hour       

Save:
Mental

Associations:
Power, White, Pure

This spell does a 1 point counter on any spell cast on or by the recipient.  It can be cast on any person or object.

Moon Light I

Cost:
1+1/hr

Save:
Mental

This spell is like Light I, except it is only 30 watts.  The light is like moonlight so there is little color perception.

Muscle Twitch

Cost:
3

Save:
Physical

This spell causes a short burst of minor spasms in the target.  The result is a ‑1 H, ‑1 Hm for the one turn.  This spell violates the normal limitation that initial cost can not exceed the caster's level.

Preservation

Cost:
variable

Associations:
Stasis, Discretion, Harmony

This spell slows the decay of most objects.  It holds back rust, rot, fire etc.  It is not very strong.  A few MP per day will protect a small object.

Sound Illusion

Cost:
1 + 1/hour

Associations:
Illusion

This spell creates a noise as imagined by the caster.  It is versatile but limited in detail as with Image.  Many people can do a good job at faking a voice or musical instrument.  No one can fake a whole band.  The sound comes from the caster.

Telepathy Protection

Cost:
1 + 6/hour

Save:
Mental

Associations:
White, Disorder

Telepathy Protection gives a 5 point counter against telepathy spells aimed at the recipient.  It cuts telepathic contact that does not include a spell on the bearer.  Makes Telepathic Search harder.

Wakefulness I

Cost:
1

Save:
Mental

Associations:
Harmony

This spell wakens recipients immediately without startling them. 

Level 2 Spells

Animal Friend II (Clerical)

Cost:
1/SIZ+1/SIZ/hour

Save:
Special

This spell allows the cleric to befriend an animal.  The spell takes minutes instead of turns to cast.  The cleric must offer treats or otherwise attempt to befriend the animal.  Magical creatures may be much harder to befriend.  Once befriended, the spell allows very basic communication.  Animal Telepathy, a 6th level spell, would allow much more communication.  The animal will be willing to perform reasonable tasks, including defending the cleric in combat (assuming combat is a reasonable option for the animal).  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Aspect of Life

Cost:
1 + 1/day

Associations:
Illusion

This spell creates an illusory aura capable of tricking the Detect Life spell.  It also fools Read Aura when used by an unskilled practitioner.

Aspect of Sound

Cost:
1 + 1/hour

Associations:
Illusion

This is a more advanced sound illusion.  It can be used alone or added to a visual illusion.  The sound comes from where the spell is cast, unlike Sound Illusion I, effectively giving ventriloquism.

Aspect of Taste

Cost:
variable by size

Associations:
Illusion

This spell creates a sense of taste or smell.  It can be used added to a composite illusion.  A long scent trail is a large illusion with increased cost.  MP cost for most applications would be 1 + 1/hour.

Binding II

Cost:
variable

Associations:
Stasis

This spell holds objects together like relatively weak glue but takes minutes to set.  It is mostly useful for the ability to drop the spell suddenly.

Bless Weapon (Clerical)

Cost:
2 + 2/hour

Associations:
White

This spell gives a weapon enough magic to defeat spells and special abilities that give extra defenses against non-magical weapons.  These abilities are commonly possessed by undead or given by the 8th level Invulnerability spell.

Clean II

Cost:
0 + variable

This spell instantly cleans an object.  Easily cleaned surfaces like ceramics, metal, and polished wood are considerably cheaper than very porous items (like cloth).  1 MP will clean the dishes for a modest sized adventuring party.  5 MP would clean an adventurer's clothing and bedroll, including riding it of parasites.  This spell takes one minute (12 turns) to take effect.

Clumsiness (Short)

Cost:
1

Save:
Physical

Associations:
Disorder

This spell reduces the targets dexterity attribute by 6 points or half, whichever is better for the target.  As a short spell it lasts 12 turns, 1 minute, and is in series with full Clumsiness at 4th level.

Cure Fatigue II (Clerical)

Cost:
2

Save:
Physical

This spell cures 2d6+2 points of fatigue.  With a strong association, it cures 2d6+4.  With a weak association, it cures 2d6.  Healing starts immediately and occurs at 1 point per turn.

Cure Light Wounds (Clerical)

Cost:
2

Save:
Physical

This spell cures 1d6+1 points of damage.  With a strong association, it cures 1d6+2.  With a weak association, it cures 1d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Darkness II

Cost:
variable, 1 MP consumes 1 MP of light spell

The effect of this spell is like a lamp that consumes light instead of radiating it.  The effect in an enclosed space or at night can be very great.  Outside in daylight it is largely ineffective.  The spell is centered on the caster.

Dispel Magic

Cost:
variable, all initial

Associations:
Pure 3, Any Cult 5

This is a hammer blow intended to break a spell.  See the rules on Dispelling above.

Demoralize Undead II (Clerical)

Cost:
N + 6/hr (N = 1 if the cleric gets the spell from a strong association, 2 for normal, 3 for weak)

Save:
Mental

This spell has am area effect that is a 9-meter radius centered upon the caster but when the cleric moves the spell stays put.  The spell hits each undead which enters it or is in it at casting time with a Demoralize (3rd level).  As with any area spell there is no save reduction allowed but each higher level version gives ‑1 save.  Demoralize Undead is not cumulative.  Only one save need be made.  If the undead saves, he may still be affected by the regular Demoralize spells.

Detect Undead (Clerical)

Cost:
1

This spell is like Detect Life (4th level) but it only identifies undead.

Empathic Healing (Clerical)

Cost:
2 + 1/10 points

Save:
None

Associations:
White

This spell heals physical damage at a rate of 1 point per turn by transferring it onto the spell caster.  It must be cast while touching the target and only lasts while touch is maintained.  Empathic Healing is particularly useful for saving a badly injured character whom would otherwise die soon.  While healing is done at 1 point per turn or faster a badly injured person will not die, if still alive, even if damaged to below negative ½ hit points.  This healing must be started within 6 turns

It is possible to transfer injuries between multiple parties.  Everyone involved must be touching for as long as the spell is to work.  It is even possible to transfer wounds to an unwilling victim but the donor must be helpless and gets a saving throw.

Empathic Healing can bypass the usual limits on healing capacity.  Doing so costs at least 5 points to the caster for every point healed.  The pace remains 1 point to the caster per turn and is sufficient to count as fast healing preventing immediate death.  Once healing capacity has been used twice, the rate becomes 25 to 1.  After three times healing capacity is used, the rate becomes 125 to 1.  This sequence continues to 625 to 1, 3125 to 1, and 15,625 to 1.  There are 17,280 turns in a day (which would be less than 28 points at 625 to 1).

Only one Empathic Healing spell can be used on a character at one time.

Faery Fire

Cost:
1 + 1/hour/30 SIZ

Save:
None

Associations:
Truth, Illusion, White

This spell tags the target with a glowing aura that defeats the effects of Invisibility and Blur.  Magic Protection and saving throws do not apply.  Counter Magic and a true counter do.

Feather Fall

Cost:
1 + 1/minute + 1/10 meters fallen/20 SIZ

Save:
Physical

This special form of Levitation will only work to descend in a gentle fashion.  See Levitation for defensive penalties.  A character falling with Feather Fall may drift with the wind.  The descent rate is 10 meters per turn.  A fall of less than 1 meter will not trigger the effect.  During a long fall, the character may choose to increase the rate to 25 meters per turn, but if the character hits the ground at this speed (the spell will not automatically reduce this rate for a soft landing), it is equivalent to a 3 meter or 10 foot fall.

Fireball II

Cost:
1/d4

Associations:
Fire

This spell creates a flaming missile that bursts into a ball of fire on impact.  The missile catches easily as it passes near to a target or obstacle giving +5 Hm to hit and extra difficulty missing obstructions.  The ball of fire is large enough to affect just one person under normal circumstances or everyone in a hand to hand pile.  If the spell hits a mounted character, the mount is also affected for half damage.

For each MP in the initial casting, the fireball does the appropriate damage given above.  Remember that no more than magic level MP can be spent in a single spell.  A 2nd level can do at most 2d4.

The fireball must hit the target’s basic defense.  Shields and armor give no protection.  Blur and Missile Shield spells have no effect.  Armor spells such as Stone Flesh do offer protection as does Fire Resistance.  Critical hits are ignored, they do the basic damage.  Damage and chance to hit are reduced by range.  Fireball can stun but only with difficulty.  Two-thirds damage is required instead of the usual one half.

Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Heal Fatigue II

Cost:
2/point

Save:
Physical

This spell cures daily or temporary fatigue while a character is sleeping.  Use of this spell will heal at most 8 points per night.

Hold

Cost:
1 + 2/hour

This spell will reduce the tendency of an object to move.  When used on a knot, it makes the knot almost as strong as the rope itself.

Illusion II

Cost:
N + N/hour gives N^2 hexes size

Associations:
Illusion

This spell creates a visual illusion much like Image without the attention problem.  It can serve as the base for the various Aspect spells to build a more convincing whole.  Detail remains a problem mostly ruling out convincing illusions of living beings.

Levitation II

Cost:
1 + 1/minute + 1/10feet of climb

Save:
Physical

Associations:
Air, Movement

This spell allows the recipient to float in the air.  While it gives no horizontal movement, it can enable impressive leaps.  It makes a noise like a bad air conditioner.  The recipient of the spell gets to control it, not the caster.  Spells cast while levitating require at least the split defense option that is ‑3 to success rate and counter.  A levitating creature is particularly vulnerable to missile attack.  Missile Defense is Db ‑ 10, Dm ‑ 5 (with a shield), or 0 whichever is better.  The maximum elevation gain in a turn is 4 feet plus the caster's level.

Light II

Cost:
N + N/hour

Save:
Mental

Associations:
White, Fire, Truth, Illusion

This is a targeted version of the Light spell.  As you can not throw a spell where you can’t see a common tactic is to cast it on a coin and throw the coin.

Light Foot II

Cost:
1 + 6/hour

Save:
Physical

This spell makes the recipient lighter.  The recipient will be less likely to leave tracks, and may move more quietly.  It subtracts between ‑2 and ‑5 from tracking rolls.  The 4th level version is only 2/hour.

Lightning Bolt II

Cost:
1/d4

Associations:
Air

This spell creates a missile that looks and sounds like a natural lightning strike.  Unlike real lightning it flies straight from the caster and does not divert to nearby obstacles.  The to hit roll is made at +1 Hm.  Only one target takes damage even in a hand to hand pile.

For each MP in the initial casting, the lightning bolt does the appropriate damage given above.  Remember that no more than magic level MP can be spent in a single spell.  A 2nd level can do at most 2d4.

The lightning bolt must hit the target’s basic defense.  Shields and armor give no protection.  Armor spells such as Stone Flesh do offer protection as does Lightning Resistance.  Critical hits are ignored, they do the basic damage.  Damage and chance to hit are reduced by range.  A Lightning Bolt stuns more easily than normal.  Only one-third damage is necessary rather than the usual one-half damage.

Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Magic Missile II

Cost:
1 for 1d8 +1 vs. T

Associations:
Power

This spell creates a missile akin to an arrow that can score critical hits and is not affected by the Missile Shield spell.  The spell attacks with a +1 Hm.  It is affected by range penalties.  There are several variants by level: 2nd (1d8 +1 vs. T), 3rd (1d10 +2 vs. T), 4th (1d12+3 vs. T), 5th (3d6+1 + 6 vs. T, cost 3).

Magic Protection B

Cost:
1 + 6/hour

Save:
Mental

Associations:
Power, Pure, White

This spell is Like Magic Protection A but a 2 point counter.  Not like Magic Protection III+

Moon Light II

Cost:
1+1/hr

Save:
Mental

This spell is like Light II, except it is only 30 watts.  The light is like moonlight so there is little color perception.

Oppose Undead (Clerical)

Cost:
1SP

Save:
Mental

Associations:
White, Magic 5

This spell acts like the Fear spell except it only works on undead.  The target being berserk does not diminish its effectiveness.  Some higher class undead especially vampires are less vulnerable apparently receiving saving throw bonuses.

See Invisible II

Cost:
1

Associations:
Truth, White

This spell defeats Invisibility, Blur and similar effects much like the 5th level See Invisible spell but lasts for the remainder of this turn and 2 more.  Useable only by the caster, it can not be targeted.  Consider following up with Faery Fire spell.

Siren

Cost:
1 + 12/hour

This spell produces a very loud piercing noise good for an alarm.

Slow Movement (Short)

Cost:
1

Save:
Physical

Associations:
Stasis

This spell halves the ground movement speed of the target.  This is the short version of the 4th level spell and lasts for 12 turns.  It does not affect flying speed.

Spider Climb

Cost:
2 + 1/minute

This spell gives +6 to climbing skill.  If the recipient remains stationary, he may have two hands free.  Defense while climbing tends to be poor.

Umbrella

Cost:
1 + 3/2 hours

Save:
Physical

This spell keeps rain and snow away.  It also works on nastier sprayed liquids.

Level 3 Spells

Aspect of Feeling 

Cost:
N + N/hour by size

Associations:
Illusion

This spell gives an illusion apparent reality to touch.  It deceives the senses only and has no force.  While it has no force, it can have a strong effect on a character’s actions so long as it is believed.  An illusion wall blocks anyone who could stop.

Touching an illusion gives an immediate recognition roll.  The rating for each side is magic level plus intelligence.  A hit means the character recognizes the illusion and can see through it and ignore it.  Characters can use cleric level, passive magic level, and the wisdom attribute as appropriate.  The roll is repeated after 2 turns, 4 turns and each further time doubling.  Without touching, only seeing, this roll can be made by characters using See Invisible or Detect Invisible.

Players have a special option to deal with illusions even when their character's attributes are not sufficient to make the above die roll.  If the player declares something an illusion and plays the character in deliberate contempt of its unreality, the illusion will be revealed when it matters.  This may mean not dodging the boulder rolling down hill.  Option to be used with care.

Banish Vermin

Cost:
3

Save:
None

These spells are effective at cleaning an area of the specified type of vermin.  The effect has a 10-meter radius.  Bad infestations may require multiple castings.  Each type of vermin has it's own spell.

Clean III

Cost:
variable

Associations:
Harmony

This spell is similar to the Clean II, however its effects occur immediately, as such, it is effective at flushing burning oil or poison from clothes or leather armor.  The clothes or armor being worn may be cleaned for 2 MP.

Commune With Spirits (Clerical)

Cost:
1 + 1/minute

Save:
best of Mental or Physical

This is a special form of telepathy.  This spell allows the caster to communicate with one spirit.  In some game worlds, everything is imbued with a spirit.  Most of these spirits can not be engaged in spirit combat.  The rocks, the trees, the grass, everything has a spirit.  This spell is targeted at a specific spirit the caster desires to communicate with.  Most nature spirits will be willing to talk to Mystics and Natural Magicians.  Other clerics that have a Spirit association will have to convince nature spirits to talk to them, and it may be hard.  Nature spirits of course have very limited knowledge, and very little concept of human perceptions of reality.  A rock spirit would be able to tell you that creatures regularly traverse it, but since a rock's perception of time is very different from a human's, the information is nearly useless.  A tree would be able to provide much more useful information since it at least has a perception of night and day.

Confusion (Short)

Cost:
1

Save:
Mental

Associations:
Disorder, Beast, Pure 4

This spell clouds the target’s mind.  The effect causes a ‑6 penalty in spell success and counter.  This is the short version.  It lasts for 12 turns and is in series with full Confusion at 5th level.  If affected save again at a flat ‑6 which is unaffected by the original spell’s strength.  Success means the target knows he is confused, otherwise he thinks he made the first save.  Roll again with a +1 cumulative adjustment each time the spell causes an action to fail.

Another effect of Confusion is to prevent the victim from directly acting to remove it.  This includes casting Dispel Magic and triggering an item which does a specific dispel.  It does not prevent asking another character to cast Dispel Magic.

Control III

Cost:
1 + 1/2hours

Associations:
Illusion

This spell gives direction to an illusion increasing its realism and allowing the illusionist to spend attention on other things.  It allows placing an illusion in a specific relationship with a real object, person, or another illusion.  An illusionary face with Control III can track the real face including details of expression while remaining a different face.  Mimicking a real person and maintaining some fixed distance can be used to make a detailed illusory person.  The illusion moves in lock step with the real person.

Cure Fatigue III (Clerical)

Cost:
3

Save:
Physical

This spell cures 3d6+3 points of fatigue.  With a strong association, it cures 3d6+6.  With a weak association, it cures 3d6.  Healing starts immediately and occurs at 1 point per turn.

Darkness III

Cost:
variable, 1MP consumes 1MP of light spell

Save:
Mental

Associations:
Illusion

This spell is a targeted version of Darkness II.

Dazzle

Cost:
2

Save:
Mental

Associations:
Illusion, Disorder

This spell attacks everyone in a 20 hex radius of the caster, except the caster.  Anyone missing an unadjusted Mental Save suffers a ‑2 penalty on attack, defense, spell success, and counter 12 turns.  If a character is hit with multiple Dazzles, the effect remains only ‑2 but lasts 12 turns from the most recent exposure

As Dazzle is an area effect spell, it may encounter multiple magic defenses.  For the spell to work at all it must succeed against the following:

· ordinary success roll if no opposition

· a separate success roll for each real counter by a sorcerer or wizard

· a separate success roll for each clerical counter magic

· one roll against the best counter magic spell in opposition

· one roll against the best specific counter spell in opposition

· one roll against the caster’s own magic protection spell if any

Another success roll is made against each target with the Magic Protection spell.  Failure on one of these rolls does not prevent the spell from affecting others.

Demoralize (Short)

Cost:
1

Save:
Mental

This spell gives the target a very strong feeling of futility resulting in a ‑6 penalty to hit and spell success.  It also reduces morale preventing bold actions such as leaping for hand to hand combat.  This is the short version.  It lasts 12 turns and is in series with full Demoralize at 5th level.

Dispel Spirit Magic (Spirit)

Cost:
1+variable

This works like Dispel Magic but only on spirit spells.

Drop Weapon

Cost:
1

Save:
Physical

Associations:
Disorder

This spell causes the target to drop something in hand, typically a weapon.  It will only affect a shield if it is the only thing held and then is only 50% likely to work even after the save is missed.  This can be particularly effective if used as a prepared spell or by a 7th level where it acts before the turn’s combat denying the target an attack.  Magical weapons are commonly enchanted with a defense adding +4 to +8 to the save depending on quality.

Entrancement (Short)

Cost:
1

Save:
Mental

Associations:
Harmony, Discretion

This spell gives the target a strong feeling of disconnection, not knowing who his friends are.  He will stand and do nothing.  Most characters will try to stand apart from everyone else and if there is fighting going on will take a defensive posture.  The subject has full ability to understand hazards and know what belongs to him.  Anyone who disturbs the character is treated with hostility.  In a social environment, this means sharp words.  In a fight, it means blows.

Once disturbed, the character gets to make new saving throws each turn starting at ‑16 and becoming 1 point easier each turn.  The first save is attempted before any action is taken.  A character will attack any who have attacked him, and anyone clearly and directly helping that person.

A berserker hit with this spell continues to fight.  He forgets who his friends are and will attack the most convenient opponent.  If he attacks a friend he begins saving.

This spell cannot effect a target sub-turn.  A target that was running away will continue to do so but might take a different tack if he was doing so with companions.  This is not "sit and rotate at six knots".  An entranced person will take cover if it is available and missile weapons are a danger.  This spell does not affect controlled undead such as ghouls.

This is the short version in series with full Entrancement at 5th level and lasts 12 turns.  Once disturbed the spell is done and its effects may persist beyond the 12-turn limit or being dispelled (however the saving throw is immediately improved by 5 points).  If dispelled without provoking the target the spell ends immediately.

Fireball III

Cost:
1/d6

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Illusion III

Cost:
N + N/hour depending on size

Associations:
Illusion

This spell combines the effect of the 2nd level illusion spells including Illusion II, Aspect of Life, Aspect of Sound and Aspect of Taste.  Completing the spell is not sufficient to produce a detailed illusion.  Extra time from turns to minutes may be needed.  Pre planned and practiced illusions go fast.

Insomnia

Cost:
1 + 1/hour

Save:
best of Physical or Mental

This spell prevents the target from sleeping.  It does not affect alertness.  The spell is subtle and may not be recognized as unnatural for hours.  Anyone who is at reduced effectiveness due to wounds or fatigue ("blinking") will not be affected by this spell.

Lightning Bolt III

Cost:
1/d6

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Magic Missile III

Cost:
1 for 1d10 +2 vs. T

Associations:
Power

This spell is like Magic Missile II.  There are several variants by level: 2nd (1d8 +1 vs. T), 3rd (1d10 +2 vs. T), 4th (1d12+3 vs. T), 5th (3d6+1 + 6 vs. T, cost 3).

Magic Protection III

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants a 4 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

If worn by a wizard, Magic Protection also interferes with counters made against spells that are not targeted on the wizard.  The counter is treated as a spell with success rate equal to the adjusted counter and a roll is made against the magic protection.  Success means the counter applies, while failure means it fails to get outside the Magic Protection.

When used against a spell from an item such as a ring, potion or wand, Magic Protection is either doubled or 6 points more effective, whichever is less.

Magic Protection is extra durable against Dispel Magic.  It counts as if cast by a magician 3 levels higher.  Defense is +3 and hit points are +3 per MP.  The counter effect does not protect against Dispel Magic.

Mental Shield III (Spirit)

Cost:
2+1/turn

Save:
Mental

This is a spirit combat T spell.  It gives T2.

