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This work is an extension of the players handbook. It contains all the general spells, rituals, and rules for magic, for chronicles of the road.
After many tedious attempts to make a character sheet which can contain all the spells, cantrips, auras, rituals, shapes, and methods, which a caster can learn, we decided to move all that information to a separate book, to make it easily available to the player, so to limit the need for descriptions of spells on the character sheet itself.

The books contain the rules for spell casting and a description of each spell and its effects which specific shapes.

We encourage GMs to be creative both with creating new spells and with combining methods and shapes that are not described in this book.
If a GM allow a specific use of a spell, for the sake of consistency we encourage the GM to write down exactly what effect the combination have.
For this purpose, we have left pages at the back of this book empty, for the GM to write such rules on.
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Spirit
A spirit is the mental and magical body of a character.
Soul
A soul is the combination of the physical body and the spirit.
[bookmark: _Toc80627816][bookmark: _Toc201225030]Sizes
	Length
	Abbreviation
	Meters

	Millimetre
	mm
	0.001m

	Centimetre
	cm
	0.01m

	Decimetre
	dm
	0.1m

	Meter
	m
	1m

	Dekametre
	dam
	10m

	Hectometre
	hm
	100m

	Kilometre
	km
	1000m



	Square
	Abbreviation
	Meters

	Millimetre
	mm2
	0.000001m2

	Centimetre
	cm2
	0.0001m2

	Decimetre
	dm2
	0.01m2

	Meter
	m2
	1m2

	Dekametre
	dam2
	1m2

	Hectometre
	hm2
	1m2

	Kilometre
	km2
	1m2



	Cube
	Abbreviation
	Meters

	Millimetre
	mm3
	0.001m

	Centimetre
	cm3
	0.01m

	Decimetre
	dm3
	0.1m

	Meter
	m3
	1m

	Dekametre
	dam3
	10m

	Hectometre
	hm3
	100m

	Kilometre
	km3
	1000m
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Vampiric Smite
Vampiric smite is a variation to any smite spell, which is caused by the vampiric smite proficiency.
Spirit Reaping
Spirit reaping is a variation to vampiric smite, which is caused by the Spirit Reaping proficiency.
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[bookmark: _Toc80627819][bookmark: _Toc201225033]Might
The might of magic shows how complicated it is. This is primarily used to indicate how difficult it is to dispel it.
Whether the might of a spell have any significance for that spell, is written in the spell’s description.
Mighty Power Levels
A character may dedicate power levels to increase the might of a spell. Each power level increases the division of the spell by 1, only for the purpose of calculating its might.
[bookmark: _Toc80627820][bookmark: _Toc201225034]Power Level
A character may use no more power levels on 
a single spell than the division of the skill, which he uses to cast the spell. For each Power Level, the caster must spend 1MP.
Dedicated Power levels
Dedicated power levels affect only that which they have been dedicated to. For instance, do power levels dedicated to range does not affect the duration or effect of the spell.
Scaling Shapes (Magic Amplification)
The combination of some shapes with some spells gives a scaling, amplifying effect. 
Shapes which have a power level 0, add 1 to the scaling.
Scaling is always written with a number and a target.





	Spell Power Level
	[bookmark: _Toc201225035]Amplifier Power Level

	
	
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24

	
	1
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25

	
	2
	2
	4
	6
	8
	10
	12
	14
	16
	18
	20
	22
	24
	26
	28
	30
	32
	34
	36
	38
	40
	42
	44
	46
	48
	50

	
	3
	3
	6
	9
	12
	15
	18
	21
	24
	27
	30
	33
	36
	39
	42
	45
	48
	51
	54
	57
	60
	63
	66
	69
	72
	75

	
	4
	4
	8
	12
	16
	20
	24
	28
	32
	36
	40
	44
	48
	52
	56
	60
	64
	68
	72
	76
	80
	84
	88
	92
	96
	100

	
	5
	5
	10
	15
	20
	25
	30
	35
	40
	45
	50
	55
	60
	65
	70
	75
	80
	85
	90
	95
	100
	105
	110
	115
	120
	125

	
	6
	6
	12
	18
	24
	30
	36
	42
	48
	54
	60
	66
	72
	78
	84
	90
	96
	102
	108
	114
	120
	126
	132
	138
	144
	150

	
	7
	7
	14
	21
	28
	35
	42
	49
	56
	63
	70
	77
	84
	91
	98
	105
	112
	119
	126
	133
	140
	147
	154
	161
	168
	175

	
	8
	8
	16
	24
	32
	40
	48
	56
	64
	72
	80
	88
	96
	104
	112
	120
	128
	136
	144
	152
	160
	168
	176
	184
	192
	200

	
	9
	9
	18
	27
	36
	45
	54
	63
	72
	81
	90
	99
	108
	117
	126
	135
	144
	153
	162
	171
	180
	189
	198
	207
	216
	225

	
	10
	10
	20
	30
	40
	50
	60
	70
	80
	90
	100
	110
	120
	130
	140
	150
	160
	170
	180
	190
	200
	210
	220
	230
	240
	250