Mirror Image

Cost:
1 per image + 1/hour per image

Associations:
Illusion

This spell produces illusions of the caster in which diverge in a confusing manner likely to make the real one hard to recognize.  They all look alike and move the same with slight variations on a theme.  Simple variations such as standing higher on a hill happen automatically.  Every action is mirrored.  Close physical combat will reveal the real one in a turn or rarely two.  The deception may last at range.

Missile Shield III

Cost:
1 + 3/hour + 1/10 attacks

Save:
Physical

Associations:
Air

This spell creates a shield of air wrapped around the target that diverts light missiles such as arrows, granting +4 Dm.  It is ineffective against spells such as Fireball, Lightning Bolt, or Magic Missile.  Effectiveness against slow moving thrown weapons such as spears or rocks is halved.  Against very heavy missiles such as a Siege Crossbow, the bonus is halved.  It has no effect against melee weapons or siege weapons like ballistas.  Higher level versions are more effective: 3rd (+4), 5th (+6), 8th (+8), 12th (+10).

The defense bonus may at the attacker’s benefit be chosen to add to missile defense or subtract from each multiple of damage.  If the damage reduction applies it counts against armor bypass first even though armor bypass does not multiple with critical hits.

Preserve Food III

Cost:
N + N/hour for N * 23 Kg

Associations:
Discretion

This spell is as good as a refrigerator.

Purify Water

Cost:
1/Kg of water

This spell will purify water with the same effectiveness as boiling.  It will not remove mineral contaminants.  It will also purify other liquids (such as milk) which may be purified by boiling.

Pyrotechnics

Cost:
N + N/turn

Given a sufficient fire source, this spell will allow the caster to put on a flashy demonstration, complete with flying sparks and explosions.  A 2-MP spell would use a large campfire as a source, and put on a nice little display.  If you want to duplicate the fireworks at Bilbo's party in The Lord of the Rings, consider the fact that Gandalf was one of the most powerful wizards in the world.  Magical fires and special chemicals can provide a fuel source without the need of a huge bonfire.  The fire is not extinguished by the display.

Rain Haven

Cost:
2 + 4/hour

This spell creates a 10-meter radius area free from rain and snow.  The spell is mobile and moves with the caster.

Seal

Cost:
3 + 1/week

Associations:
Stasis

This spell holds a lock, door or other mechanism shut.  While in effect, a key or lock-pick will not help.

Slipperiness

Cost:
variable, 2 + 2/hour to get the +4 vs. HtH

Save:
Physical

Associations:
Movement, White (vs. HtH only)

This spell makes a surface slick as if well oiled.  Effect on a smooth floor is large, on grass is moderate, and on sand is small.  Each 2 MP allows covering of one hex.  On a smooth floor, character's attempting to move on the surface should roll DEX + CA against a difficulty of 4.  For each hex the character moved, there is a ‑1 penalty.  If the character is engaged in combat, there would be a ‑4 penalty if defending against missiles, ‑6 if engaged in melee, and ‑8 if hit for damage (by any attack capable of stunning, including spells).  On grass, the penalties would be halved, and the difficulty would be 0.  On sand or rough ground, the difficulty would be ‑4 (i.e. a +4 to the roll) and the penalties would be one fourth.

Cast on a person it gives +4 to stay out of hand to hand combat, avoid pinning, or to disengage.  Of course, if the recipient tries to engage in hand to hand combat, there is a ‑4 penalty.  Cast on a weapon for 1 + 1/hour, it causes any fumble (attack result of ‑5 or less) to result in a dropped weapon in addition to the normal effect.

Snow Hearing

Cost:
1 + 2/hour

Save:
Mental

This spell makes it easier for the recipient to hear in snow, fog, or rain.

Snow Sight

Cost:
1+ 2/hour

Save:
Mental

This spell makes it easier for the recipient to see in snow, fog, or rain.

Snow Shaping

Cost:
1/4 cubic meters to 1/cubic meter

This spell allows quick, easy manipulation of snow or ice.  The snow must be handled physically.  The spell makes it pack and separate conveniently.  The spell cost depends on the detail of the work (the greater the detail, the greater the cost) and the quality of the snow or ice for the work being done.

Stone Flesh

Cost:
2 + 1/turn

Save:
Physical

This spell gives 4 points of magical armor in addition to any physical armor.  Stone Flesh may be cast on either armor or skin.  Stone Flesh cast on armor protects the armor from damage.  Stone Flesh protects the user from skin being broken and will keep a poison sting etc from penetrating.  Cast on the skin it protects from Fireball, Lightning Bolt, Cold Beam, and other magical energy damage.  In all cases, the additional protection counts versus normal damage in addition to armor.  Each type of energy adds to itself over the course of a turn, thus a person who is using Stone Flesh that is hit by a 6 point Fireball, a 3 point Fireball and a 2 point Lightning Bolt will take 5 points (of fire damage).  The spell may be cast twice to give all protections but does not double the protection.  A Stone Flesh spell cast on the recipient's skin will not stop contact poisons and similar things.

Strength III

Cost:
2/STR + 2/hour/STR

Save:
Physical

Associations:
Power, Man, Beast, Earth

Temporarily increases the targets strength attribute.  Multiple spells can be stacked to increase the effect.  It is limited to 50% of the character’s original strength.  Attempting to use more strength than 150% of the character’s constitution attribute is dangerous, giving a 5% per point chance of mishap per action.  The Vigor spell can help with this limit.  One point of extra strength is safe for all characters.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/STR): 3rd (2/STR), 5th (1.5/STR), 7th (1/STR).  The initial cost limits the amount of strength granted with one spell (1.5 STR for a 3rd level mage for example).

Clerics get a big bonus.  Their strength spell gives 1 STR per SP at 3rd level.  It has the same continuing cost as for mages.

Suggestion

Cost:
1

Save:
Mental

This spell sneakily implants an idea in the target’s head.  Under the right circumstances, he may act on it.  Characters with the magic skill to see the spell coming in are unlikely to be fooled.  It is also useable as a baby telepathy spell.  This spell can not make someone forget who his or her friends are.  A Demoralized character is particularly vulnerable to suggestions to retreat.

Telekinesis III

Cost:
1 + 2/hour + 1/2 turns of full force

Associations:
Movement

This spell gives the caster the ability to move the target object at a distance.  The force and speed are not great.  Several pounds per magic level and fly speed are the limits.  The force may not be finely concentrated.  Several pounds on a knife’s edge would be powerful but the spell can’t do it.  It just moves things around.  It can be used to guide missiles such as arrows and crossbow bolts (but not siege crossbow bolts) effectively halving the range if it is less than 100 meters, otherwise it will subtract 50 meters from a longer range.  It is also effective for thrown weapons.

Thermal Equilibrium

Cost:
1 + 2/hour + 1/attack

Save:
Physical

Associations:
Fire, Water

This spell gives good protection against hot or cold environments.  It also stops 3 points of fire or cold damage.  It can keep someone alive in icy water at a cost of 1/minute.  Extreme temperatures (like Arctic cold or the Sahara at Noon) would cost 4/hour.  This spell doesn't eliminate the risk of dehydration in a desert, but water usage would just be double normal.

Trip

Cost:
1

Save:
Physical

Associations:
Disorder

This spell causes a two-legged target to fall down.  It causes a 4 or more legged target to lose a turn’s movement and 25% chance to fall.

Waterproofing

Cost:
0 + 2/100 square cm + 1/2 years/100 square cm

This spell makes a surface waterproof.  The spell may be cast multiple times to cover a large object.  A cloak would require about 300 MP.

Weakness (Short)

Cost:
1/2 STR

Save:
Physical

This spell reduces the target’s strength attribute by 2 for each point of MP.  This is the short version that is in series with full Weakness at 5th level.  It lasts 12 turns.  The spell has social implications of Black Magic.

Wind Haven

Cost:
2 + variable

This spell reduces the strength of wind within a 10-meter radius.  A gentle breeze can be stilled for 4/hour.  A full gale can be reduced to a strong breeze for 12/hour.  If the caster desires, a 5-meter radius may be protected for half the continuing cost.

Level 4 Spells

Animal Friend IV (Clerical)

Cost:
2/ 3SIZ+2/3 SIZ/hour

Save:
Special

This spell is similar to Animal Friend II.  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Animal Prints

Cost:
1 + 2/hour

Save:
Physical

This spell allows the recipient to leave the footprints of an animal of similar size.  If used in combination with Light Foot II or Light Foot IV, the animal may be one-tenth the size.  With Light Foot VI, the animal may be one-hundredth the size.

Attract Fish IVew

Cost:
1+variable

Save:
None

This spell helps fishermen.  For 2 to 6 MP per hour, it will double the catch of a single fisherman.  The hourly cost depends on the scarcity of the fish and other environmental factors.  The 6th level version will help multiple people.

Binding

Cost:
variable

Associations:
Stasis

This is a stronger glue spell.  It is strong enough to hold a plank in place on a boat (5 MP for a day) or to stabilize the roof in a tunnel (4 MP per minute).

Blur

Cost:
1 + 3/hour

Save:
None

Associations:
Illusion

This spell spreads the target’s appearance over a large volume.  The effect gives +4 to defense in combat and ‑4 SR to spells.  It has no effect on HtH but does aid defense against outsiders attacking into the HtH.  The See Invisible and Faery Fire spells both neutralize it.

Break Metal

Cost:
1 per 4d10

Associations:
Disorder

This spell does damage to metal objects.  An ordinary sword has 100 to 200 points depending on quality and condition.

Calm

Cost:
1

Save:
Mental

This spell negates a fear spell.  It may be used as an offensive spell that causes a ‑2 hit.  The duration in that case is 12 turns.  It is also useful to negate a berserk fighter's rage.

Clumsiness

Cost:
1 + target’s STR/2 hours

Save:
Physical

Associations:
Disorder

This is the full duration version of the 2nd level spell.

Color

Cost:
1/100 square cm

Associations:
Illusion

This spell changes the color of a surface permanently.  The spell gives good control suitable for artistic work.  It requires time and control of the object.

Contest of Will

Cost:
special

Save:
Mental

Associations:
Pure

This spell drains MP in equal quantity from both the caster and target.  Does approximately magic level per turn.  Add 2d6‑7 each turn to avoid giving out exact magic levels.

Control IV

Cost:
1 + 1/2 hours

Associations:
Illusion

This spell is a detail and realism aid for illusions.  When used with concentration it allows creating a convincing illusion of a living being.  The illusion displays no obvious flaws as with Image.  It may be recognized by what the player chooses to have it do or with See Invisible.

Creeping Fear

Cost:
4 + 4/hour

Save:
Mental

This spell instills a growing feeling of despair.  It affects an area 50 yards in radius.  The effect can be quite strong but takes hours.  In 3 hours, it is as effective as a Demoralize spell.

Cure Fatigue IV (Clerical)

Cost:
4

Save:
Physical

This spell cures 5d6+5 points of fatigue.  With a strong association, it cures 5d6+10.  With a weak association, it cures 5d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Detect Demon IV (Spirit)

Cost:
1+2/hour

Save:
Mental

This is a continuous version of Detect Demon I.  It is also more likely to be accurate.  Characters with 6th level Spirit Combat may use this spell for only 1/hour, 1/2 hours at 7th level, and free (an ability) at 8th level.  Note that it can also be used to some extent to detect undead.  It can also be used to detect Spirit magic similar to Detect Magic IV.

Detect Enemies

Cost:
1

Associations:
Truth 3, White

This spell works like Read Magic Aura to detect a strong aura of anger or hatred within 40 yards.  The 40-yard range surrounds the spell caster.  The spell itself is not tractable.  When successful it reports direction and strength.  Relating the aura strength to numbers is not reliable.  It works through walls.  Characters well trained in magic can acquire considerable control over their auras.  6th level mages who have learned Read Magic Aura generally have it.

Detect Life

Cost:
1

Associations:
Truth 3, White

This spell is like Detect Enemies but detects anything alive.  It also detects Undead and reports them as such.  It is less reliable than Detect Enemies.

Detect Magic IV

Cost:
1 + 2/hour

Save:
Mental

Associations:
Pure 6, Any Cult 8

This spell gives continuous magic detection ability.  The user will generally recognize that spells are being cast or MP is being spent near by.  Use requires skill such that it is generally useless to anyone who can not cast the spell.  Characters with 5th level passive magic can use it poorly and 6th levels can use it well.  Clerics with the Pure association may be able to use it at 5th (Normal Pure) or 4th (Strong Pure).  Higher level mages may use the spell more efficiently, a 6th level mage can use the spell for 1 + 1/hour, a 7th level for 1 + 1/2 hour, and 8th level has an inborn skill and does not need the spell.  Some Clerics may get these reduced rates.  A skilled user can detect obvious magic, such as spells being cast at them (or including them in the area) and large concentrations of MP, without searching.  Sufficiently obvious magic would catch one's attention.  Searching casually would reveal the presence of unhidden spells (a mage can perform a casual search on one person for a ‑2 SR penalty on spells being cast that turn.  A full turn's search can spot hidden spells.  A caster who desires to spend a whole turn performing casual searches may make level/2 searches in a turn (round up).  If unhidden magic is found during a casual search, one spell may be identified in that time.  If multiple unhidden spells are in an area, they will be spotted in order of greatest initial cost.  If a specific spell is searched for only its presence will be reported.  Detecting spells requires that the magician be able to target on the location being searched.

Disenchantment

Cost:
N + N/hour

Associations
Power, Disorder

This spell undoes the beneficial effects of a magic weapon and or gives a negative bonus of its own.  It affects one specific attribute, Hit, Defense, Damage, Armor, or Hit Missile.  Multiple spells can be stacked giving the same effect as one spell with the total MP.  If a weapon has a bonus due to magic or quality, that must be overcome first.  To cancel a bonus, the Disenchantment must have as many MP as the incremental MP for that bonus (i.e. to reduce a +3 bonus to +2 requires a 3 MP Disenchantment).  A weapon may be disenchanted to a penalty.  The MP cost of the penalty is the same as the equivalent bonus.  The maximum penalty would be the same as the maximum bonus (usually Level/2).  See the section on Magic Items for the details of the MP costs.

Under most circumstances, there is no saving throw although defenses such as Magic Protection apply normally.  8th level characters are able to save for objects in their possession.

Disrupt Undead IV

Cost:
3 + WIL/hour

Save:
Mental

Associations:
White 4  - vs. undead only

This spell affects the target much like having taken damage more than one half hit points.  The penalty is ‑3 and applies to all attacks, defenses, hand to hand, spell success, movement speed and saving throws.  It has no effect on spirit combat.  If stacked with actually having taken ½ damage the total effect is ‑5.  Curse lasts for a minute even after it is dispelled.  Berserkers do not ignore the effects although they do ignore the effects of normal ½ damage.  This spell may only be cast on undead creatures.

Extinguish

Cost:
variable

This spell puts out a fire with a great big puff of smoke, which is very hot and rises quickly.  1 MP is sufficient to put out a large campfire.  The cost is all initial cost.  A cottage that is burning might be saved with an 8-MP spell.  4 MP would extinguish a Molotov Cocktail.

Fear (Short)

Cost:
1

Save:
Mental

Associations:
Death

This spell causes uncontrollable fear.  Most people immediately flee by the best and most obvious method.  If cornered and attacked the effect is similar to a broken Entrancement spell.  Berserkers are immune to this spell.  Many types of undead such as wights routinely fight berserk and are therefore immune.  This is the short version lasting for 12 turns.

Fireball IV

Cost:
1/d8

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Fire Protection

Cost:
10/Kg + 5/Kg/year

Associations:
Fire, Stasis

This spell protects inanimate objects from damage by fire.  They will not burn on their own but can be burned by strong outside sources.

Flash

Cost:
3

Save:
Mental, 3 points harder

Associations:
Fire

A variant on Dazzle which produces a bright flash of magical light.  Unlike Dazzle, the effect only strikes those who are looking at the caster when the spell goes off.  It is also stronger giving a ‑3 penalty.  Magical defenses do offer protection.  The Magic Eyes spell can be used to get a spare set of “eyes” which are not flashed.  The Star Scope spell gives immunity.  Anyone looking in approximately the right direction is affected.

Fly IV

Cost:
2 + 1/minute + 1/10ft of climb

Save:
Physical

Associations:
Air, Movement

This spell gives the recipient the ability to fly through the air.  Only the recipient is in control of the spell.  It requires skill and attention to fly right, somewhere between a crummy bicycle and a unicycle.  Casting spells while flying requires taking the middle defense option that costs 3 SR and counter.  The spell can be left unused when on the ground.  It still burns MP and makes noise but gives no penalties.  The noise is like a bad air conditioner.

Maximum speed is 26 hexes per turn.  This is about as fast as a fast runner is with no encumbrance.  Acceleration is 13 hexes per turn per turn.  This is slow enough that a fast and alert runner can consistently dodge a flyer.  Deceleration is 26 hexes per turn per turn.

Maximum climb is 4 feet per turn + 1 foot per turn per magic level of the spell caster.  Maximum lift is 10 size plus 5 size per level of the spell caster.  Multiple spells can be stacked to gain extra lift.  Additional spells do not improve speed or climb rate.

Flight affects defenses:

‑2 missile defense using a shield, minimum is 8 + shield

‑4 missile defense without a shield, minimum is 8

‑4 defense against melee attacks, minimum D is 4 + shield

Fog Cloud

Cost:
N + N/minute for 8 * N * N cubic meters (N * N hexes)

This spell creates a cloud of fog that will give ‑2 to everything inside.  See Invisible will not see through this but Snow Sight would.  Infravision is only ‑1.

Freeze

Cost:
1/kg of ice equivalent cooling

This spell can be used to cool any object to a temperature no lower than ‑10 degrees Celsius.  It can produce 1 Kg of ice in 10 minutes.  The spell causes heat to be given up into the air.  It does not work on living beings.

Heal IV

Cost:
4/point

Save:
Physical

Associations:
White 3

This spell cures physical damage at a rate of up to 4 points per day.  Natural healing can add past the 4-point limit.

Heal Fatigue IV

Cost:
1/2 point for 8 points per night


1/point for 2 points per hour


2/point for 2 points per minute

Save:
Physical

This spell is similar to Heal Fatigue II.

Heat

Cost:
1/kg of boiling water equivalent heating

This spell causes an object to accumulate heat from the air, heating it to a temperature of no more than 110 degrees Celsius.  The spell works at the same speed as Freeze.

Hold Mouth

Cost:
1 + 6/hour  

Save:
Physical

Associations:
Stasis

This spell makes the target shut up, no talking, shouting, or whistling, nothing.  It does not interfere with breathing.

Illusion IV

Cost:
N + N/hour

This spell is a combination of Illusion III and Aspect of Feeling.

Impulse

Cost:
1

Save:
Mental

Associations:
Illusion, Harmony

This spell pushes the target over the edge into actually doing that thought he was considering.

Levitation IV

Cost:
1 + 1/minute + 1/10feet of climb +2/hour dormant

Save:
Physical

Associations:
Air, Movement

This spell is the same as Levitation II except that it only costs 2/hour when not in use.  If the recipient desires, it may be kept dormant in Feather Fall mode 

Lightning Bolt IV

Cost:
1/d8

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Light Foot IV

Cost:
1 + 2/hour

Save:
Physical

This spell makes the recipient lighter.  The recipient will be less likely to leave tracks, and may move more quietly.  It subtracts between ‑2 and ‑5 from tracking rolls.  The 4th level version is only 2/hour.

Magic Missile IV

Cost:
1 for 1d12 +3 vs. T

Associations:
Power

This spell is like Magic Missile II.  There are several variants by level: 2nd (1d8 +1 vs. T), 3rd (1d10 +2 vs. T), 4th (1d12+3 vs. T), 5th (3d6+1 + 6 vs. T, cost 3).

Magic Mouth

Cost:
4 + 4/additional 3 month duration

Associations:
Illusion

This spell stores a 15-second message to be played upon fulfillment of a simple condition.  The spell has the observational powers of a person with a 2 alertness.  It is an awful sucker for illusions.  Conditions may be 40 words of plain English but remember the spell is dumb.  Normal duration is a year.  Once the message is played, the spell is done.

White has a variant often called Wazoo Stake.  It shouts a warning when stuck in the ground and approached by someone not holding or doing some secret condition chosen by the caster.  It is a good defense aid against sneak attack.  Magicians and illusion cult clerics can also do the wazoo stake using their more general spell.

Magic Protection IV

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants a 5 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

Obscurity

Cost:
N + N/hour hides a party of N*N

Save:
None

Associations:
Illusion

This spell makes a person or small group harder to see or notice.  The effect greatly increases the chance of being overlooked if it is reasonable to be overlooked at all.  Observers who know where to look will not be fooled.  See Invisible defeats it.  Depending on the situation, there may be as much as a ‑10 penalty to ALT checks.

Remove Fear

Cost:
1MP, 

Save:
Mental 6 points harder

Associations:
White, Discretion, Harmony

This spell removes the Fear spell from one person.  It is not like Dispel Magic and the strength of the spell is not relevant.  The strength of the target is, he gets to save.

Rot

Cost:
1/2 Kg

This spell causes accelerated decay of any target that can rot.  Used on a person it decreases disease resistance but is not terribly dangerous.

Rot Protection

Cost:
10/Kg + 5/Kg/year

This spell increases the resistance of the object by a factor of 10.  Its protection is negated by a single Rot spell.

Rust

Cost:
1/2 Kg

This spell is like Rot but causes rusting.  Unprotected iron will rust in an hour.

Rust Protection

Cost:
10/Kg + 5/Kg/year

This spell increases the resistance of the object by a factor of 10.  Its protection is negated by a single Rust spell.

Sever Fiber

Cost:
1/4d10 damage

Associations:
Disorder

This spell damages leather or fibrous materials.  It does not affect living beings.  A six foot 2x4 could take about 120 points.

Shadow

Cost:
N + N/hour hits N*N hexes

Associations:
Illusion

This spell darkens an area with such strength that even sunlight does not illuminate it.  See Invisible sees through it as if it were not there.  It is not moveable.

Shatter Ceramic

Cost:
1/4d10 damage

Associations:
Disorder

This spell damages stone and ceramic inanimate objects.  As ceramics are brittle, the effect can be very strong.  1 MP will shatter about 1 Kg of stone.

Silence

Cost:
N + N/hour hides a group of N*N

Save:
None

Associations:
Illusion

This spell makes noise less noticeable similarly to Obscurity.  See Invisible defeats it just like Obscurity.  Depending on the situation, there may be as much as a ‑10 penalty to ALT checks.  Note that this spell does not prevent verbal communication.  Any intentional noise making will not be suppressed by this spell.

Slow Movement

Cost:
1 + Str/5 hours

Save:
Physical

Associations:
Stasis

This is the long version of the 2nd level spell.  It lasts while powered or until dispelled.  Ground movement speed is halved.  Combat is not affected.

Sounding

Cost:
1

Associations:
Truth

This spell allows the use of sound to judge things like the depth of water and rock.  Use requires experience for each specific application.  Several hours of practice are sufficient.  The depth of water can be measured to within 5%.  Accurate measurements of rock require a miner skill.  A normal user could evaluate the thickness of a wall to within 25%.  The spell will not work across an interface.  Measuring water or stone depth requires touching the water or stone.  The spell will work for up to 100 meters of water or 5 meters of stone.

Specific Protection

Cost:
1 + 2/hour

Save:
Mental

Associations:
opposing associations

This is not one spell but a class including many spells.  They give +4 save against one spell or series.  For instance, Specific Protection vs. Demoralize gives +4 save against both short and full Demoralize.  It has no effect on any other spell.  Each specific protection spell costs 4 memorization and knowing one does not make the second any easier.

Sticky Floor

Cost:
N + N/hour for a 2xN sq. meter floor

This is the opposite of Slippery.  Anyone who crosses will not slip, and if not used to negate a Slippery will be ‑3 MA or 1/2 MA whichever is better for the target.

Summon Small Animal

Cost:
1MP + 3/hour (bird)


2MP + 4/hour (monkey)


2MP + 4/hour (wolf)

Associations:
Spirit

These spells that summon the demonic analogues of common animals.  Among the creatures such as gods and demons, whose existence is purely magical, there are spirits of the common animals.  When summoned, they take on the physical form of the real beast.

As magical creatures, summoned animals can not enter magic locks or cross Pentagrams.  They can not be summoned in magic locks.  Each summoning spell summons and controls one particular type of animal.  The summoned animal is in a semi-telepathic link with the summoner.  It can understand orders but can not respond to questions.  The animals have normal animal intelligence.  If the summoned animal is killed, its body soon disappears.

It is commonly believed to be bad luck to summon more than once a day using any of the Summon Animal spells.  Legend is that a powerful demon may show up instead with a bad attitude.

The combat attributes of the wolf are: Size 5, Str 5, Con 6, Dx 16, T0, C0, Pt 6, H 4, Db 4, A 1d6, MA 30, Msv ‑3.

Sun Screen

Cost:
1 + 2/hour

Save:
Physical

This spell gives protection from the sun for those who are unusually sensitive to it.

Swimming IV

Cost:
2 + 1/minute of propulsion

Save:
Physical

This spell allows speedy swimming.  It has the benefit of keeping water out of the user's eyes.  Swimming speed is MA 12 using this spell.

Telekinesis IV

Cost:
2 + 4/hour

Save:
Mental

Associations:
Movement

This spell has the same effect as Telekinesis III except it is cast on a character and grants the ability to do telekinesis on any nearby object.

Telepathy IV

Cost:
1 + 2/hour

Save:
Mental

Associations:
Harmony

This spell gives mental speech ability.  Range is 100 yards to someone who does not have the spell or 1 mile to someone who does.  When talking to someone who does not have the spell it is necessary to focus on that one person.  It is not possible to shout a general message that is heard by multiple people without telepathy.  On the other hand, everyone who does have telepathy will hear every message sent.

Truth

Cost:
2 + INT/hour  

Save:
Mental

Associations:
Truth

This spell compels the target to speak only the truth, as that person knows it.  It does not compel speech or prevent deception by telling only carefully chosen bits of the truth.  Some people are so contrary they can choose to believe whatever is convenient and can beat the spell.  This not generally a positive talent in other areas.

Undead Forbidding (Clerical)

Cost:
N + N/hour + 1/10 attacks for a 2xNxN meter long wall

Save:
(Mental)

This spell is like Forbidding (6th level) but only works versus undead

Water Sight

Cost:
1 + 2/hour

Save:
Mental

Associations:
Water, Truth

This spell gives the ability to see through glare.

Level 5 Spells

Berserker

Cost:
2 + 2/hour

Save:
Mental

Associations:
Power

This spell gives the target the knowledge of how to go berserk and the option to use it at any time.  This knowledge lasts while the spell remains in effect but being berserk is not a part of the spell.

Blast

Cost:
2 + 1/turn

Save:
Auto

Associations:
Power

This spell gives the target a field of lightning that does 1d6 damage per turn to everyone within 1 hex but not the target.  Normal armor does not protect but Stone Flesh etc. do.  The spell must be cast on a willing person and not an object.

Body Flame

Cost:
2 + 1/minute

Save:
Auto

Associations:
Fire

This spell immolates the target in magical fire.  The fire does 2d6 damage per turn to the target and anyone in hand to hand combat or otherwise touching.  It also gives the same effect as Flaming Sword.  Fire Resistance stops all of the damage instead of its usual ¾ths.  The spell must be cast on a willing person and not an object.

Calm Water

Cost:
variable/application

This spell damps out waves on the surface of a body of water.  The spell is not strong enough to calm the seas but it can produce a mirror surface on a small pond.  The cost when used on a pond or pool would be 1 + 1/hour per 3 meter radius.  The cost of more difficult jobs would be significantly higher.

Cause Serious Wounds V (Clerical)

Cost:
3

Save:
Physical

This spell causes 3d6+3 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 3d6+6.  With a weak association, the cause is 3d6.  This damage can not stun.

Charge

Cost:
1/1d10 damage

Associations:
Pure 6

This spell seals a lightning like blast into an object.  Anyone who touches it sets it off doing 1d10 damage per MP.  The spell caster can temporarily control the charge keeping it from going off with concentration.  This is limited to magic level in MP.  Otherwise, a charge spell is not limited in size.  A charged arrow must penetrate armor to inflict its extra damage.  The charge decays to half strength every 2 hours.

Color V

Cost:
1/100 sq. cm

Associations:
Illusion

This is an improved version of Color IV that is capable of photographic detail.

Compulsion

Cost:
2

Save:
Mental

Associations:
Harmony, Illusion

This is a combination of Suggestion and Impulse.  It can cause the target to adopt the suggestion as his own and act on it immediately.  It can also cause nothing if the idea is rejected as foreign or stupid.

Condense Water

Cost:
1/10 Kg on a humid day


1/Kg on a clear dry day


4/Kg on a very dry day


10/Kg in the worst desert

Associations:
Water, Fertility

This spell extracts drinkable water out of the air and puts it in an open container.  Cost depends on the weather.

Confusion

Cost:
2 + target’s INT/hour

Save:
Mental

Associations:
Disorder

This is the full version of the 3rd level spell.  Lasts until dispelled or a minute after it is not powered.

Control V

Cost:
1 + 2/hour

Associations:
Illusion

This spell gives living realism to an illusion when used with a good measure of attention.  The spell is semi-intelligent causing objects to follow the laws of physics as the caster understands them.  An illusion wall shot with a real arrow can not stop the arrow but does create an illusion arrow to break and fall to the ground preserving the verisimilitude of the wall.

Control Animals

Cost:
2 ‑ 8 per day

Associations:
Beast

This spell makes a wild animal as biddable as a trained domestic animal such as a dog.  It only works if the animal is captured first.  Many creatures while not intelligent enough to hold a conversation, are smart enough to resist the spell.  It takes a days work to bring an animal or small group of animals under control.

Control Weather

Cost:
2 + 2/hour to get the perception

Association:
Air

This spell gives the caster the ability to influence the weather.  Is also gives excellent perception of the weather.  Unnatural influences are easy to spot.  Producing a good wind on a calm day would cost 6/hour.  Shielding a small area from a storm is similar.  Skilled practitioners can guide or create storms for 20 to 100 MP depending on size.  Some wizards who focus on the skill can call lightning with precision.  Wind direction could be changed or a gale calmed somewhat for 6/hour.  Rain could be called from humid air for 20 MP or from dryer air for 40 MP.  The spell does not create water so rain could not be called from dry air.  Control Weather performs any reasonable weather change that covers a small area and does not violate physics.

Create Familiar

Cost:
5 + 10/size + 1/size/day

This process takes 1 week.  The caster chooses an animal for his familiar and then proceeds with the process.  Success is INTadj+AML-5 plus extra MP (if >5th).  The success is rolled at the end of the week.  A weak demon will be bound into the familiar.  This demon is effectively under Spirit To Real.  The mage has a special private Telepathy with his familiar.  This Telepathy is not useful for listening to other Telepathy users.  If Magic Eyes, Mage Smell, or Magic Ears are cast on the familiar, the mage may use the appropriate sense of the familiar's.  He may wish to cast other sense spells on the familiar.  The familiar may use the same See Invisible that the mage can use except that the best is See Invisible VII.  The Magic Eyes, Hearing or Smell will cost the same as See Invisible for the familiar.  The familiar has a free Tracer.  See the Search (6th and 7th) and Tracer (5th, 6th and 7th) spells.  The familiar will not have any magic abilities other than it may do Detect Magic but takes 2 turns to look for a spell.  He can identify any spells that the mage knows or is familiar with.  A mage may only have one familiar.  The familiar may go into spirit combat at the mage's option.  Familiars have decent alertness.  The familiars INT = 2d4 + 6, WIL = 2d6 + 6 + L, L = 3 at start.  Elemental familiars are only available to clerics with an association in that element.  Spirit clerics may have any familiar.  Elemental familiars cost as if they were twice the size.  A familiar's combat ability is close to nil.  A familiar may range or fly up to 100 meters from its master and remain in contact.

ALT bonuses etc:


Open
Mountains
Woods
Water
Notes

Bird
+6
+4
+2
N/A


Ground animal
+4
+4
+4
N/A


Amphibian
+2
+2
+2
+6


Fire elemental
+3
+3
+3
N/A
Portable campfire, 1dSIZ fire 3/day, low stealth

Earth elemental
+4
+4
+4
N/A
May go through earth and rock

Air elemental
+6
+4
+2
N/A
Almost invisible

Water elemental
+1
+1
+1
+6
Almost invisible in water

Cure Fatigue V (Clerical)

Cost:
5

Save:
Physical

This spell cures 6d6+6 points of fatigue.  With a strong association, it cures 6d6+12.  With a weak association, it cures 6d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds V (Clerical)

Cost:
3

Save:
Physical

This spell cures 3d6+3 points of damage.  With a strong association, it cures 3d6+6.  With a weak association, it cures 3d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Curse

Cost:
4 + WIL/hour

Save:
Mental

This spell affects the target much like having taken damage more than one half hit points.  The penalty is ‑3 and applies to all attacks, defenses, hand to hand, spell success, movement speed and saving throws.  It has no effect on spirit combat.  If stacked with actually having taken ½ damage the total effect is ‑5.  Curse lasts for a minute even after it is dispelled.  Berserkers do not ignore the effects although they do ignore the effects of normal ½ damage.

Curse is generally regarded as black magic.  Many people believe that using it has long term effects on a magician’s mental health.

Dehydrate

Cost:
6/kg of water removed

This spell removes all water from an inanimate object.  It takes anywhere from an hour to a day to work.  Dried objects are not otherwise damaged so the spell can be used to preserve food.

Demoralize

Cost:
2 + target's INT/hour

Save:
Mental

This is the full version of the 3rd level spell.

Desalinate Water

Cost:
1/10 Kg

Associations:
Water, Fertility

This spell removes salt from seawater.  Very salty water may cost more.  It can also remove other mineral contaminants.

Disrupt Undead V

Cost:
4 + WIL/hour

Save:
Mental

Associations:
White 5  - vs. undead, demons and enchanted creatures

This spell affects the target much like having taken damage more than one half hit points.  The penalty is ‑3 and applies to all attacks, defenses, hand to hand, spell success, movement speed and saving throws.  It has no effect on spirit combat.  If stacked with actually having taken ½ damage the total effect is ‑5.  Curse lasts for a minute even after it is dispelled.  Berserkers do not ignore the effects although they do ignore the effects of normal ½ damage.  This spell may only be cast on undead, demons, and some specific enchanted monsters.

Distortion

Cost:
N + N/hour affects N*N hexes

Associations:
Illusion

This spell allows making believable changes in character as an illusion spanning multiple people or a large area.  A ratty building can seem splendid.  A group of people can appear to be soldiers in uniform instead of other thieves.

Empathic Drain (Clerical)

Cost:
5 + 1/10 points transferred

Save:
Physical

This spell is like a reverse of Empathic Healing.  It allows the caster to drain hit points from an unwilling victim at one point per turn.  If the caster is wounded, he may use the drained hit points to heal himself.  Note that the caster must maintain contact with the victim.  This spell is considered black magic.

Entrancement

Cost:
2 + target’s INT/hour

Save:
Mental

Associations:
Harmony, Discretion

This is the full version of the 3rd level spell.  It lasts until disturbed dispelled or a minute after it is not paid for.

Fear

Cost:
2

Save:
Mental

Associations:
Death

This is the full version of the 4th level spell.  It lasts for 15 minutes.

Fireball V

Cost:
1/d10

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Fire Resistance V

Cost:
2 + 3/hour + 1/3 points stopped

Save:
Physical

Associations:
Fire

This spell protects the target from small normal fires and stops 3/4 damage from strong fires and magical fire.  It also protects clothes and possessions.  If multiple protective spells are in force, apply Fire Resistance first, then Stone Flesh, then Immune Flesh.  This spell can not be cast twice on one person to achieve better protection, however, if cast upon a creature such which is naturally fire resistant, it may completely protect them from fire.

Flaming Sword

Cost:
1 + 2/hour dormant + 1/minute flaming

Associations:
Fire

When cast on a long fireproof object, this spell sets it ablaze without hazard to the wielder.  If the weapon is used in combat and hits, it does an extra 1d6 of fire damage.  Normal armor does not protect against this damage but Stone Flesh etc. do.  The spell can remain dormant until the weapon is used to strike a blow.  The fire damage does not increase with critical hits.

Heal Fatigue V

Cost:
1/2 points for 2/hour


1/point for 2/minute


2/point for2/turn

Save:
Physical

This spell is the same as Heal Fatigue III but is more efficient.

Healing V

Cost:
2/point

Save:
Physical

Associations:
White 4

This spell is like Healing IV.  The 4 point per day limit remains

Hell Fire

Cost:
10/Kg

Associations:
Fire

This spell turns ordinary oil into something between kerosene and gasoline.  It is good for Molotov Cocktails.  A normal Molotov Cocktail is 1/2 Kg and does 1d6 fire damage for 1d6 turns.

Hold Demon

Cost:
1

Associations:
Spirit, White

This spell challenges one or more demons to spirit combat.  They can not refuse and can not approach for physical combat or cast spells until the spirit combat is finished.  Either the caster or the demon may yield surrendering the field and walk away.  The target of this spell, if already in a spirit combat for banishment, can demand the caster accept that condition or yield immediately.

Infravision

Cost:
1 + 2/hour

Save:
Mental

Associations:
Fire, Truth

This spell gives improved night vision to the recipient.

Iron Flesh

Cost:
2 + 1/hour

Save:
Physical

Associations:
Power

This spell gives 6 points of magical armor.  Iron Flesh counts against blast attacks such as fire and lightning.  It can add to physical armor against blows.

Lightning Bolt V

Cost:
1/d10

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Magic Fire

Cost:
1/kg

Associations:
Fire

This spell puts a particularly fierce fire into a burnable object.  The object must be touched.  The spell is powerful enough to light bulk wood such as the deck of a ship.

Magic Missile V

Cost:
3 for 3d6+1 +6 vs. T

Associations:
Power

This spell is like Magic Missile II.  There are several variants by level: 2nd (1d8 +1 vs. T), 3rd (1d10 +2 vs. T), 4th (1d12+3 vs. T), 5th (3d6+1 + 6 vs. T, cost 3).

Magic Protection V

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants a 7 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

Mental Shield V (Spirit)

Cost:
2+1/turn

Save:
Mental

This is a spirit combat T spell, it gives T4.

Missile Shield V

Cost:
1 + 3/hour + 1/10 arrows

Save:
Physical

Associations:
Air

This spell is like Missile Shield III except that it grants + 6 Dm.  Higher level versions are more effective: 3rd (+4), 5th (+6), 8th (+8), 12th (+10).

Personal Counter Magic V (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +5 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Preserve Food

Cost:
N+N/hour for 23 * N kg

Associations:
Stasis, Fertility, Discretion

This spell keeps food fresh as if it had been frozen.

Remove Curse

Cost:
4

Save:
None

Associations:
White, Discretion

This spell neutralizes a Curse spell immediately.  This is not a Dispel Magic variant and no die roll against the Curse spell strength is needed.  The effects are immediate so the Curse does not linger for a minute the way it does when dispelled.

Repair

Cost:
2/point repaired

Associations:
Stasis

This spell will repair damage to objects.  It will not repair a completely destroyed item.

See Invisible V

Cost:
1 + 2/hour

Save:
Mental

This spell gives the target the ability to perceive reality largely undistorted by magic.  It entirely defeats Blur, Darkness, Invisibility, Obscurity, Shadow, and Silence.  It gives a die roll to perceive illusions:  (INT + AML) or (INT + PML) or (WIS + CL) against the corresponding attributes of the illusion’s creator.  Higher level mages may use the spell more efficiently, a 6th level mage can use the spell for 1 + 1/hour, a 7th level for 1 + 1/2 hour, and 8th level has an inborn skill and does not need the spell.  This higher efficiency is based on Passive Magic level, so clerics also get the ability.

Shock Sword

Cost:
1 + 2/hour + 2/minute

This spell is similar to Flaming Sword but does 1d6 electrical damage instead.

Specific Dispel

Cost:
Variable

Associations:
Pure 6, Opposing Cult 5

This is a class of spells that work like Dispel Magic against a specific spell or series of closely related spells.  Each one must be learned separately and counts full against the character’s memorization limit.  When used against the intended target it gives +3 to the hit roll and +3 damage points per MP.  When used against any other spell it has no effect.

If target spells are related enough to save memorization they are also related enough to be targeted by the same specific dispel.  Some examples are Magic Protection, Stone Flesh - Iron Flesh, Illusion # and short vs. full Demoralize.

Unlike Dispel Magic II, specific dispels can be made into items.  Dispel Paralyze might be a useful charged item to own.

Spirit Speed (Spirit)

Cost:
1+sqrt(size)/hour

Save:
Mental

This spell grants +6 MA on spirit plane.

Snow Sense

Cost:
1 + 2/hour

Save:
Mental

This spell combines the benefits of Snow Hearing and Snow Sight.

Speed Movement

Cost:
2 + variable

Save:
Physical

Associations:
Movement

This spell aids ground movement, either reducing fatigue or giving extra speed.  Maximum speed increases by 20%.  At normal speed, fatigue is halved.  To find the hourly cost take the target’s size and look it up in the hit points by level chart for constitution and divide by 3.  A size 20 character would require 3 1/3 MP per hour.  A size 100 horse would require 7 MP per hour.

Stasis

Cost:
1/5 size or 4 + 1/5 size

Save:
Automatic

This spell preserves a body and spirit for two days safely, each additional day causes decay.

Stutter

Cost:
2 + Int/8 hours

Save:
Mental

Associations:
Disorder

This spell makes the target stutter hopelessly.  The more important the message the more it is mangled.  It does impair telepathy.

Strength V

Cost:
3/2 STR + 2/hour/STR

Save:
Physical

Associations:
Power, Man, Beast, Earth

This spell is similar to Strength III.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/STR): 3rd (2/STR), 5th (1.5/STR), 7th (1/STR).

Summon Animal

Cost:
3 + 4/hour (small lion)


1 + 3/hour (hawk)

Associations:
Spirit

This spell is like Summon Small Animal.  The combat attributes for a small lion are: Size 20, St 20, Con 20, Dx 18, 2nd level, H 11, HtH 8, Db 5, T 1, C 0, Pt 20, A 1d10, 1d6, Ma 36.

Telepathic Tracer

Cost:
1 + 1/day

Save:
Mental

Associations:
Harmony

This spell gives a tenuous but useful link to the target character.  It can be used with Search or Telepathic Search to establish contact at long range.  It is not useable on inanimate objects.  The link can also be used to establish direction with long effort and poor precision.  It is usually good enough to find someone and is never good enough to triangulate.

Telescope

Cost:
1 + 2/hour

Save:
Mental

Associations:
Truth

This spell aids vision like a set of binoculars.  The effect can be used or ignored at will while the spell lasts.  It does nothing for spell targeting range.

Vulnerability

Cost:
1/‑1 save + 1/‑1 save/hour 

Save:
Mental and Physical

Associations:
Pure

This spell reduces the target’s magic resistance.  Both Mental and Physical save are reduced by 1 point per initial MP in the spell.  Roll the save against both.  Those that miss are reduced.  The save against Vulnerability itself is harder.  Treat it as if it were a 1st level spell for this purpose.  Two Vulnerability spells can partially stack against a character’s Mental or Physical Saves.  The stronger one counts full and the weaker half round down.  The combination of 6 MP and 5 MP vulnerabilities would add to 8.  Adding a new 4 MP spell would have no effect although it may have effect later if one of the others is dispelled.  Adding a 7 MP spell would move the effect to 10 rendering the 5 MP spell irrelevant

Wakefulness V

Cost:
1/recipient

Save:
Mental

Associations:
Harmony

This spell wakens recipients immediately without startling them.  This spell has a special casting time.  The casting time is as a spell of level equal to the number of recipients targeted.  Thus, a 5th level mage could use this spell to wake up two people in a single turn (both would be woken up sub-turn, and get an opportunity to act that turn).  When used in a magic item, this spell always takes the usual charged item activation time (but can still wake up multiple people with one activation).

Weakness

Cost:
1/2 STR + 1/2 STR/hour

Save:
Physical

This is the full version of the 3rd level short spell.  It lasts until dispelled or a minute after it is no longer powered.

Wood Shape V

Cost:
1/20 ENC

Save:
Physical

This spell allows rough manipulation of organic material.  It is enough to bend spears.  It could also be used to push earth that is rich in compost, pushing about 1 cubic meter per MP.  The earth would be pushed 1 meter for each MP.  Any wood protected by a Break Protection is immune (the Break Protection is not affected).  Unlike most spells that affect objects, anyone holding an item affected by this spell gets to save for it.  A living plant would also get a save (note that the organic material in the earth moving example has a negligible save).  Part of a living plant can be affected, however, if the whole plant is not affected, the shaping is temporary, reverting in the next day or so.  Repeated use of the spell each day could permanently re-shape a plant.  There is a 7th level version of the spell that is more effective.  For some comparisons, the densities of various seasoned woods: pine 20-30 lbs/cuft, pitch pine 50 lbs/cuft, balsa 7-9 lbs/cuft, oak 35-50 lbs/cuft, maple 40-50 lbs/cuft.

Level 6 Spells

Animal Companion (Clerical)

Cost:


This is a long-term enchantment.  The animal must be befriended (Animal Friend can be used to help this process) and then treated well.

Animal Friend VI (Clerical)

Cost:
1/10 SIZ + 1/10 SIZ/hour

Save:
Special

This spell is similar to Animal Friend II.  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Animal Telepathy

Cost:
1 + 2/hour

Save:
Mental

Associations:
Beast 5, Harmony 7

This spell works like Telepathy IV with the ability to communicate well with animals.  It's usefulness tends to be limited by the animal’s intelligence.

Attract Fish VI

Cost:
1+variable

Save:
None

This spell helps fishermen.  For 2 to 6 MP per hour, it will double the catch of a small fishing boat of fish weir (crewed by 3 or 4 people).  The hourly cost depends on the scarcity of the fish and other environmental factors.

Bug

Cost:
6 + 4 + 2/hour

Associations:
Harmony

This spell gives a fixed point of vision and hearing like a remote camera.  The target must be touched while casting the spell.  Casting is slow, taking minutes instead of 5-second turns.

Cancel

Cost:
4  + 4 each extra year of duration

Associations:
Pure

This spell can be placed on a spell cast by the same mage.  It has conditions similar to Magic Mouth and when these conditions are met, the associated spell is instantly dispelled.  Cancel can be useful when giving an ally a spell that may be a mixed blessing such as Magic Protection.  By including a Cancel with conditions such as the recipient or a friend saying “Lose the mag pro now.” the ally will be able to get rid of the spell when it becomes a liability.  Cancel can be built into potions, items and rings as well.

Cause Disease

Cost:
3

Save:
Physical

This spell wipes out the target's disease resistance for a day.  Something bad will happen.

Cause Serious Wounds VI (Clerical)

Cost:
4

Save:
Physical

This spell causes 4d6+4 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 4d6+8.  With a weak association, the cause is 4d6.  This damage can not stun.

Chameleon

Cost:
1 + 2/hour

Save:
None

Associations:
Illusion

This spell changes the target’s color in response to the environment similarly to the small lizard in the name.  While the spell is strictly an illusion it is less vulnerable to See Invisible and similar talents.  The farther and less noticeable the Chameleon protected character is away the less See Invisible means as an opportunity to defeat it.

Cold Beam VI

Cost:
1/1d8

Associations:
Water

This spell creates an icy shaft that flies out to strike as a missile.  The beam is quiet but visible as condensing fog and snowflakes.  It is also very broad giving +15 to hit.  The attack roll is missile attack vs. Db with the +15 bonus.  Since it is very wide, it is also very hard to thread past obstacles.  Like fire and lightning, cold is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Cold stuns poorly, like Fire Ball, requiring 2/3rds damage to stun.  Normal armor is no protection.

Cold Blade

Cost:
1 + 2/hour + 2/minute

This spell is similar to Flaming Sword but does 1d6 cold damage instead.

Cold Resistance VI

Cost:
2 + 3/hour + 1/3 points stopped

Save:
Physical

8th level version costs: 2 + 3/hour + 1/6 points stopped

Associations:
Water

This spell stops 3/4 damage from magical cold.  It also protects clothes and possessions.  If multiple protective spells are in force, apply Cold Resistance first, then Stone Flesh, then Immune Flesh.  This spell can not be cast twice on one person to achieve better protection, however, if cast upon a creature such which is naturally cold resistant, it may completely protect them from cold.

Concealment VI

Cost:
N + 3 * N/2 hours for N * N people

Save:
None

Associations:
Illusion

This spell is a combination of Obscurity and Silence.

Control VI

Cost:
1 + 2/hour + 1/day dormant

Associations:
Illusion

This spell gives living realism to an illusion without requiring attention from the spell caster.  It imparts a measure of apparent intelligence to the illusion comparable to a well-trained monkey.  It is more than up to the task of pretending to be yet another fighter in a battle.  Once a high quality control like this is used on an illusion it becomes a permanent part of the illusion enforcing realistic behavior even if that is inconvenient.  A fake fighter will take injury from blows like a real one and may be defeated without the opposition ever knowing they wasted trouble on an illusion.  Even with this level of realism the illusion can only fool people and can do nothing real.

The spell can go dormant at reduced cost.  It can be worth keeping the same illusion “alive” for a long time as they learn.

Coordination 16 VI

Cost:
2/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

Temporarily increases the targets dexterity attribute.  Multiple spells can be stacked to increase the effect limited to 50% of the character’s original dexterity.  The spell can not increase dexterity above 16.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 6th (2/DEX), 8th (1.5/DEX), 10th (1/DEX).  The initial cost limits the amount of strength granted with one spell (3 DEX for a 6th level mage for example).

Create Aura

Cost:
1/5 hexes of area

Save:
None

Associations:
Illusion

This spell produces a phony aura to be read by Read Magic Aura.  It can also alter or erase existing auras.  Auras are naturally hard to read giving the creator a large advantage in fooling a reader.

Cure Fatigue VI (Clerical)

Cost:
6

Save:
Physical

This spell cures 7d6+7 points of fatigue.  With a strong association, it cures 7d6+14.  With a weak association, it cures 7d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds VI (Clerical)

Cost:
4

Save:
Physical

This spell cures 4d6+4 points of damage.  With a strong association, it cures 4d6+8.  With a weak association, it cures 4d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Cure Specific Disease

Cost:
1 to 6 or more depending on circumstances

Save:
Physical

Associations:
White 5, Fertility 5

This is a set of sixth level spells to cure diseases.  Each spell cures the disease it is intended for but has no effect on other unrelated diseases.  They work very well for diseases caused by biological agents, almost instantly destroying the cause of the disease.  However, they do not repair damage already done.  The MP cost varies depending on the disease.  A recent exposure can be treated for 1 MP.  At the first sign of symptoms, it will work for 2 MP.  An advanced case might cost as much as 6 MP.  The spells are much less effective against genetic and cancerous diseases.  They are also useful against slow poisoning such as arsenic, though such poisoning would be more expensive to treat (2 to 10 MP depending on length of exposure).

Electric Fence

Cost:
N + N/hour + 1/3 strikes

Associations:
Air

This spell creates a faintly shimmering wall that strikes at anyone passing through for 2d6 lightning damage.  The fence is 3 meters high with a length of N*N hexes, where N is the initial MP.  The shape can be chosen when the spell is cast but it must be continuous and can not be moved.  It does no damage on the first turn and never does more than 2d6 to any one target in a turn.

Envenom

Cost:
2/dose

Save:
Physical

This spell alters a normal poison to make it spread rapidly.  Natural poisons fast enough to affect a battle are rare.  With Envenom, common poisons can do 1 point per turn for 3d6 total damage.  Better poisons can do 2 points a turn for 3d6 turns.

Familiar Ears

Cost:
1 + 2/hour

Save:
Mental

This spell is like Magic Ears (6th level) but it may only be used with a Familiar.

Familiar Eyes

Cost:
1 + 2/hour

Save:
Mental

This spell is like Magic Eyes (6th level) but it may only be used with a Familiar.

Familiar Nose

Cost:
1 + 2/hour

Save:
Mental

This spell is like Magic Nose (6th level) but it may only be used with a Familiar.

Fireball VI

Cost:
1/d12

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Forbidding

Cost:
N + N/hour + 1/10 attempts

Save:
(Mental)

Associations:
Power

This spell creates a faint blue transparent wall with a similar size and shape to Electric Fence.  Anyone wishing to pass through must make a Mental Save or stop short.  Another attempt can be made in 6 turns.  If for any reason stopping is not possible and the save is not made the effect is like short Entrancement.  The spell strength for these saves is calculated as if the spell caster had a +2 will regardless of his real will.  Level difference and extra MP can make the spell stronger.  Naturally, extra MP for spell strength competes with MP for size.

Frenzy

Cost:
2

Save:
Mental

This is a black magic corrupted version of Berserker.  It does not merely give the ability to go berserk but may push the target into it.  It will probably succeed if the character is tempted, enraged, or otherwise vulnerable.  The spell also makes coming out harder and recognizing allies harder.  Any dissension tends to come out.

Hallucinations

Cost:
3 + INT/hour

Save:
Mental

Associations:
Illusion

This spell gives the spell caster the ability to dominate the targets sight and hearing, but not touch.  While under the spell the victim has no ability to disbelieve any illusion except by touch.  A player may disbelieve but must find a way to reveal the illusion by touch.  Each time a flaw in the visions is so revealed the target gets a new saving throw with a cumulative +1 bonus.  While the spell gives broad power to change the appearance of real things, it can not render them invisible.  Cleverness may render them unimportant.

Heal Fatigue VI

Cost:
1/2 points for 2/minute


1/point for 2/turn


2/point for 2 * AML/turn

Save:
Physical

Associations:
White 5

This spell is like Heal Fatigue III except that it is more efficient.

Healing VI

Cost:
4/point (at 1/hour rate)


1/point (at 4/day rate)

Save:
Physical

Associations:
White 5

This spell heals physical wounds at an hourly rate, or more efficiently at a daily rate.

Ice Storm VI

Cost:
1/d6

Associations:
Water

This spell creates a swirling storm of projectiles like large hailstones.  It affects 1 hex, and a circular region 5 more hexes in radius (11 hex diameter).  Everyone inside takes 1d6 for every initial MP in the spell.  Characters who hit the dirt before the spell strikes take half damage.  The damage is impact, not cold, and is diminished by normal armor.  There is no resistance spell that affects it although the Stone Flesh and Immune Flesh do work.

As an area effect spell, Ice Storm may be subjected to multiple counters by sorcerers or clerics.  Anyone inside its area may counter and the spell caster must succeed against every one.  Obviously any nearby wizard inside or out can counter as well.  Only one Counter Magic spell must be overcome even if there are many.  Individuals may be protected by their Magic Protection spells but this protection does not prevent the spell from affecting others.

Higher level versions do more damage: 6th (1d6), 8th (1d8), 10th (1d10), 12th (1d12).

Illusory Damage

Cost:
1 + 1/hour

Associations:
Illusion

This spell gives a strong suggestive power to an illusion such that a character struck by it acts as if the effects of the blow were real.  This illusion damage is just like real damage until the illusion is revealed.  A character so affected can suffer the ‑3 penalty for half damage and can go unconscious.  Spells such as Immune Flesh can waste MP defending against these illusory blows.

Whenever a character is damaged he gets a disbelieve roll which should be done in secret by the game master.  If any one of these is made the illusion is revealed and all damage vanishes.  Players have the option to flagrantly disregard an opponent as an illusion automatically making their roll after declining to parry or dodge that two handed ax blow.

Illusions so outfitted are constrained to share the limitations of the real things they imitate.

Immune Flesh VI

Cost:
2 + 4/hour + 1/point stopped

Save:
Physical

Associations:
Power

This spell gives resistance to all kinds of physical damage.  For every two points of damage a character would have taken, one gets through and the other costs a point of MP.  The effect is much like having twice as many hit points provided the MP is there to pay for it.  A potion typically supplies the MP.  This is a tremendously important spell and is used by any character that can get it.

Higher level versions of the spell give better efficiency in both fraction of damage stopped and efficiency of MP used:

Level
6
8
9
12
13

MP Cost
1/point
2/3 points
1/2 points
2/5 points
1/3 points

Take 2 HP and 2 MP for each
4 points of damage
5 points of damage
6 points of damage
7 points of damage
8 points of damage

Information Storage

Cost:
1 + 2/hour

Associations:
Harmony, Pure

This spell is a memory aid that is very effective at recalling visual images or raw facts without distortion.  It does not convey the ability to learn more spells.  It can be a great aid to take a picture of someone to make a faithful illusion later.

Iron Stomach

Cost:
2/potion

Save:
Physical

Associations:
Power

This spell gives extra tolerance to drinking potions.  Each 2MP of initial gives allows drinking one more.  Only the one best spell counts.  Any character can drink 4 potions normally.  Some can hold 5 through experience.

Light Foot VI

Cost:
1 + 2/hour

Save:
Physical

This spell makes the recipient lighter.  The recipient leaves almost no tracks, and may move more quietly.  It subtracts between ‑2 and ‑10 from tracking rolls.

Lightning Bolt VI

Cost:
1/d12

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Light Wall

Cost:
N + N/hour gives N*N hexes

Associations:
Fire

This spell creates a bright glowing wall with the same size and shape as Electric Fence.  The two sides are different.  From one side, there is a ‑4 penalty to missile targeting and spell success.  From the other, there is a near complete loss of vision by glare.  The Water Sight spell allows seeing through with no penalty from either side.

Magic Ears

Cost:
1 + 2/hour

Save:
Mental

Associations:
Truth

This spell gives normal hearing.  It is useful if deafened for some reason.  Covering the ears does not block this hearing.

Magic Eyes

Cost:
1 + 2/hour

Save:
Mental

Associations:
Truth

This spell gives an extra set of eyes.  It is useful when blinded or hit with a Flash spell.  Covering the eyes does not block this sight.  If Magic Ears and Magic Eyes are used together, a character would have no alertness penalties due to armor.

Magic Nose

Cost:
1 + 2/hour

Save:
Mental

Associations:
Truth

This spell gives the recipient a sense of smell and taste.  It may not be blocked by covering the nose (or by colds and allergies).

Magic Protection VI

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants an 8 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

Mental Healing

Cost:
4/point for 1/hour

Save:
Mental

Associations:
White 5

This spell heals mental damage such as characters can suffer in spirit combat.  Each point turns into 2 points of daily fatigue.  The spell caster has the option of taking on one of these two fatigue points.  The rate is one point per hour at a cost of 4 MP per point healed.  If the spell is made into a potion, the option to share fatigue is lost.  Higher levels of Mental Healing give better speed and efficiency.  The extra speed is only available when cast as a direct spell by one character on another and the fatigue is shared.

Pass Wall

Cost:
6 + 4

Associations:
Disorder, Power

This is a powerful variant of Shatter Ceramic that breaks 8 cubic meters of rock into cobblestone sized pieces.

Patterning

Cost:
1 + 1/hour + effects on control

Associations:
Illusion

This spell gives both detail and variability to an illusion as a variation on a theme of something real or imagined by the spell caster.  The player’s characters could be used as a template to make an illusion of dozens more characters that all appear individually different and believable.  If the illusion being enhanced includes an advanced control the recurring MP cost of that control is multiplied by the number of apparently independent illusions created.

Personal Counter Magic VI (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +6 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Read Magic Aura

Cost:
1 + 2/hour

Save:
Mental

Associations:
Truth, Harmony, Pure

This spell allows the understanding of magic auras that are created by living creatures.  All living creatures have a subtle influence on the magic flux around them.  The influence is dependent on the mental character and mood of the creature.  As such, an aura can be used to learn about the creature that created it.  The aura surrounds each creature and lingers in places where it spent much time.  Reading this aura requires both the spell and considerable experience with the spell.

The spell can be used to examine auras freely.  In about a minute, the aura about a person can be read sufficiently to learn his mood and a little about his character.  In five or ten minutes, the aura can be read well enough to give a good chance of detecting deception or big plans.  The same can be done for the auras left in a place of residence.  This has the potential to reveal more but takes six times as long.

Magic auras are not to be relied upon.  They are easily faked and distorted.  A person who seeks to control the appearance of his emotions also controls his aura.  He leaves only an impression of concealment.

Powerful magic wipes clean the more subtle auras.  For this reason, characters that use or possess powerful active magic leave no aura.  The blanking effect of strong magic can be used to aid a tracker.  It tends to wipe out the normal auras of plants.  A tracker equipped with Read Magic Aura can use this fact to follow quickly.

Search

Cost:
1

Associations:
Harmony

This spell follows the link to a Tracer establishing telepathic contact.  This spell takes 10 minutes to cast and search.  A magic user of less than 8th level (or any cleric except a strong pure one) has only a small chance of detecting the search if it is not cast at him or one of his possessions.

Once contact is made it is possible to target spells across the link.  Most spells quickly go out of range beyond a few hundred yards.  Telepathy with all of its variants and Transfer MP can be used at long ranges.  Any spell cast through a telepathy link gets an extra ‑10 SR if countered.  If the Tracer is on an object carried by a person capable of a counter (from any source) he can counter as if the Search spell were cast at him.  If the tracer is an area tracer, anyone within 8 meters may detect the search easier than otherwise for a search cast not at the detector.  Other useful spells include Magic Ears, Eyes, and Nose.  Telepathy Protection makes its user immune to being found by Search without revealing its presence.

Slow

Cost:
2 + WIL/hour

Save:
Physical and Mental

Associations:
Stasis

This spell drags down the target slowing all actions.  It gives a ‑3 penalty to attacks and defenses.  Basic defense gets ‑6.  Ground movement speed is halved as with Slow Movement but does not add to Slow Movement.  Mental response is slowed as well.  Treat spells as one level higher for speed.  When making multiple counters one less is available per turn.  Alertness rolls for fast reaction are at ‑3.  If only one save is made, either the physical or mental effects will still have effect.

Slow Poison

Cost:
1/dose

Save:
Physical

Associations:
White 5, Stasis 6

This spell takes the edge off natural and magical poisons.  Whatever it would have done per turn, it does per minute instead.  Can be cast on the poison itself, a person who is poisoned, or a person who may yet be poisoned.  When cast on a creature to reduce the strength of its poison, the initial MP cost must be enough to cover all the doses the creature could inflict during a short period.  Most magical poisonous creatures will be immune to this spell except from a very high level caster.

Specific Counter

Cost:
1 + 2/hour + 1/turn it does counters

Save:
Mental

Associations:
Opposing Associations

This spell gives a Counter Magic style defense against one specific named spell or series of closely related spells.  The counter is a 6 and receives the usual +10 bonus against device spells.  Only one Specific Counter can oppose a spell.

Summon Animal

Cost:
4 + 4/hour (bear)


4 + 4/hour (large lion)

This spell is similar to the other Summon Animal spells.

Swimming VI

Cost:
2 + 2/hour + 1/minute

Save:
Physical

This spell is like Swimming IV but has a reduced cost when not in use.

Telepathy VI

Cost:
1 + 2/hour

Save:
Mental

This spell works very similar to Telepathy IV.  The exceptions are in range and number of listeners.  Between two Telepathy VI users, there can be an unlimited distance without interfering with their communications.  The spell does not establish contact.  That must be provided by some other means.  If only one party is using Telepathy VI, the same distance limitations as in Telepathy IV apply.  Like Telepathy IV, another Telepathy user can listen in.  Only messages sent by someone within 1 kilometer can be overheard.

Transfer MP

Cost:
1 + 1/hour + transfer

Save:
Mental

Associations:
Any Cult

This spell allows the spell caster to give MP to the recipient, or for the recipient to take MP from the caster.  One or the other must spend time and attention to effect the transfer.  The MP transferred per turn is limited to the caster's level.  The caster has the ability to limit or stop any transfer.  The usual limits on spell range do not apply.  Transfer MP can be cast from hundreds of miles away through a telepathic link.  The spell can not be made into a potion with the expected effects.  This spell is required for potion making.

Transferring MP at long range has reduced efficiency and speed

Range:
< 1 mile: full efficiency


< 10 miles: send 2MP, 1 MP gets there


< 100 miles: send 3 MP, 1 MP gets there


< 1000 miles: send 4 MP, 1 MP gets there

Undead Frenzy

Cost:
2

Save:
Mental

Associations:
Harder of White and Power

Lower-ranking undead creatures don’t give a hoot what they kill.  When hit with Undead Frenzy, such an undead just goes postal on the nearest and most vulnerable target.  Higher-ranking undead creatures, with some sense of self-preservation or command control, are usually not affected.

Wall of Fire

Cost:
N + N/minute for N*N/2 hexes in length

Associations:
Fire

This spell creates an opaque burning wall similar in size and shape to Electric Fence.  It strikes anyone passing through for 3d6 of fire damage.  The length is one half of N*N hexes, where N is the initial MP.  The wall does no damage on its first turn and only damages a character once per turn no matter how many folds may be crossed.

Warm Spot

Cost:
4 + 1/5 degrees Celsius difference/hour

This spell functions to maintain a comfortable temperature in a 10-meter radius.  It can both heat and cool.  Warm Spot works well inside and out.  The spell also includes Wind Haven in its effects.  If strong winds must be stopped, add the continuing cost for Wind Haven.

Word of Warning

Cost:
6 + 1/2 hours (one hex)


N + N/6 hours (N * 10 yards radius)

Associations:
White, Truth

This spell magically detects objects or creatures passing through its boundaries and reports their size and number to the spell caster.  It can also detect spells, including those cast through the boundary, provided they are not well hidden.  A sorcerer or wizard may be able to pass undetected by countering.  The counter is normal while the Word of Warning has the success rate it was cast with.  If the spell is successful it detects and reports numbers normally.  If it misses by no more than 9, it reports one random sized creature passing through.  If it misses by 10 or more, it is fooled and reports nothing.  Any number of other characters may pass through on the turn the Word is countered.  Remember that spending MP on the counter may be unproductive as the glowspot flash gives better warning than the Word of Warning ever could.

The Word of Warning is typically made secret.  If it is a surprise give +6 to the spell in the above detection check.

Word of Warning may be small affecting one hex or large like a spherical shell.  Making the spherical shell requires an extra spell casting on top of the one hex form.  Casting Word of Warning takes 12 times the normal time.  Each turn becomes a minute.

Level 7 Spells

Astral Sight

Cost:
1 + 1/2 hours

Save:
Mental

This spell allows user to see to the Spirit Plane, or to look from the Spirit Plane to a higher plane or a lower plane which is adjacent (including to material potentially).  This spell causes 1 daily mental fatigue per hour of use.

Astral Walk

Cost:
1 + N/hour + N/shift

Save:
Mental

This spell allows the user physical access to the Spirit Plane.  Hold Demon only allows spirit access to the plane.  N = MAX(10 ‑ SCL, 2), MA = (SCL + AML) * 4.  Daily mental fatigue accrues at the rate of N per hour + N per shift + N/10 per plane farther from material than first one per hour.  This compares to Hold Demon which is N per hour + NxDxD per hour + NxDxD per shift where D is the distance from the body in kilometers.  It is hard to move non-organic material to the Spirit Plane.  Each 200 ENC of such material adds 1 to N.

The material, organic or not, including one's body, which is brought to the Spirit Plane, affects SCR.  The following table shows how materials contribute.

Material
ENC Multiplier

One's body
50 * Size

Other living matter
ENC / 2

Other organic matter
ENC

Metal and minerals
ENC * 2

Shields and Siege Crossbow Bolts
ENC * 1.5

Arrows, Spears, and other Crossbow Bolts
ENC * 1.05

Light Crossbow
ENC * 1.1

Maces, Axes, and other Crossbows
ENC * 1.2

Total the adjusted ENC of all material.  Look at the Encumbrance and Movement Allowance chart.  The Fatigue column indicates the Mental Fatigue taken for travel.  The Dex column is used as a penalty to SCR.

Banish Demon

Cost:
3

Save:
Mental

This spell sends the target home where it belongs.  All summoned creatures count as demons.

Bind Demon

Cost:
2

Demons are ruled by custom the way people are ruled by natural laws.  Demons have a well-established pecking order.  The pecking order is decided using Bind Demon.  It must be cast successfully on the challenged party.  There is no save but counters are legal.  All demons can cast the spell as if it were only half their magic level.  Once the spell is successfully cast, the challenge is made and must be accepted.  There is no refusing.  The ritual consists of spirit combat.  Because embodied spirits are invulnerable to spirit combat, Bind Demon can not be used on ordinary creatures.  It can be used on a magician in No Shape.  The winner gains control of the loser.  The loser must follow all of the winner's commands as long as they do not lead to "death".  Death here does not mean physical death.  It means destruction of the spirit.  If a demon wins control of a physical being, it will think nothing of giving orders that lead to physical death.  In return, the winner must pay a fee in MP.  Also, the master can not order the direct use of MP but can give orders that will probably require using magic.  Record the number of rounds of combat.  The winner must pay that amount each day as a retainer.  As long as that fee is paid, the master keeps the right to summon his servant.  At the time of the summoning, the servant must be paid an amount of MP equal to the sum of two useful level numbers, usually FL and AML.  He must also be paid that much MP per hour for as long as he is required to stay.  The servant can be given orders only during that time.  He is then invulnerable to being bound again.  The MP payment becomes usable MP for the receiver.  Demons are very adept at handling MP.  They can give or receive it without resorting to clumsy methods like Transfer VI.  The binding pact can not be dispelled or removed by any means.  It lasts as long as the master keeps his end of the bargain.

Cause Serious Wounds VII (Clerical)

Cost:
5

Save:
Physical

This spell causes 5d6+5 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 5d6+10.  With a weak association, the cause is 5d6.  This damage can not stun.

Cold Beam VII

Cost:
1/1d10

Associations:
Water

This spell is similar to Cold Beam VI.  Cold Beam is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Control Emotion

Cost:
2 + 4/hour

Save:
Mental

This spell forces the victim to feel the same emotions as the caster.

Create Mood

Cost:
N + N/hour for a 4 * N meter radius

This spell uses the effects of magic auras to subtly influence people.  Strong magic auras can impress the mood of their creation on those who are exposed to them.  This effect is common at social events where those who feel differently can feel the general mood as a definite force.  There is a strong, but subtle, urge to feel the emotions impressed by the aura.  Create Mood is an improved and specialized version of Create Magic Aura.  It is designed for producing the strong temporary auras needed to influence emotions.  Used with skill, Create Mood can alter or even control the emotions of many unsuspecting people.  Like Suggestion, it will not make anyone feel emotions completely against their will.  Unlike Create Magic Aura, Create Mood is easily detected.  Anyone using Read Magic Aura can attempt to detect use of Create Mood as if he were detecting an illusion.  Roll once each minute rather than each turn.  Auras are subtler than illusions.  In addition, anyone who deals in auras can attempt detection hourly even without Read Magic Aura.

Cure Disease

Cost:
variable/disease and severity

Save:
Physical

This spell works the same as the sixth level disease curing spells except it costs twice as much and works on any disease.

Cure Fatigue VII (Clerical)

Cost:
7

Save:
Physical

This spell cures 8d6+8 points of fatigue.  With a strong association, it cures 8d6+16.  With a weak association, it cures 8d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds VII (Clerical)

Cost:
5

Save:
Physical

This spell cures 5d6+5 points of damage.  With a strong association, it cures 5d6+10.  With a weak association, it cures 5d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Deafness

Cost:
1 + 2/hour

Save:
Physical

This spell makes the target deaf for the spell's duration.

Dig

Cost:
7 + N for 8 * N * N cubic meters

This spell will move 8 * N * N cubic meters of earth up to 8 * N meters away.  It will not affect solid stone but will clear Pass Wall ruble.

Distracting Illusions

Cost:
1 + 1/hour

These are a set of spells.  They create illusions that strongly attract attention.  They work by creating sight and sound.  They do not directly affect their subjects.  If the whole thing were done without magic, it would have the same effect.  Some of these spells are higher level than seventh.

Using Distracting Illusions is more difficult than most, rather direct spells.  One illusion may work well on one audience but have no effect on another.  There are hundreds of different spells of this type.  Most of them work on a specific type of audience.  None of them work on instinct governed non-sentient creatures.  There are a few well known and over used spells that work on all sentient beings.  Because they are general, they are less effective than the other spells but they are vastly more useful.

Distracting Illusions are just plain fascinating.  Viewers often think they are about to learn some profound truth about themselves.  They will stare at the illusion intently for long periods of time or until their attention is pulled away by an outside event.  Even someone who is hotly engaged in melee will be tempted to sneak a look or two.  However, once a person has seen a particular illusion and broken away, he is less likely to be effected again.

Here are the rules for running Distracting Illusions.  When a character is presented with one of these illusions, roll (WIL + PML) + CA ‑ Distracting Illusion spell level and consult the following chart:

‑11 or less
The viewer is completely enthralled.  He will only come out of it if hit for damage or harshly shaken for a minute or more.  Otherwise, the effect may last all day.

‑10 to ‑1
The viewer is fascinated.  If not involved in a life and death situation, he will stop what he is doing and stare for an hour or more.  If in combat, the viewer will sneak looks at every opportunity.  He suffers a ‑6 penalty on attack, SR, and alertness.  He also loses almost all initiative.  This effect lasts for 2D6 turns or until a serious injury is sustained.

0 to 9
The viewer is very interested.  He will watch it for up to an hour is not immediately engaged in important business.  Alertness is reduced by 12.

10 to 19
The viewer is interested.  He will study it for his own amusement but will not allow it to interfere with important activities or lose track of time.

20 or more
The viewer is relatively unaffected.

A character that has been exposed to a specific illusion once has his resistance increased by 6 for that illusion only.  Each later exposure increases his resistance by 1.  Character can be trained to immunity.

There are a limited number of the generic spells.  Here is a list of the numbers of them by level.

Level
7
8
9
10
11
12
13
14
15

Number
6
3
1
6
6
3
3
2
3

Drunkenness

Cost:
2 + Int/2 hours

Save:
Mental

This spell makes the subject drunk.  If the drunk is engaged in combat, he is at a ‑6 DEX (min 1) penalty, and ‑3 SR and counter.

Empathic Healing

Cost:
4 + 1/10 points

Save:
Physical

This spell heals physical damage at a rate of 1 point per turn by transferring it onto the spell caster.  It must be cast while touching the target and only lasts while touch is maintained.  Empathic Healing is particularly useful for saving a badly injured character whom would otherwise die soon.  While healing is done at 1 point per turn or faster a badly injured person will not die, if still alive, even if damaged to below negative ½ hit points.  This healing must be started within 6 turns

It is possible to transfer injuries between multiple parties.  Everyone involved must be touching for as long as the spell is to work.  It is even possible to transfer wounds to an unwilling victim but the donor must be helpless and gets a saving throw.

Empathic Healing can bypass the usual limits on healing capacity.  Doing so costs at least 5 points to the caster for every point healed.  The pace remains 1 point to the caster per turn and is sufficient to count as fast healing preventing immediate death.  Once healing capacity has been used twice, the rate becomes 25 to 1.  After three times healing capacity is used, the rate becomes 125 to 1.  This sequence continues to 625 to 1, 3125 to 1, and 15,625 to 1.  There are 17,280 turns in a day (which would be less than 28 points at 625 to 1).

Only one Empathic Healing spell can be used on a character at one time.

Enhance Hearing

Cost:
1 + 2/hour

Save:
Mental

This spell adds +6 to ALT when hearing is relevant.

Enhance Smell

Cost:
1 + 2/hour

Save:
Mental

This spell adds +6 to ALT when smell or taste is relevant.

Enhance Vision

Cost:
1 + 2/hour

Save:
Mental

This spell adds +6 to ALT when vision is relevant.

Fireball VII

Cost:
1/d12+1

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Firestorm VII

Cost:
1/d6

This spell creates a swirling storm of fire.  It affects 1 hex, and a circular region 5 more hexes in radius (11 hex diameter).  Everyone inside takes 1d6 for every initial MP in the spell.  Armor does not protect against the damage.  Spells like Stone Flesh, Fire Resistance, and Immune Flesh do work.

Firestorm may be subject to multiple counters since it is an area effect spell.  Anyone inside its area may counter and the spell caster must succeed against every one.  Obviously any nearby wizard inside or out can counter as well.  Only one Counter Magic spell must be overcome even if there are many.  Individuals may be protected by their Magic Protection spells but this protection does not prevent the spell from affecting others.  Firestorm can stun but only with difficulty.  Two-thirds damage is required instead of the usual one half.

Higher level versions do more damage: 7th (1d6), 9th (1d8), 11th (1d10), 13th (1d12).

Force Wall

Cost:
N + N/hour for an N * N meter + 1/15 STR attack

This spell creates a wall that stops All objects and creatures.  This wall must be anchored to something strong, like the earth.  It is only as strong as its anchor.  The MP cost for this spell is one MP per turn for each 15 strength points that are employed in trying to break through.  Missiles count as the application of 1/3 of the attacker's strength.  Requires twelve times casting time.

Forget

Cost:
3

Save:
Mental (+6)

This spell makes the subject forget everything that happened in the last hour.  The effects of this spell are permanent.

Heal Fatigue VII

Cost:
1/2 points for 2/turn


1/point for 2xAML/turn

Save:
Physical

This spell is like Heal Fatigue III but may heal up to 2x caster's level fatigue per turn.

Heal VII

Cost:
2/point for 1/hour


4/point for 1/minute

Save:
Physical

This spell is like Heal IV but may heal at up to 1 point per minute.

Lightning Bolt VII

Cost:
1/d12+1

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Lightning Resistance VII

Cost:
2 + 3/hour + 1/3 points stopped

Save:
Physical

The same as Fire Resistance V except it stops lightning damage only.

Magic Protection VII

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants a 10 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

Mantle Of Cold

Cost:
2 + 1/turn

Save:
Auto

This spell is similar to Blast (5th level) but does 1d6 cold damage.

Mental Healing VII

Mental Screen VII (Spirit)

Cost:
2+4/hour+1/mpt

Save:
Mental

This spell is like Immune Flesh VI but for spirit combat.

Mind Reading

Cost:
1 + 2/hour

Save:
Mental

This spell allows the caster to attempt to read the subject's mind.  The attempt must be secret.  If it is not, the subject can easily thwart the efforts.  When the spell hits, the subject gets a mental saving throw.  If he resists successfully, he knows there was a mental attack.  Once Mind Reading has been successfully and secretly cast, the castor can begin probing.  Surface thoughts can be monitored while engaged in conversation.  The spell ends when the caster stops maintaining at least weak concentration on the subject.  Make the following check to see what happens.  Compute the success number by {(INT + AML) or (WIS + CL)} of the caster + CA ‑ {(INT + AML) or (WIS + CL)} of the subject.  Refer to the following chart to determine effects:

‑6 or less
The mind reader is caught but does not know it.  The subject can now feed him false information.

‑5 to ‑1
The reader is caught and stopped.

+0 to +5
It is a successful reading but only surface thoughts can be read.

+6 or more
A thorough reading is possible.  A thorough reading takes many minutes of concentration.

Minor Ward VII

Cost:
N + 4 * N + N/hr + 1/10 attempt, 2 * N * N meters

Save:
(Mental)

This spell creates a wall like Forbidding but much more powerful.  Like Forbidding, it stops crossing creatures mentally.  The 7th level version requires a ‑10 MSV to pass.  Each level higher version reduces the save by an additional ‑2.  Minor Ward requires twelve times casting time and has 2xDR.

Neutralize Poison

Cost:
(1/5 fatigue not yet + 2/5 fatigue cured) + 2/hour

Save:
Physical

This spell eliminates poison even if it is within a person.  Each MP of the spell neutralizes 5 poison fatigue if it has not yet taken effect.  If applied within 10 minutes of taking poison it removes 2.5 fatigue per MP.  MP is supplied as initial cost.  If desired, the caster can maintain concentration and supply up to his AML in MP per turn.  Clerical spell points count 2x.  1 MP will ruin one dose, 6 MP will ruin a whole bottle.  Neutralize Poison also works on alcohol, Drunkenness spells, and drugs.

Object Tracer

Cost:
1 + 6/day

This spell puts a tracer on any physical object.  See Search (6th level)

Paralyzation

Cost:
2 + Victim's Strength/hour

Save:
Physical

This spell stops all voluntary muscle action of its victim.  Such a person has only size defense.  The victim may still cast spells, activate charged items (not with a verbal command) and control spells such as levitation.

Paranoia

Cost:
2 + Intelligence/hour

Save:
Mental

This spell makes the target paranoid.  The victim attempts to attack the person who could harm him the most.  This does not require direct attack if such would not work.  If the victim attacks a friend, he may break out like breaking out of Entrancement.

Peace

Cost:
2 + Int/20 hours

Save:
Mental (‑4, including propagations)

This spell gives the subject a feeling of calm patience.  Those under the influence lose all interest in fighting.  They try to settle hostilities and build new friendships.  Peace is a propagating spell.  It has two (as opposed to the normal one) propagating mental saving throws with a ‑4 save reduction.  It is so powerful that it will even work on a berserker.  Undead creatures are affected as if it was Entrancement.  It is not possible to use this spell to gain tactical combat advantage.  It effects the caster first and continues to effect him until it has stopped working on everyone else.

Pentagram

Cost:
7 + 5 + 1/hour + N + N/day for extra Nx(N+1)/2 volumes

This is the spell used by demon summoners.  All manners of enchanted or animated creatures are unable to cross the border of a Pentagram uninvited.  Spirits, undead, illusions and creatures given life by magic can not cross.  They are also unable to target spells on the other side.  Any attack from the other side counts as an invitation to come and fight.  It is possible to put conditions on an invitation.  If it is accepted, the conditions must be followed.  No magic defense spell can enable someone to cross a Pentagram uninvited.  Pentagram has 10xDR.  Pentagram must be cast as a regular pentagon.  It takes twelve times normal casting time and a drawn pentagram.  If the drawing is left out, success rate does not get the +8 for slow casting.  It must be based on the earth or a solid stone surface.  Normal size is 2 meters in diameter and 3 meters high.  If that is not big enough, it can be expanded with a second casting.  N + N/day will increase it in size by Nx(N+1)/2 volumes.  Even spells cast by a non-invitee will not penetrate the barrier.  Other creatures are affected by it as if the barrier was a Forbidding with a save reduction of ‑(Caster's level ‑ 3).

Personal Counter Magic VII (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +7 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Restore

Secret Telepathy (Telepathy VII)

Cost:
1 + 2/hour

Save:
Mental

This spell is similar to Telepathy VI except communications between two Secret Telepathy users can not be listened in on by another Telepathy user.

Sonar

Cost:
1 + 2/hour

Save:
Mental

This spell gives the user the sonar ability of a bat in the air or of a dolphin in the water.  This can be used to target spells. It also gives easy detection of all telekinetic spells such as Missile Shield.

Strength VII

Cost:
1/STR + 2/hour/STR

Save:
Physical

Associations:
Power, Man, Beast, Earth

This spell is similar to Strength III.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/STR): 3rd (2/STR), 5th (1.5/STR), 7th (1/STR).

Summon Demon

Cost:
2 + 2/hour or 2 + variable

This is the spell used to summon elementals and all other sentient spirits.  The spell is normally used in two different ways.  It can summon a spirit controlled by the use of Bind Demon.  In that case, the spirit comes obediently in 2 turns.  It can also be used to find and summon previously unknown spirits.  That can be a very long and difficult process.  A third, but very unlikely possibility, is that the spell can be used to allow a friendly demon to become physical.  Summoning a demon you want is easy if you know its name.  The problem is that they don't tell.  A demon will only tell its true name if it is bound but part of the agreement prevents the master from telling anyone else.  If you don't know any names, the best you can do is fish around and hope to get something close to what you want.  Summoning powerful demons is difficult and dangerous, partially because a demon vastly more powerful than expected is likely to show up.

Summon Horse

Cost:
6 + 3/hour

Summon Shark

Cost:
4 + 4/hour

Telekinesis VII

Cost:
2 + 4/hour + variable

Save:
Mental

This is a powerful version of Telekinesis IV.  It can lift up to 20 kg per AML.  While strong at slow speeds, Telekinesis VII loses all effect at the speed of a swift runner.  It can not be used to affect fast moving objects.  If it is to be used on living creatures, an object in possession of a creature, or a magically protected object, the spell must be cast on the target like Telekinesis III, otherwise it may be used like Telekinesis IV.  A recipient could "throw" a heavy table for 3d8 blunt wounds with a 6 Hm for 2 MP per attack.  If used to levitate someone, the active cost is as Levitate II.  It may also be used for Feather Fall (2nd level).  Maximum movement rate is 12 and costs 2 MP per turn.  The caster may levitate by targeting the spell on his body.  A victim with Levitation may resist the effects but must spend 1 MP per turn doing so.

Telepathic Magic Mouth

Cost:
4 + 1/month (Secret Telepathy or Search add 5 MP immediate each)

This spell is similar to Magic Mouth except it delivers the message by telepathy.  In the simplest form, it simply makes a telepathic statement that can be understood by everyone within a radius of up to 100 meters.  A vastly more useful casting can be made if the caster also knows Secret Telepathy and/or Search.  With Search, it can be made to give its message to anyone the caster has a Tracer on or himself regardless of distance.  With Secret Telepathy, it delivers the message secretly.  Adding Secret Telepathy or Search takes 12 times casting time and both can be combined.

Telepathic Search

Cost:
1 + 6/hour of searching

Save:
Mental

This spell allows finding a known person by telepathy with or without a Tracer.  If a Tracer is used, it works like Search (6th level) except it also establishes telepathic contact.  If used without a Tracer, it allows quick scanning of mental-magical auras as a means of finding a familiar person.  Both local and remote places can be scanned for auras.  Distance is not important but it is necessary that the user know the place being searched.  It takes 1 hour to scan 15 people or 2 hours to scan 1 square kilometer, whichever is longer.

True Sight VII

Cost:
1 + 2/hour

Save:
Mental

This is a version of See Invisible for the skeptic.  When an illusion is suspected, it gives +10 to the detection roll.

Vigor VII

Cost:
2/CON + 2/hour/CON

Save:
Physical

Associations:
Power, Man, Beast, Earth

Temporarily increases the targets constitution attribute.  Multiple spells can be stacked to increase the effect.  It is limited to 50% of the character’s original constitution.  The increased constitution granted by the Vigor spell can help with the safe limit of a Strength spell.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/CON): 7th (2/CON), 9th (1.5/CON), 11th (1/CON).  The initial cost limits the amount of constitution granted with one spell (3.5 CON for a 7th level mage for example).

Clerics get a big bonus.  Their strength spell gives 1 STR per SP at 6th level.  It has the same continuing cost as for mages.

Wall Of Cold

Cost:
N + 3xN/hourr +1/attack for a 2xNxN meter long wall

This wall spell does 3d6 of cold damage to anyone who passes through.

Wizard's Eye

Cost:
1 + 2/hour

Save:
Mental

This spell gives the caster the ability to see through the eyes of one of his illusions or a trained animal, demon or person. Once the spell is cast on an illusion, the illusion must obey the restrictions imposed by Aspect Of Damage.  In addition, the sight given is only as good as allowed by the size of the eyes.  If the spell is cast on an illusion bee, it will give very poor resolution.

Wood Shape VII

Cost:
1/40 ENC

Save:
Physical

This spell is similar to Wood Shape V but twice as effective.

Level 8 Spells

Animal Friend VIII (Clerical)

Cost:
1/15 SIZ + 1/15 SIZ/hour

Save:
Special

This spell is similar to Animal Friend II.  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Animate Dead

Cost:
5 + MAX(hit points or strength) + 4/day dormant + STR/6 hours moving + STR/20 minutes combat etc.

This spell allows the creation of skeletons and zombies. Any body can be animated.  When the job is done the zombie or skeleton has the same hit points as the original body. It also has 3/2 normal strength but only 1/2 dexterity. It completely lacks intelligence and will. That must be supplied by illusion control spells.

The starting cost is 5 + the greater of hit points or strength the animation is to have.  The continuing cost is 4/day while dormant or STR/6 hours while moving or STR/20 minutes while exerting full strength.

Blindness

Cost:
2 + 2/hour 

Save:
Physical

This spell makes the subject blind for the duration of the spell.

Cause Serious Wounds VIII (Clerical)

Cost:
6

Save:
Physical

This spell causes 6d6+6 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 6d6+12.  With a weak association, the cause is 6d6.  This damage can not stun.

Charm Person

Cost:
4 + INT/day 

Save:
Mental

This spell makes the subject especially prone to believing the caster.  It works similarly to a GEAS.  As long as the spell lasts, the victim treats the caster as a wise and trustworthy counselor.  It gives the feeling that what is best for the caster is probably best for the subject.  Charm Person will work on any living thing.  It normally has a mental saving throw but if the subject believes the castor to be an enemy.  It has a 10 times mental saving throw.  If the spell leads the subject to do something clearly against his wishes, he can attempt to break free by making an unadjusted mental saving throw.

Cold Beam VIII

Cost:
1/1d12

Associations:
Water

This spell is similar to Cold Beam VI.  Cold Beam is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Concentration VIII

Cost:
1 + 2/hour + fatigue 

Save:
Mental

This spell gives a mage +1 SR and Counter.  Each turn that it is used, the magician takes one extra temporary mental fatigue.  Concentration can be in effect without being used.  Concentration is also useful in spirit combat.

Control VIII

Cost:
1 + 10/hour active + 1/day dormant

This is the best of the illusion control spells.  It creates a full intelligence duplicate of the caster's mind.  Only intelligence is created.  The illusion does not gain any of the caster's magical abilities.  Because an illusion with Control VIII is fully intelligent, it has many abilities normal illusions do not have.  It can act with initiative and foresight independently of the caster.  It leaves no flaws of any sort in its simulation of reality.  The illusion knows that it is an illusion and avoids circumstances that are likely to lead to detection.  Any illusion controlled by this spell is 6 levels harder to detect that it would be normally.  It is capable of disbelieving other illusions.  If the illusion is a duplicate of the caster, it can use his full level of ability.

There are some limitations and hazards.  It is much easier to use Mind Reading on an illusion.  Memories given to the illusion can be read easily.  Since the illusion has the same memories as the caster, it can not be used as a source of originality.  It will have the same ideas as the caster in the same situation.  Any volunteer can serve to give memories to the illusion.  If he is someone other than the caster, it takes double normal time to cast the spell.

Control VIII can become dormant.  It can use its intelligence to decide when it is appropriate to go dormant.  It must have conditions similar to Magic Mouth for waking up.  Control VIII can set its own conditions.  If convenient, the caster can order the change or set the conditions personally.  The intelligence created by this spell is fully controlled.  It does attempt to advance any purpose other than the casters.

Coordination 16 VIII

Cost:
3/2 DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This is the same as Coordination 16 VI.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 6th (2/DEX), 8th (1.5/DEX), 10th (1/DEX).

Coordination 18 VIII

Cost:
2/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 18.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 8th (2/DEX), 10th (1.5/DEX), 12th (1/DEX).

Cure Fatigue VIII (Clerical)

Cost:
8

Save:
Physical

This spell cures 9d6+9 points of fatigue.  With a strong association, it cures 9d6+18.  With a weak association, it cures 9d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds VIII (Clerical)

Cost:
6

Save:
Physical

This spell cures 6d6+6 points of damage.  With a strong association, it cures 6d6+12.  With a weak association, it cures 6d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Earth Sense

Cost:
1 + 2/hour 

Save:
Mental

This spell gives the user an extra sense that is particularly useful in examining earth or stone.  It is very useful to a geologist.  Skill is important in evaluating the resulting data.

Enchantment

Cost:
N + N/hour 

This spell improves the effectiveness of weapons and armor.  It affects one specific attribute, Hit, Defense, Damage, Armor, or Hit Missile.  Multiple spells can be stacked giving the same effect as one spell with the total MP.  If a weapon has a penalty due to quality or magic, that must be overcome first.  To cancel a penalty, the Enchantment must have as many MP as the incremental MP for that penalty (i.e. to reduce a ‑3 penalty to ‑2 requires a 3 MP Enchantment).  The maximum bonus is AML/2.  See the section on Magic Items for the details of the MP costs.

Fireball VIII

Cost:
1/d12+2

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Fire Resistance VIII

Cost:
2 + 3/hour + 1/6 points stopped

Associations:
Fire

This spell protects the target from small normal fires and stops 3/4 damage from strong fires and magical fire.  It also protects clothes and possessions.  If multiple protective spells are in force, apply Fire Resistance first, then Stone Flesh, then Immune Flesh.

Flesh To Stone VIII

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

This spell instantly hardens the subject into a tough, stone-like material.  All bodily functions and decay are stopped.  Even the spirit is trapped.  A person who is turned to stone is incapable of thought.  He is unaware of time.  The spell is reversible.  Any magician who knows it can also cast the reverse.  In three days, it will change the subject back to flesh.  There is no danger in the process.  It works well and painlessly.

Fly VIII

Cost:
1/5 SIZ + 1/5 SIZ per turn + 1/10ft of climb beyond 20' per turn per 20 SIZ

Save:
Physical

Associations:
Air, Movement

This spell gives the recipient the ability to fly through the air.  Only the recipient is in control of the spell.  It requires skill and attention to fly right, somewhere between a really bad bicycle and a unicycle.  Casting spells while flying with hyper-fly results in a ‑8 SR and counter.  The spell can be left unused when on the ground.  It still burns MP and makes noise but gives no penalties.  The noise is like a bad air conditioner.

Maximum speed is 52 hexes per turn.  This is about as fast as a fast runner is with no encumbrance.  Acceleration is 13 hexes per turn per turn.  This is slow enough that a fast and alert runner can consistently dodge a flyer.  Deceleration is 26 hexes per turn per turn.

Maximum climb is 4 feet per turn + 1 foot per turn per magic level of the spell caster.  Maximum lift is 10 size plus 5 size per level of the spell caster.  Multiple spells can be stacked to gain extra lift.  Additional spells do not improve speed or climb rate.

Hyper-Flight affects attacks and defenses:

‑4 H

‑4 missile defense, minimum is 16 + shield

‑8 defense against melee attacks, minimum D is 8 + shield

Fresh Air

Cost:
2 + 4/hour 

Save:
Physical

This spell screens all gases near the subject, guaranteeing that only good air gets through.  The spell gives immunity to all gaseous poisons.  It even works against anoxia.  If there is any oxygen at all, Fresh Air will concentrate it near the user.

Glass Steel

Cost:
1/kg+1/kg/day

This spell makes a piece of metal transparent.  3 kg is enough to make a helmet transparent so that the user will have 1 less ALT minus for wearing his armor.  It is also great for making windows.  The spell may be made permanent by putting another 400mp per kg into it.

Glamour

Growth

Cost:
(1/5 size or 4+1/5 size) + 1/5 size/hour

Save:
Auto

This spell will double the size of a character for the duration.  There is no effect on STR or CON.

Heal Fatigue VIII

Cost:
1/2 points for 2xAML/turn

Save:
Physical

This spell is similar to Heal Fatigue III but may heal up to twice caster's level per turn.

Healing VIII

Cost:
1/point for 1/hour or 2/point for 1/minute or 4/point for 1/turn 

Save:
Physical

This spell is similar to Heal IV but may heal up to 1 per turn.

Hyper Fly

Ice Storm VIII

Cost:
1/d8

Associations:
Water

This spell is similar to Ice Storm VI.  Higher level versions do more damage: 6th (1d6), 8th (1d8), 10th (1d10), 12th (1d12).

Immune Flesh VIII

Cost:
2 + 4/hour + 2/3 points stopped

Save:
Physical

Associations:
Power

This spell is like Immune Flesh VI.

Higher level versions of the spell give better efficiency in both fraction of damage stopped and efficiency of MP used:

Level
6
8
9
12
13

MP Cost
1/point
2/3 points
1/2 points
2/5 points
1/3 points

Take 2 HP and 2 MP for each
4 points of damage
5 points of damage
6 points of damage
7 points of damage
8 points of damage

Invisibility VIII

Cost:
1 + 3/hour

Save:
None

This is a poor version of Invisibility that works by duplicating light absorbed on one side of a subject at the corresponding point on the other side.  It works quite well.  Viewers see what they would see if the subject were not there except there is no compensation for refraction.  It leaves a thin wavering shadow.  See Invisibility IX.

Invulnerability

Cost:
2 + 1/turn

Save:
Physical

This spell gives protection similar to that possessed by lycanthropes and undead.  Damage taken from a weapon that is not alive or derived from life is only felt as fatigue.  Magic weapons count as alive.  In addition, all 6th or higher level fighters can project enough of their own life aura into their weapons to bypass Invulnerability.

Light Foot VIII

Cost:
1 + 2/hour

Save:
Physical

This spell makes the recipient lighter.  The recipient leaves almost no tracks, and may move more quietly.  It subtracts between ‑2 and ‑10 from tracking rolls.  This version is so effective, the recipient can actually walk on water.

Lightning Bolt VIII

Cost:
1/d2+2

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Lightning Storm VIII

Cost:
1/d6

This spell creates a swirling storm of lightning.  It affects 1 hex, and a circular region 5 more hexes in radius (11 hex diameter).  Everyone inside takes 1d6 for every initial MP in the spell.  Armor does not protect against the damage.  Spells like Stone Flesh, Fire Resistance, and Immune Flesh do work.

As an area effect spell, Lightning Storm may be subjected to multiple counters by sorcerers or clerics.  Anyone inside its area may counter and the spell caster must succeed against every one.  Obviously any nearby wizard inside or out can counter as well.  Only one Counter Magic spell must be overcome even if there are many.  Individuals may be protected by their Magic Protection spells but this protection does not prevent the spell from affecting others.  A Lightning Storm stuns more easily than normal.  Only one-third damage is necessary rather than the usual one-half damage.

Higher level versions do more damage: 8th (1d6), 10th (1d8), 12th (1d10), 14th (1d12).

Lust

Cost:
2 

Save:
Physical

This spell has variable strength based on circumstances.

Magic Hand (Telekinesis VIII )

Cost:
2 + 4/hour + 1/2 rounds full force used 

Save:
Physical

This is an advanced form of telekinesis.  It gives the same power as Telekinesis IV with some special benefits.  The user has the telekinetic dexterity as if his hands were present at the remote location.  It even gives a feeling response.

Magic Interference

Cost:
4 + 1/minute

This spell is an area effect counter-magic with 100m radius and 8 counter.  It counters all spells.

Magic Potential Drain

Cost:
2 

Save:
Mental

This spell reduces the subject's current MP at the rate of the caster's magic level per turn.  The spell attacks both characteristic MP and currently available stored MP.  It stops when the victim runs out or when it is dropped or dispelled.  The victim can attempt to dispel it.

Magic Protection VIII

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants an 11 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), and 9th (13).

Mental Shield VIII (Spirit)

Cost:
2+1/turn

Save:
Mental

This is a spirit combat T spell, it gives T6.

Mind Blast

Cost:
2 

Save:
Mental

This is a dangerous attack spell.  Hit = AML + WILL adj as does Defense.  If Hit + CA - D is in the following ranges:

<= ‑7
Caster unconscious 1hr/adj < -6

‑6 to ‑1
Target may opt to continue

0 to +6
Caster may opt to continue,

>= +7
Target out 1hr/adj > 6, 1 day if in 1st round

Minor Ward VIII

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is similar to Minor Ward VII but has a ‑12 save.

Missile Shield VIII

Cost:
1 + 3/hour + 1/10 arrows

Save:
Physical

Associations:
Air

This spell is like Missile Shield III except that it grants + 8 Dm.  Higher level versions are more effective: 3rd (+4), 5th (+6), 8th (+8), 12th (+10).

Pain

Cost:
1

Save:
best of Physical or Mental

This spell puts the victim in unbearable pain.  For most people it is incapacitating.  To do anything but groan, the victim must make an unadjusted mental or physical save at ‑10.  When the save is made, the character is free of the spell.  PAIN does no physical damage.  The save to break free can be attempted each turn.

Personal Counter Magic VIII (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +8 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Personal Electric Fence

Cost:
2 + 4/hour + 1/2 strikes 

Save:
Physical

This spell surrounds its subject with a mobile Electric Fence.  It strikes anyone in melee distance for 1d6 + 1 electrical damage each turn.  It does not strike the user or anyone in HtH with the user.

Preserve Body

Cost:
1 + 1/2 hours 

Save:
Physical

This spell keeps a live body in livable condition even if there is no spirit in it.  It must be fed and cared for.  This spell does not help severely injured characters.

Shrink

Cost:
(1/5 size or 4+1/5 size) + 1/5 size/hour

Save:
Auto

This spell will shrink a character to 1/2 size per application.  STR and CON will be at 2/3 per application.  All equipment is shrunk also so the encumbrance category will be the same.  If equipment is dropped it will grow to normal.  Picked up equipment will not change in size.  Equipment changes the same as STR if ENC must be calculated.

Sleep

Cost:
2 + Target's WIL/2 hours 

Save:
Mental

This is a magically induced sleep.  The victim can not be awakened as long as the spell is in effect.

Spatial Distortion

Cost:
1 + 2/hour

This illusion spell allows an illusion to give its inside viewers a false feeling of distance.  It can make 40 people feel widely dispersed in a small room or make one person feel cramped in a coliseum.  A five-foot long illusion of a wooded path could seem to be five miles long and take hours to pass.  The distortion only works on those who are inside the affected illusion.  Affected characters can make illusion recognition rolls once per minute.  Illusions that are to seem larger must have the appropriate detail.

Steel Flesh

Cost:
2 + 1/turn 

Save:
Physical

This spell is like Stone Flesh but grants T8.

Support Spirit

Cost:
1 + 1/2 hours

Save:
Auto

This spell keeps a willing spirit from departing.  The spirit remains associated with the body or the most appropriate object on the body if it is destroyed.  It can do nothing until its body is healed or it is bound in another.  This spell does not help preserve a severely injured body.

Suppress Mental Fatigue

Cost:
1/10 mental fatigue 

Save:
Mental

This spell allows the user to put off mental fatigue by forgetting the events that caused it.  To regain the memories, the user must accept twice the mental fatigue originally put off.  This may be done at any convenient time and place within one month.  If not done by then, it all comes back at once.

Telepathy VIII

Cost:
1 + 2/hour 

Save:
Mental

This spell is similar to Secret Telepathy (7th level) but also includes animal communication as Animal Telepathy (6th level)

Thermal Equilibrium

Temporal Distortion

Cost:
1 + 2/hour

This is analogous to Spatial Distortion.  It allows reasonable alterations of the subjects' perception of time.

Transfer Mental Damage VIII (Spirit)

Cost:
2+6/hour+1/mpt

Save:
Mental

This spell allows transfer of Mpt like Empathic Healing at a rate of 2 for 1.  Pay MP on what donor gives.

Unlock VIII

Cost:
2

This spell opens locks not designed to fool it.  One casting opens one lock.

Water Breathing

Cost:
2 + 1/minute 

Save:
Physical

This spell extracts oxygen out of the water for the user to breathe.
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Cause Serious Wounds IX (Clerical)

Cost:
7

Save:
Physical

This spell causes 7d6+7 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 7d6+14.  With a weak association, the cause is 7d6.  This damage can not stun.

Cold Beam IX

Cost:
1/1d12+1

Associations:
Water

This spell is similar to Cold Beam VI.  Cold Beam is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Cold Resistance IX

Cost:
2 + 3/hour + 1/6 points stopped

Save:
Physical

Associations:
Water

This spell stops 3/4 damage from magical cold.  It also protects clothes and possessions.  If multiple protective spells are in force, apply Cold Resistance first, then Stone Flesh, then Immune Flesh.

Concentration IX

Cost:
1 + 2/hour 

Save:
Mental

This spell is similar to Concentration VIII but gives +2 SR.

Cure Fatigue IX (Clerical)

Cost:
9

Save:
Physical

This spell cures 10d6+10 points of fatigue.  With a strong association, it cures 10d6+20.  With a weak association, it cures 10d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds IX (Clerical)

Cost:
7

Save:
Physical

This spell cures 7d6+7 points of damage.  With a strong association, it cures 7d6+14.  With a weak association, it cures 7d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Death

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

This spell kills its target.

Disintegration

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

This spell blasts the target into fine dust.  The spell is normally used as an example making attack.  If Disintegration is used on a living being, enough MP must be expended to affect the whole creature even if only part is to be affected.  The spell can be used constructively.  It can cut designs in stone, open jammed doors, etc.

Examine IX

Cost:
6 + 1/2 hours (point form) + N + N/6 hours for a 2xNxN meter length

This spell works like Word Of Warning (6th level) except it gives more information.  It can be set to ask a question of any creature it detects.  It uses Mind Reading (7th level) to try to get an answer undetected.  It reports fully what happens, what the answer is, if it was caught asking, if it was blocked, etc.  The report can be visual, aural, or telepathic.  Examine can be used to trigger conditional spells but it can not give targeting.

Feeblemind

Cost:
6 + 6 

Save:
Mental

This spell neutralizes magic ability until dispelled.  It doesn't affect other mental functions.  This spell is useful to capture mages.

Firestorm IX

Cost:
1/d8

This spell is like Firestorm VII,  Higher level versions do more damage: 7th (1d6), 9th (1d8), 11th (1d10), 13th (1d12).

Flesh to Stone IX

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

The same as Flesh To Stone VIII but when used in reverse, it takes one hour.

Healing IX

Cost:
1/point for 1/minute


2/point for 1/turn


4/point for recipients hit points/10 

Save:
Physical

This spell is similar to Heal IV but may heal up to (1/10 of the recipient's hit points or caster's AML whichever is less) per turn.

Immune Flesh IX

Cost:
2 + 4/hour + 1/2 points stopped

Save:
Physical

Associations:
Power

This spell is like Immune Flesh VI.

Higher level versions of the spell give better efficiency in both fraction of damage stopped and efficiency of MP used:

Level
6
8
9
12
13

MP Cost
1/point
2/3 points
1/2 points
2/5 points
1/3 points

Take 2 HP and 2 MP for each
4 points of damage
5 points of damage
6 points of damage
7 points of damage
8 points of damage

Invisibility IX

Cost:
N + (2+N)/hour, volume 8xNxN cubic meters

Save:
None

This spell renders the subject undetectable by the use of light radiation.  It does not have the problem with refraction possessed by INVISIBILITY VIII.  The spell is effective even in melee.  Being unseen can be quite helpful in combat.  An INVISIBILITY user can usually sneak up behind his foe. That gives one round of surprise for a strike from behind.  After that, he can be engaged in normal melee.  An invisible fighter gets +4 H, +8 D and +2 HtH.  Anyone using Invisibility will probably also want to have SEE INVISIBLE.  It is nice to be able to see what you are doing.  Anyone who can't is reduced -1 on everything unless normally blind.

Magic Protection IX

Cost:
1 + 2/hour

Save:
Mental

Associations:
Power, White, Pure

This spell grants a 13 point counter against spells cast by or on the target.  There are variants of Magic Protection at each level.  The 3rd level and higher ones are in series.  The counters granted are: 3rd (4), 4th (5), 5th (7), 6th (8), 7th (10), 8th (11), 9th (13).

Minor Ward IX

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is similar to Minor Ward VII but a has a ‑14 save.

Personal Counter Magic IX (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +9 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Personal Forbidding

Cost:
2 + 4/hour + 1/10 attempt 

Save:
Mental, (Mental)

This spell surrounds its subject with a mobile Forbidding.  It affects anyone who tries to engage the user in HtH.  It does not stop melee.

Repair

Cost:
10/kilogram + 5/kilogram/year

This spell can put any object back together after it has been broken.  The only problem is that it does not work unless the spell is cast before the object breaks.

Spirit Enchantment IX (Spirit)

Cost:
N+N/hour

This spell is like Enchantment but for spirit weapons and armor.  See the section on Weapon Enchantment for MP  costs.

Spirit To Real

Cost:
2 + 2/hour 

Save:
Mental

This spell allows a demon that is present on the material plane to avoid spirit combat.  Most undead are effectively under this spell.  The demon may at any time chose to enter spirit combat without dropping the spell.  Demons under this effect also get +5 to save vs. banishment although this does not affect undead unless they actually use the spell.  A demon lock will still block entry as will any other similar spell.

Star Scope

Cost:
1 + 2/hour 

Save:
Mental

This spell gives the user normal vision in any light.  The subject can see just fine peering into shadows or staring into the sun. There just has to be some light.  This spell gives immunity to all flash spells.

Vigor IX

Cost:
3/2 CON + 2/hour/CON

Save:
Physical

Associations:
Power, Man, Beast, Earth

This spell is similar to Vigor VII.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/CON): 7th (2/CON), 9th (1.5/CON), 11th (1/CON).

Warding

Cost:
7 + 5 + 1/hour + N + N/day for an extra NxN volumes

This is the same as Pentagram except it works on all creatures.  If a self-motivating robot were introduced to a Warding, it would also stop.  Warding is larger than Pentagram.  When it is cast a second time to expand its size, N + N/day will increase it by NxN volumes.  This spell takes 12 times casting time.

Level 10 Spells

Cause Serious Wounds X (Clerical)

Cost:
8

Save:
Physical

This spell causes 8d6+8 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 8d6+16.  With a weak association, the cause is 8d6.  This damage can not stun.

Cold Beam X

Cost:
1/1d12+2

Associations:
Water

This spell is similar to Cold Beam VI.  Cold Beam is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Concealment X

Cost:
1 + 4/hour 

Save:
None

This spell combines the effects of Invisibility IX and Silence (4th level).

Coordination 16 X

Cost:
1/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This is the same as Coordination 16 VI.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 6th (2/DEX), 8th (1.5/DEX), 10th (1/DEX).

Coordination 18 X

Cost:
3/2 DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 18.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 8th (2/DEX), 10th (1.5/DEX), 12th (1/DEX).

Coordination 20 X

Cost:
2/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 20.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 10th (2/DEX), 12th (1.5/DEX), 14th (1/DEX).

Cure Fatigue X (Clerical)

Cost:
10

Save:
Physical

This spell cures 11d6+11 points of fatigue.  With a strong association, it cures 11d6+22.  With a weak association, it cures 11d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds X (Clerical)

Cost:
8

Save:
Physical

This spell cures 8d6+8 points of damage.  With a strong association, it cures 8d6+16.  With a weak association, it cures 8d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Dazzle X

Cost:
6 

Save:
Mental

This is the same as Dazzle III but it produces full blindness for one minute.

Empathic Drain

Cost:
10 + 1/10 points transferred

Save:
Physical

This spell is like a reverse of Empathic Healing.  It allows the caster to drain hit points from an unwilling victim at one point per turn.  If the caster is wounded, he may use the drained hit points to heal himself.  Note that the caster must maintain contact with the victim.  This spell is considered black magic.

Fireball X

Cost:
1/d12+3

Associations:
Fire

This spell is like Fireball II.  Many variants of Fireball exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Flesh to Stone X

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

The same as Flesh To Stone VIII but when used in reverse, it takes one minute.

Geas

Cost:
10 

Save:
Mental

This spell alters the subject's mind to make him perform an action or actions.  A Geas can force the development of a habit or the performance of a single deed.  A likely example would be: "Do not tell anyone of your coming here.  Keep this place secret and work to prevent accidental discovery.  Do not let anyone know you are Geased and do not permit the removal of the Geas."  A Geas can be a good way to bind agreements.  It is necessary to have the subject's agreement for a Geas to work.  He must know what he is expected to do and agree to it.  It is not necessary he know he is being Geased.  If the spell is cast just after the subject makes a statement of planned action; it will bind him to it.  A Geas subject does not want to get rid of the Geas.  However, unless specifically instructed, he will not go out of his way to avoid removal.  Geas is a permanent spell.  It is not a permanent effect.  It can be dispelled just like any other spell.  A Geas can be unlearned.  It is as if the subject resolved firmly to do something.  He performs the Geas instructions as if they were a mental formula for success.  Experience can lead to new insight and change.  It takes very long.  Habits derived from a Geas change more slowly than the strongest normal habits.  A person Geased to tell the truth may begin to tell half-truths after truth telling nearly gets him killed.  He would lie only when necessary.

Healing X

Cost:
1/point for 1/turn 


2/point for recipients hit points/10

Save:
Physical

This spell is like HEAL IV but may heal up to (1/10 of the recipient's hit points or caster's AML whichever is less) per turn.

Ice Storm X

Cost:
1/d10

Associations:
Water

This spell is similar to Ice Storm VI.  Higher level versions do more damage: 6th (1d6), 8th (1d8), 10th (1d10), 12th (1d12).

Lightning Bolt X

Cost:
1/d2+3

Associations:
Air

This spell is like Lightning Bolt II.  Many variants of Lightning Bolt exist with increasing effectiveness by spell level: 2nd (d4), 3rd (d6), 4th (d8), 5th (d10), 6th (d12), 7th (d12+1), 8th (d12+2), 10th (d12+3).

Lightning Storm X

Cost:
1/d8

This spell is like Lightning Storm VIII.  Higher level versions do more damage: 8th (1d6), 10th (1d8), 12th (1d10), 14th (1d12).

Minor Ward X

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑18 save.

Personal Counter Magic X (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +10 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Transfer Spirit

Cost:
1 if uncontested 

Save:
Mental

This spell allows the subject to move his spiritual essence to another body.  If there is no spirit already in the body, the transfer is foolproof and instantaneous.  If a spirit is already there, there is trouble.  The spirit must be cast out.  The process is long and difficult.  Victims must be controlled and time must be plentiful.

Tree

Cost:
(1/5 size or 4+1/5 size) + 1/hour

Save:
Auto

This spell will allow the recipient to become the form of a tree.  It takes 1 turn to switch modes.  The person in tree form may use normal senses to perceive his surroundings.  The only nourishment he needs is that that a tree would need.  This is a very subtle spell but must be cast at minutely rate.  The secrecy is 5x normal.  People may make a ‑4 ALT check to spot the user as he changes back to normal.  All equipment is transformed.  Glowspot is not hidden so a user should bury most of his potions.  Glowspot will be somewhat dispersed so treat it as 1/5 normal.  If this is made into an item, it takes 1 minute to activate.  A potion would take 2 minutes to apply.  The tree will have hit points equal to the user and if it is chopped down the magic will fail, with the user probably in poor shape.  This will also somewhat preserve a body, it will take 1 day per round of the 6 count left after the spell is started upon the recipient for him to die.  The tree will look horrible.  The tree must be brought to ‑3.5x hit points to be actually dead.

Level 11 Spells

Animal Friend XI (Clerical)

Cost:
1/20 SIZ + 1/20 SIZ/hour

Save:
Special

This spell is similar to Animal Friend II.  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Cause Serious Wounds XI (Clerical)

Cost:
9

Save:
Physical

This spell causes 9d6+9 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 9d6+18.  With a weak association, the cause is 9d6.  This damage can not stun.

Concentration XI

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Concentration VIII but gives +3 SR.

Counter Magic XI

Cost:
1 + 2/hour + 1/turn of countering 

Save:
Mental

This spell protects the user with a 6 counter.  It normally counters all spells but can be ordered to permit specific ones.  It will tell the user when a spell is targeted on the character and if it is an area effect spell.  It will never counter healing (or body stasis if the body needs it).  If the user has Detect Magic and can identify the spell, he may give specific override orders.  It can not identify who is the caster (no one can in general), so you can't say, "Don't counter Regulus's spells."

Cure Fatigue XI (Clerical)

Cost:
11

Save:
Physical

This spell cures 12d6+12 points of fatigue.  With a strong association, it cures 12d6+24.  With a weak association, it cures 12d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds XI (Clerical)

Cost:
9

Save:
Physical

This spell cures 9d6+9 points of damage.  With a strong association, it cures 9d6+18.  With a weak association, it cures 9d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Firestorm XI

Cost:
1/d0

This spell is like Firestorm VII.  Higher level versions do more damage: 7th (1d6), 9th (1d8), 11th (1d10), 13th (1d12).

Flesh to Stone XI

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

The same as Flesh To Stone VIII but when used in reverse, it takes one turn.

Heal XI

Cost:
1/point for recipients hit points/10 

Save:
Physical

This spell is like HEAL IV but may heal up to (1/10 of the recipient's hit points or caster's AML whichever is less) per turn.

Minor Ward XI

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑18 save.

Personal Counter Magic XI (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +11 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Reveal Illusions

Cost:
3 + 3/hour 

Save:
Mental

This spell searches for illusions within 100 meters of the target point.  All illusions it finds are made obvious to all viewers.  Anyone viewing an illusion found by this spell can treat it as if he made the illusion recognition roll.  Reveal Illusions does not always find all illusions within range.  It makes one illusion recognition roll against all illusions present using the castor's ability.  Found illusions are identified as long as the spell is maintained.

Vigor XI

Cost:
1/CON + 2/hour/CON

Save:
Physical

Associations:
Power, Man, Beast, Earth

This spell is similar to Vigor VII.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/CON): 7th (2/CON), 9th (1.5/CON), 11th (1/CON).

Level 12 Spells

Aspect Of Force

Cost:
1 + transfer + transfer/10 minutes

This spell puts reality into an illusion.  Each MP cast in the spell gives the subject illusion one STR and CON.  This is as real as magic can be.  An illusion with this spell has the same sort of physical existence as an elemental.  Illusions equipped with this spell can be very effective.  It is not apparent.  The illusion remains an illusion.  Someone who is not familiar with ASPECT OF FORCE can recognize the illusion without noticing the real aspect of it.

Cause Serious Wounds XII (Clerical)

Cost:
10

Save:
Physical

This spell causes 10d6+10 points of damage.  Armor and protective spells, except Immune Flesh, do not block this damage.  Characters with a strong association cause 10d6+20.  With a weak association, the cause is 10d6.  This damage can not stun.

Cold Beam XII

Cost:
1/1d12+3

Associations:
Water

This spell is similar to Cold Beam VI.  Cold Beam is available in a range of spell levels and effectiveness: 6th (1d8), 7th (1d10), 8th (1d12), 9th (1d12+1), 10th (1d12+2), 12th (1d12+3).

Coordination 18 XII

Cost:
1/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 18.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 8th (2/DEX), 10th (1.5/DEX), 12th (1/DEX).

Coordination 20 XII

Cost:
3/2 DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 20.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 10th (2/DEX), 12th (1.5/DEX), 14th (1/DEX).

Cure Fatigue XII (Clerical)

Cost:
12

Save:
Physical

This spell cures 13d6+13 points of fatigue.  With a strong association, it cures 13d6+26.  With a weak association, it cures 13d6.  Healing starts immediately and occurs at 5 points per turn.  Any turn where there is no fatigue to cure the curing is wasted.

Cure Serious Wounds XII (Clerical)

Cost:
10

Save:
Physical

This spell cures 10d6+10 points of damage.  With a strong association, it cures 10d6+20.  With a weak association, it cures 10d6.  Healing starts in 10 minutes and then proceeds at a rate of 1 per turn.  When made into a potion, healing starts immediately.  When a character is fully healed, the spell will continue, healing fatigue instead (at one per turn), until the character is wounded again.

Dragon Flesh

Cost:
2 + 1/turn

Save:
Physical

This spell is like Stone Flesh but grants T10.

Flesh To Stone XII

Cost:
1/5 size or 4 + 1/5 size 

Save:
Physical

The same as Flesh To Stone VIII but when used in reverse, it takes effect instantly.

Ice Storm XII

Cost:
1/d12

Associations:
Water

This spell is similar to Ice Storm VI.  Higher level versions do more damage: 6th (1d6), 8th (1d8), 10th (1d10), 12th (1d12).

Immune Flesh XII

Cost:
2 + 4/hour + 2/5 points stopped

Save:
Physical

Associations:
Power

This spell is like Immune Flesh VI.

Higher level versions of the spell give better efficiency in both fraction of damage stopped and efficiency of MP used:

Level
6
8
9
12
13

MP Cost
1/point
2/3 points
1/2 points
2/5 points
1/3 points

Take 2 HP and 2 MP for each
4 points of damage
5 points of damage
6 points of damage
7 points of damage
8 points of damage

Lightning Storm XII

Cost:
1/d10

This spell is like Lightning Storm VIII.  Higher level versions do more damage: 8th (1d6), 10th (1d8), 12th (1d10), 14th (1d12).

Minor Ward XII

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑20 save.

Missile Shield XII

Cost:
1 + 3/hour + 1/10 arrows

Save:
Physical

Associations:
Air

This spell is like Missile Shield III except that it grants + 10 Dm.  Higher level versions are more effective: 3rd (+4), 5th (+6), 8th (+8), 12th (+10).

Personal Counter Magic XII (Clerical)

Cost:
1 + 2/hour  + 1/turn of countering

This spell gives a +12 counter similar to Counter Magic XI.  It may only be cast on the cleric.  Each higher level version gives a +1 counter.

Statue

Cost:
(1/5 size or 4+1/5 size) + 1/hour

Save:
Auto

This spell is similar to Tree except Flesh To Stone is used.  The density is changed so it will be hard to transport the person and Stone To Flesh must be used if he is unconscious, otherwise he may activate in 1 turn.  The Statue is very hard to damage except with Shatter Ceramic and Pass Wall.  There is no need for sustenance whatsoever.

Transfer XII

Cost:
1 

Save:
Mental

This spell allows the caster to take MP from the subject.  MP is drawn at a rate of at least 1/turn but no more than AML/turn.  It is not necessary to maintain concentration to draw MP.  Transfer XII is a headache spell and causes 1 mental fatigue per turn of use.

Level 13 Spells

Coordination 23 XIII

Cost:
2/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 23.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 13th (2/DEX), 15th (1.5/DEX), 17th (1/DEX).

Counter Magic XIII

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Counter Magic XI but gives a +8 counter.

Firestorm XIII

Cost:
1/d12

This spell is like Firestorm VII,  Higher level versions do more damage: 7th (1d6), 9th (1d8), 11th (1d10), 13th (1d12).

Immune Flesh XIII

Cost:
2 + 4/hour + 1/3 points stopped

Save:
Physical

Associations:
Power

This spell is like Immune Flesh VI.

Higher level versions of the spell give better efficiency in both fraction of damage stopped and efficiency of MP used:

Level
6
8
9
12
13

MP Cost
1/point
2/3 points
1/2 points
2/5 points
1/3 points

Take 2 HP and 2 MP for each
4 points of damage
5 points of damage
6 points of damage
7 points of damage
8 points of damage

Minor Ward XIII

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑22 save.

Level 14 Spells

Bind Spirit

Cost:
4 + 16 + 2/hour, 100 MP continuing cost vanishes

This spell allows the castor to trap a spirit in an otherwise inanimate object.  The spirit has no senses unless the object has them.  It is self-aware and can cast any spells it knows.

Concentration XIV

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Concentration VIII but gives +4 SR.

Coordination 20 XIV

Cost:
1/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 20.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 10th (2/DEX), 12th (1.5/DEX), 14th (1/DEX).

Lightning Storm XIV

Cost:
1/d12

This spell is like Lightning Storm VIII.  Higher level versions do more damage: 8th (1d6), 10th (1d8), 12th (1d10), 14th (1d12).

Minor Ward XIV

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑24 save.

No Shape

Cost:
1 + 1/2 hours 

Save:
Physical

This spell allows the user to exist as a discorporate spirit without becoming estranged from the physical world.  This is not dangerous unless the mage has strong demonic enemies.  Death associated demons and gods are a hazard.  They consider such existence unnatural and will try to stop it.  If the mage can survive long enough, he will have an opportunity to respond to a summons spell.  A discorporate spirit has no mundane senses.  Magic sense spells must be used.  If the mage has the appropriate senses, he can cast spells normally.  Magic items can be taken along while in spirit form.  No Shape does not make the user discorporate.  It allows existence in that form without the changes of death.  As such, it can be maintained as a continuing spell at any time.  As such, it gives insurance against death.  The user can not really die as long as the spell remains intact.  If a NO SHAPE user is killed physically, he is banished in spirit.

Transfer XIV

Cost:
1 + 1/hour 

Save:
Mental

This spell is similar to Transfer XII except it allows the caster full access to the subject's MP as if it were his own.  Range varies with the spell level.  The fourteenth level version has a range of 100 meters.  Each level higher version increases the range by a factor of 4.  If the range is exceeded the spell fails and must be cast again.

Level 15 Spells

Animal Friend XV (Clerical)

Cost:
1/25 SIZ + 1/25 SIZ/hour

Save:
Special

This spell is similar to Animal Friend II.  Higher level versions are more efficient: 2nd (1/SIZ + 1/SIZ/hour), 4th (2/3 SIZ + 2/3 SIZ/hour), 6th (1/10 SIZ + 1/10 SIZ/hour), 8th (1/15 SIZ + 1/15 SIZ/hour), 11th (1/20 SIZ + 1/20 SIZ/hour), and 15th (1/25 SIZ + 1/25 SIZ/hour).

Coordination 23 XV

Cost:
3/2 DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 23.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 13th (2/DEX), 15th (1.5/DEX), 17th (1/DEX).

Counter Magic XV

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Counter Magic XI but gives a +10 counter.

Minor Ward XV

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑26 save.

Level 16 Spells

Coordination 26 XVI

Cost:
2/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 26.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 16th (2/DEX), 18th (1.5/DEX), 20th (1/DEX).

Minor Ward XVI

Cost:
N + 4xN + N/hour + 1/10 attacks 

Save:
(Mental)

This spell is like Minor Ward VII but has a ‑28 save.

Level 17 Spells

Coordination 23 XVII

Cost:
1/DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 23.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 13th (2/DEX), 15th (1.5/DEX), 17th (1/DEX).

Counter Magic XVII

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Counter Magic XI but gives a +12 counter.

Mithril Flesh

Cost:
2 + 1/turn 

Save:
Physical

This spell is like Stone Flesh but grants T12.

Level 18 Spells

Concentration XVIII

Cost:
1 + 2/hour 

Save:
Mental

This spell is like Concentration VIII but gives +5 SR.

Coordination 26 XVIII

Cost:
3/2 DEX + 2/DEX/hour

Save:
Physical

Associations:
Harmony, Man, Beast

This spell is similar to Coordination 16 VI except that it has a limit of 26.  Higher level versions are more efficient, with a reduced initial cost (continuing cost remains at 2/hour/DEX): 16th (2/DEX), 18th (1.5/DEX), 20th (1/DEX).

MAGIC ITEM CREATION

The following are special processes that may be learned by mages and clerics.  A spell caster of one level higher may research the process instead of being taught it.

Potions

Potion making is a 6th level process.  It takes one to six months to learn on one's own or to be taught.  A 4th or 5th level magic user may be taught how to make potions providing they are also at least 4th level alchemists.

The maximum amount of MP any potion can have is 12 * AML.  The minimum MP in a potion is AML.  To make a potion the mage must spend 8 / (AML * AML) days per MP in the final potion and 50/AML MP per MP in the final potion.  The glowspot of a potion is equal to the MP in it (not the MP used to make it).  A potion blank is also required.  A potion blank costs 20 sp.  Potion making may fail.  At the end of the process, make an SR roll.  Extra initial MP may be put into the spell.  Normally a potion does not require a success roll when used.  If the potion is countered when used, an SR roll must be made using the original creation SR (in which case, extra MP in the initial also helps).

Note that when characters special order potions, they pay the computed cost for the potion, which accounts for the SR.  The mage will then make the potion.  If the SR fails, the mage will try again until he succeeds.  It could take a while to get a special order potion.

Good Tasting Potions 

These can be made at 5 times all costs.  For an 8th level or higher mage, Good Tasting Potions are only double cost.  A Good Tasting Potion only counts as 2/3 of a potion against the drinker's potion capacity.  Note: Iron Stomach increases the subject's potion capacity, but Good Tasting Potions count as a full potion against the extra capacity.  Normal potions are counted first against the increased potion capacity from Iron Stomach and then against regular potion capacity, while Good Tasting Potions count first against regular potion capacity (at only 2/3 potion each) and then against potion capacity from Iron Stomach (at 1 potion each).

Multiple Spell Potions

An 8th level or higher mage can make these.  The procedure is the same as for making regular potions except that the creator can put multiple spells into a single potion.  The sum of all the levels of spells put into the potion may not exceed the creator's level.  Thus, an 8th level may make a potion with Strength III and Strength V (which is the best way for an 8th level to get a high strength potion!).

Charged Items

Charged items do not hold MP like a potion.  Instead, the user supplies the MP.  They have a maximum MP capacity.  This capacity limits the amount of MP used each time the item is activated.  The glowspot of a charged item is MP Capacity/20 round fractions up.  Maximum capacity is 12 * AML, minimum capacity is AML + 1.

A charged item may be used more than once.  A successful use of a charged item reduces its SR by a d3 (but 0 is possible).  An unsuccessful use reduces SR by a d4.  Once a charged item is reduced to an SR below - the makers level the item will no longer operate.  A charged item's SR may be determined by a 6th level mage by spending 10 MP (instant). 

Item Targeted Charges

This is an 8th level process that takes a little longer than potions to learn.  The item targeted charge takes 170 / (AML * AML) days for each (AML + 1) MP capacity the charged item is to have.  The item also requires that the mage supply AML MP during creation.  When this charge is activated, it targets on the item it was made on.  There is also a requirement of 20 sp in materials.

Self Targeted Charges

This is a 9th level process similar to item targeted charges.  It requires 340 / (AML * AML) days, AML MP, and 40 sp of materials.  When this charge is activated, it targets on anything it is in physical contact with as chosen by the user.  Normally these are called Charges.

Suck On Its

This is a 10th level process similar to item targeted charges.  It requires 510 / (AML * AML) days, AML MP, and 60 sp of materials.  When this charge is activated and then the weapon it is placed on penetrates Armor and Armor Protecting T Spells in the turn of activation, the spell will affect the target.  Normally the save reduction is as if the caster were the level of the spell.  If the caster desires full level, the spell will have SR as if it was the full level (or any in between level).

Targeted Charges

This is an 11th level process that requires years to learn and is similar to item targeted charges.  It requires 680 / (AML * AML) days, AML MP, and 80 sp of materials.  Targeted Charges can be targeted on anything a spell could be targeted on.  Normally these are called Wands.

Permanent Weapon Enchantments

Break Protection, Rust Protection, Rot Protection, Fire Protection

These are eighth level processes that require 10 / AML days plus 200 / AML MP for an 8th or 9th level, 20 / (3 * AML) days plus 400 / (3 * AML) MP for a 10th through 12th level, and 2.5 / AML days plus 100 MP for a 13th+ level each.  These all add an amount of resistance equal to the base amount the object already has.  Example: A quality long sword has 150 HP before it breaks.  Each Break Protection gives it another 150 hit points so 4 Break Protections would give it 750 HP ([1 + 4] * 150).  Each enchantment has a glowspot equal to 4 MP.

+0 Magic

This is an eighth level process that requires 10 / AML days plus 200 / AML MP for an 8th or 9th level, 20 / (3 * AML) days plus 400 / (3 * AML) MP for a 10th through 12th level, and 2.5 / AML days plus 100 MP for a 13th+ level.  This allows a weapon to hit creatures that require magic weapons to be hit.  Unlike all other additive enchantments, it is not required for each type (hit, damage, defense, or T).  It is also not required as a basis for any higher enchantment.  Each enchantment has a glowspot equal to 4 MP.

Drop Protection

This is an eighth level process that requires 10 / AML days plus 200 / AML MP for an 8th or 9th level, 20 / (3 * AML) days plus 400 / (3 * AML) MP for a 10th through 12th level, and 2.5 / AML days plus 100 MP for a 13th+ level.  The effects are not so obvious.  The first Drop Protection increases the user's PSV by an amount equal to his base PSV.  The second increases it by an additional amount equal to one half (1/2) his base PSV, the third by a third (1/3), the fourth by a fourth (1/4), etc.  Note that these increases are based on his current PSV, so if they help less if the user has taken damage and even fewer if he takes more damage.  As the series 1 + 1/2 + 1/3 + 1/4 + 1/5 + 1/6 + ... is an infinite series, it is possible to get an infinite PSV versus Drop Weapon.  It would require many Drop Protections to accomplish.  Remember that Drop Protections are placed on an object and they only increase PSV versus dropping that object.  Each enchantment has a glowspot equal to 4 MP.

Water Proofing

This is an eighth level process that requires 10 / AML days plus 200 / AML MP for an 8th or 9th level, 20 / (3 * AML) days plus 400 / (3 * AML) MP for a 10th through 12th level, and 2.5 / AML days plus 100 MP for a 13th+ level.  This will protect a cloak or other similar garment.  Larger pieces of fabric may also be enchanted.  Each enchantment has a glowspot equal to 4 MP.

Magic Weapon and Armor Enchantments

These are 9th Level processes.  Each type (hit, damage, defense, T, Hm, and Range) must be learned separately.  See the section on Weapon Enchantments for the basic costs of these effects and the levels required.  The MP cost from that chart is used in the creation time and MP cost formulas.  The enchantment requires 20 / AML days/MP plus 400 / AML MP at 9th, 40 / (3 * AML) days/MP plus 800 / (3 * AML) MP at 10th, and 10/AML days/MP plus 100 MP at 13th.  Glowpsot is equal to the MP cost from the chart.

Spirit Combat Weapon and Armor Enchantments

These are 10th level Spirit Combat processes.  Each type (hit, damage, defense, and T) must be learned separately.  See the section on Weapon Enchantments for the basic costs of these effects (the level required is one higher than for a Magic Weapon Enchantment).  The MP cost from that chart is used in the creation time and MP cost formulas.  The enchantment requires 20 / AML days/MP plus 400 / AML MP at 9th, 40 / (3 * AML) days/MP plus 800 / (3 * AML) MP at 10th, and 10/AML days/MP plus 100 MP at 13th.  Glowpsot is equal to the MP cost from the chart.  These enchantments are usually placed on a small silver replica of the weapon.  They are only useable for the particular type of weapon (i.e. if you might use a Staff sometimes and a Sword other times, you must have two enchantments).  It is not possible to create permanent enchantments for fists.  The best bonus on a particular weapon may also be used as a bonus to the Form Weapon roll when attempting to use that weapon in Spirit Combat.

Permanent Magic Items

These items are similar to charged items except they are permanent and their SR does not decay with use.

Item Targeted Magic Items

This is a 9th level process.  These are items that the user pumps in the MP and it does the spell on itself (not on the user).  The most common uses are probably Enchantment on weapons (get that +6 or better weapon) and Flesh spells on armor (sometimes referred to as 'powered armor').  The maker must be 2 AML higher than the spell he is placing in the item.  It requires 1700 / (AML * AML) days per initial MP (1.2x for initial SP), 850 / (AML * AML) days per spell level, AML MP, 400sp of materials per initial MP (1.2x for initial SP) and 200sp of materials per spell level.  Glowspot is equal to initial MP that may be used to turn item on.  When in use, the continuing cost also contributes to glowspot.

Self Targeted Magic Items

This is a 10th level process similar to Item Targeted Magic Items.  The creator must be 4 levels higher than the level of the spell.  It requires 1700 / (AML * AML) days per initial MP (1.2x for initial SP), 1700 / (AML * AML) days per spell level, AML MP, 600sp of materials per initial MP (1.2x for initial SP) and 600sp of materials per spell level.  These may be targeted on any thing they are touching.  Glowspot is equal to initial MP that may be used to turn item on.  When in use, the continuing cost also contributes to glowspot.  These are normally called Rings.

Permanent Suck on its

This is an 11th level process similar to item targeted magic items.  The creator must be 5 levels higher than the spell desired.  It requires 1700 / (AML * AML) days per initial MP (1.2x for initial SP), 2550 / (AML * AML) days per spell level, AML MP, 900sp of materials per initial MP (1.2x for initial SP) and 1350sp of materials per spell level.  The spells save reduction is normally as if the caster were the level of the spell but may be increased if the 'Level' of the spell is increase.  This may be done to casters full level.  Glowspot is equal to initial MP that may be used to turn item on.  When in use, the continuing cost also contributes to glowspot.

Targeted Magic Items

This is a 13th level process similar to item targeted magic items.  The creator must be 6 AML higher than the spell he is placing in the staff.  It requires 1700 / (AML * AML) days per initial MP (1.2x for initial SP), 3400 / (AML * AML) days per spell level, AML MP, 1400sp of materials per initial MP (1.2x for initial SP) and 2800sp of materials per spell level.  These may be targeted like any other spell.  Range does effect SR where applicable (for missiles it affects Hm, not SR).  Remember that any item can only support one spell at a time.  Thus, a Short Clumsiness staff could be more useful than a Clumsiness staff.  The Short Clumsiness spell's effect, which may last many turns, has no continuing cost and is thus an instantaneous spell.  The Clumsiness spell has a continuing cost and lasts only as long as it is paid so only one person can be affected at once.  Glowspot is equal to initial MP that may be used to turn item on.  When in use, the continuing cost also contributes to glowspot.  These are normally called Staves.

Special Processes

Spell Transfer

This is a 10th level process.  It requires 170 / (AML * AML) days per initial MP (1.2x for initial SP), 170 / (AML * AML) days per spell level, and AML MP.  This process allows the mage to transfer control of a spell to the recipient.  This is very popular in those orc armies belonging to the demon lord.

Magic Lock

This is a 4th level process.  A magic lock can be made for any specific spell (and all series spells of lower level) up to the makers level + 4.  The lock requires 1 month to produce a lock 1 hex in size.  Such a lock will have a strength of 5 * AML * (AML + 1) and has 5 * DR.  The continuing cost is AML/month.  Since a 1 hex lock is not very useful, the mage will probably wish to expand it.  The lock may be increased 1 hex in radius (spherical) in one day.  This increases the continuing cost to AML * R * R / Month.  All MP required for a lock may be paid by anyone in the lock.  The owning mage may determine if extra MP will go to DR or to a 'Reserve'.  The MP reserve may be drawn upon to pay continuing cost at a rate of 1 continuing MP to 3 reserve MP.  The reserve may also be drawn upon to increase DR at the same rate.  The maximum reserve size is AML * AML * 12.  The locking strength may also be increased.  AML may be added to the locking strength each day increasing the continuing cost by 1 per hour.  The maximum monthly cost of a lock is MKL per turn.  Here is an example: Telekinesis Lock - 1km radius, 4/turn, S=6064.

MP Devices

MP Storers

This is a 12th level process for inefficient internal storers, 13th level for efficient internal storers or inefficient external storers and 14th level for efficient external storers.  An inefficient internal storer takes 600 / AML MP and 18 / AML days for a 1 MP storer.  An external storer takes 5 times as much, while an efficient storer takes 2 times as much.  Internal and external are the same meaning as for a public focus.  Inefficient storers require the user to supply 3 MP for each MP placed in the storer.

MP Growers

This is a 14th level process.  There are 2 types, internal and external (similar to MP storers).  One permanent MP gives either a 2 MP internal grower or a 1 MP external grower.  The time required depends on the source of the permanent MP:

A Willing Subject:
If the subject is willing and is a 6th level or higher mage, it only takes one (1) week per MP.  If the subject is willing but not a 6th level or higher mage (i.e. non-mage or 5th or less mage), it takes 245 / AML weeks plus 2520 MP per MP of the grower. 

An Unwilling Subject:
If the subject is unwilling and an intelligent being, it takes 490 / AML weeks plus 5040 MP per MP of the grower.  If the subject is an unwilling, non-sentient creature, it takes 980/AML weeks plus 10080 MP per MP of the grower.

People generally consider their MP equal to their soul so the time you saved with a willing subject will probably be less than the time required meeting their asking price.

The glowspot of a grower is equal to the MP the grower is.  Remember that it takes a 6 MP grower to get 1 MP per Hour.

Concentration And Intelligence Effects

Concentration may be used in magic item processes.  Concentration takes one extra day above the time to make a charged item or potion.  Concentration on a permanent item adds the equivalent of one spell level to the cost/time to make of a permanent item.

Mages are assumed to have a +5 INT.  For items (not potions) a mage with greater than a +5 INT may charge extra.  The extra he will charge is based on the increased value of the item.  The used charged item prices table shows the cost adjustment for a higher INT.  This table may also be used if the charged item maker has less than a +5 INT.

The increased cost of concentration is one extra day for potions, the cost of the extra spell level for permanent items, the higher of one extra day for charged items, or the extra value computed as if the maker's INTadj was increased by the amount of the concentration.

Assistants

A mage may use assistants in any of the magic item processes.  A mage may oversee up to his level number of assistants.  Each assistant actually works on one project time wise, but anyone may supply needed MP.  A mage one level lower than the master produces 3/4 of the master's output.  For this work the master usually pays him 8/9 of what that work is worth.  This means that the earning power of a mage of one level lower is 2/3.  These multipliers multiply up for each level lower, thus a mage two levels lower produces 9/16 work and is paid 64/81 its value.  The minimum level apprentice is 4th.  A clerical apprentice must be of the same religion.

Materials Required For Magic Items

Alchemists normally make the materials required for magic items.  Here is a chart:

Enchantment
Material
Value
Material Cost
Lv
Days

Potion
Blank
20sp
5sp
3
5

Sweet Potion
Blank
100sp
23sp
6
7

Sweet Potion 8th
Blank
40sp
15sp
8
1

Item Targeted Charge
Gem
20sp
15sp
8
1/5

Self Charge
Gem
40sp
30sp
8
2/5

Suck On It Charge
Gem
60sp
45sp
8
3/5

Targeted Charge
Gem
80sp
60sp
8
4/5

Item Targeted Magic Item
Gem
400xMP+ 200xSL
360xMP+ 160xSL
9
1xMP+1xSL

Ring
Gem
600xMP+ 600xSL
520xMP+ 520xSL
9
2xMP+2xSL

Suck On It
Gem
900xMP+1350xSL
780xMP+1230xSL
9
3xMP+3xSL

Staff
Gem
1400xMP+2800xSL
1200xMP+2600xSL
9
4xMP+4xSL

Storer 3/1 Internal
Gem
100xMP
60xMP
9
1xMP

Storer 1/1 Internal
Gem
200xMP
120xMP
9
2xMP

Storer 3/1 External
Gem
500xMP
300xMP
9
5xMP

Storer 1/1 External
Gem
1000xMP
600xMP
9
10xMP

A 3rd level alchemist makes 3sp/day.

SPIRIT PLANE

Normally, only spirits, who are usually called demons, inhabit the Spirit Plane.  Various spells, such as Hold Demon, allow a normal person to interact with spirits on the Spirit Plane.  Reality on the Spirit Plane is rather different than on the material plane.  Mere thoughts are capable of creating visible, and seemingly real, effects.  Most material creatures that enter the Spirit Plane appear in the same form as on the material plane, though perhaps somewhat transparent.  Some creatures have learned to appear differently.  Spirits may appear as anything from amorphous blobs, to normal appearing creatures.  Elemental spirits are one common type of demon that usually appears as blobs of their element.  Air elemental spirits are very transparent, though this does not really affect visibility.

Spirit Combat

Spirit combat is a special type of combat that takes place on the Spirit Plane.  This form of combat, like everything else that occurs on the Spirit Plane, is purely mental.  Damage is done to Mental Hit Points (Mpt).  To make an attack, compare the attacker's SCR with the defender's (the defender may get bonuses for equipment).  Attacks can critical just like normal combat, always using the Sharp Crit table.

Spirit Combat Rating

Spirit Combat Rating (SCR) is equal to SCL * 1.5 (round up) plus WILadj plus the better of INTadj or WISadj.  Clerics with a Strong Spirit association may add +2 (but must use WISadj), those with a Normal Spirit association may add +1 (and use WISadj).  Some types of demons are better in certain circumstances:

Type
Bonus
When

Beast
+1 SCR, +1 Dmg
Using fist

Earth
+1 SCR, +1 Dmg
Using fist

Fire
+1 SCR
Using sword only

Air
+1 SCR
Using staff

Water
+1 SCR
Using sword and shield

White
+2 SCR
Vs. Black or Undead

Black
+1 Dmg
Vs. White

Spirit Combat Equipment

Weapon
WIL w/shield
WIL w/o shield
Dmg
E

Shield
WIL
Bonus
E

Armor T/C
E

Dagger
7
5
1d4
2

Small
2
2
0

1/0
2

Demon Sword
11
7
1d6
3

Medium
4
3
1

2/1
4


18
12
1d8
4

Large
7
4
2

3/1
6


24
16
1d10
5

Demon
10
5
3

4/2
8

Doom Sword
30
20
1d12
6

Doom
13
6
4

5/2
10

Balrog Sword
35
23
1d12+1
7

Balrog
16
7
5

6/3
12

Staff
N/A
1
WIL + 2
1






7/3
14

Fist
N/A
1
WIL
0






8/4
16

The WIL column indicates the WIL required to use the weapon.  If a sword and shield is used, the sum of the two WIL requirements must not have a larger WILadj than the character's WILadj.  The Shield Bonus is added to the character's SCR to determine the defensive rating.  Defensive SCR with a weapon without a shield is +1.  A character fighting without any weapons at all just has the base SCR for defense.  A Staff grants a +2 defense bonus.

Will Damage

When a character uses a staff or fists, use the following table for damage:

1-4
5-9
10-11
12-13
14-15
16-17
18-19
20-22
23-25
26-29
30-34
35-40
41-45
46-50

1d2
1d3
1d4
2d4‑2
1d6
2d4‑1
1d8
2d4
1d10
2d4+1
1d12
2d6
1d12+1
2d6+1

51-55
56-60
61-65
66-70
71-75
76-80
81-85
86-90
91-95
96-100
-105
-110
-115
-120

1d12+2
2d8
1d12+3
2d8+1
3d6
2d10
3d6+1
2d10+1
3d6+2
2d12
3d8
2d12+1
3d8+1
2d12+2

Modes of Spirit Combat

There are several modes of Spirit Combat.

Mind Hold

This mode of combat is similar to hand-to-hand combat on the physical plane.  No weapons may be used (but armor may be worn).  Multiple characters may gang up together.  Their SCRs combine using the Multiple HtH table.  A combatant must disengage in order to leave.  Any combat to the Death or to Banish may become a Mind Hold combat.  To initiate Mind Hold combat, a character must make a SCR vs. SCR roll and succeed by at least 5.  Once engaged, any formed weapons are unformed (they may be formed again by a character who succeeds in disengaging).  If the combat was originally for Banishment, the loser may be held indefinitely before being banished.  This requires active restraint by at least one winner.

Binding

To initiate this mode of combat, a normal person must use the Bind Spirit spell.  Demons can initiate this mode of combat without using the spell.  This mode of combat may only be engaged between two opponents.  No one will be able to interfere in any way.  The first opponent reduced to 0 Mpt is bound.  A character can not die in this mode of combat, they will never be reduced below 0 Mpt.  Once the combat is over, both combatants immediately recover half the mental damage accrued.  If both combatants are reduced to 0 Mpt on the same turn, a draw is reached.  The spirits may choose to be mutually bound, though few people and demons agree to mutual binding.  A combatant may capitulate at any time.

To Banish

This is the standard mode of combat.  Multiple combatants may engage in this mode.  Death can not occur in this mode, any damage beyond 0 Mpt is ignored.  Unlike a binding, there is no immediate recovery.  A human who loses a banishment combat will be forced back to the physical plane.  They may not re-enter the Spirit Plane for 24 hours.  A demon that is banished may not return to the locale for a week.  A successful banishment effectively destroys an undead creature since the spirit must flee the body.  Any participant may capitulate at any point.

To Death

This mode of combat is rare.  Two combatants may agree to this mode of combat and have a Death Duel.  No one can interfere with a Death Duel.  Some demons are able to force any combatant into a Death Duel, in which case, any number of participants may join the fight.

Friendly

Sometimes people just want to have a friendly combat.  This may be for training purposes, or just to gauge each other.  In a friendly combat, all damage is Daily Mental Fatigue (death is possible if enough Mental Fatigue is accrued).  Any participant may withdraw at any time with no penalty.

Spirit Plane Magic

Some mental spells, and all the special Spirit spells may be used on the Spirit Plane.  Characters cast Spirit spells using their Spirit Combat Level.  If a character is memorizing both Spirit spells and Mage and/or Cleric spell, compute memorization using PML.

1st Level

Detect Demon I

3rd Level

Short Confusion, Mental Shield III

4th Level

Confusion, Detect Demon IV, Heal Mental Fatigue IV, Telepathy IV

5th Level

Hold Demon, Mental Shield V

6th Level

Telepathy VI

7th Level

Astral Walk, Banish Demon, Bind Demon, Mental Screen VII, Pentagram, Secret Telepathy, Summon Demon, Telepathic Search

8th Level

Support Spirit, Transfer Mental Hit Points, Support Spirit

9th Level

Spirit to Real

10th Level

Transfer Spirit

14th Level

Bind Spirit, No Shape
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