	
	11
	11
	22
	33
	44
	55
	66
	77
	88
	99
	110
	121
	132
	143
	154
	165
	176
	187
	198
	209
	220
	231
	242
	253
	264
	275

	
	12
	12
	24
	36
	48
	60
	72
	84
	96
	108
	120
	132
	144
	156
	168
	180
	192
	204
	216
	228
	240
	252
	264
	276
	288
	300

	
	13
	13
	26
	39
	52
	65
	78
	91
	104
	117
	130
	143
	156
	169
	182
	195
	208
	221
	234
	247
	260
	273
	286
	299
	312
	325

	
	14
	14
	28
	42
	56
	70
	84
	98
	112
	126
	140
	154
	168
	182
	196
	210
	224
	238
	252
	266
	280
	294
	308
	322
	336
	350

	
	15
	15
	30
	45
	60
	75
	90
	105
	120
	135
	150
	165
	180
	195
	210
	225
	240
	255
	270
	285
	300
	315
	330
	345
	360
	375

	
	16
	16
	32
	48
	64
	80
	96
	112
	128
	144
	160
	176
	192
	208
	224
	240
	256
	272
	288
	304
	320
	336
	352
	368
	384
	400

	
	17
	17
	34
	51
	68
	85
	102
	119
	136
	153
	170
	187
	204
	221
	238
	255
	272
	289
	306
	323
	340
	357
	374
	391
	408
	425

	
	18
	18
	36
	54
	72
	90
	108
	126
	144
	162
	180
	198
	216
	234
	252
	270
	288
	306
	324
	342
	360
	378
	396
	414
	432
	450

	
	19
	19
	38
	57
	76
	95
	114
	133
	152
	171
	190
	209
	228
	247
	266
	285
	304
	323
	342
	361
	380
	399
	418
	437
	456
	475

	
	20
	20
	40
	60
	80
	100
	120
	140
	160
	180
	200
	220
	240
	260
	280
	300
	320
	340
	360
	380
	400
	420
	440
	460
	480
	500

	
	21
	21
	42
	63
	84
	105
	126
	147
	168
	189
	210
	231
	252
	273
	294
	315
	336
	357
	378
	399
	420
	441
	462
	483
	504
	525

	
	22
	22
	44
	66
	88
	110
	132
	154
	176
	198
	220
	242
	264
	286
	308
	330
	352
	374
	396
	418
	440
	462
	484
	506
	528
	550

	
	23
	23
	46
	69
	92
	115
	138
	161
	184
	207
	230
	253
	276
	299
	322
	345
	368
	391
	414
	437
	460
	483
	506
	529
	552
	575

	
	24
	24
	48
	72
	96
	120
	144
	168
	192
	216
	240
	264
	288
	312
	336
	360
	384
	408
	432
	456
	480
	504
	528
	552
	576
	600

	
	25
	25
	50
	75
	100
	125
	150
	175
	200
	225
	250
	275
	300
	325
	350
	375
	400
	425
	450
	475
	500
	525
	550
	575
	600
	625


Even optimal use of power levels: green. | Uneven optimal use of power levels: orange. 
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[bookmark: _Toc178267740]Table 1 – Magical Duration
	Name
	Duration

	Instant
	The spell is cast instantly. After it have been cast, it cannot be dispelled.

	Short Actions
	6 Actions. If unused, the actions will linger for only 6 minutes.

	Long Actions
	24 Actions. If unused, the actions will linger for only 30 minutes.

	Short Combat
	6 Rounds/minutes

	Combat
	Until the end of the combat. 
If cast out of combat: 30 minutes.

	Short Hours
	6 Hours

	Single Day
	24 Hours

	Single week
	1 Week

	Medium Weeks
	4 Weeks

	Long Weeks
	10 Weeks

	Concentration (Con.)
	The spell last as long, as the caster concentrate on it.

	Bated Breath
	The spell last while the character can hold his breath.

	CC:
This may be an optional duration. If so, this duration is written in super script at the primary duration.
	The character may spend a CC when casting the spell. If he does, the spell last until:
· The character who cast it chose to end it, 
· The character who cast it dies,
· The spell is dispelled, by a regular dispel.
· A condition must be set by the caster, when it is met, the CC end.

NB! The character may choose to sacrifice 1MP permanently when casting a spell that have this duration. If he does, the spell is permanent.

	CC Object & CC Subject
	See Curses and Consecration on page 19.

	Permanent
	The magic is permanent. If nothing else is mentioned, it can be dispelled as any other spell.


Spells with a duration between short actions and long weeks, can increase their duration through dedicated power levels.
Each power level dedicated to duration increase the duration once.
Concentration Checks
Spells which last while the character concentrate on them requires the characters undivided attention.
A character who gets interrupted or disturbed, must make a PSY check to maintain his concentration.
If the disturbance comes in the form of damage, the character must subtract that damage from his DC.
A failed concentration check means that the spell is dissolved. If the character chose to turn his attention elsewhere, the spell is also dissolved.

Divided Concentration: A character with this proficiency makes but one concentration check for all spells they are concentrating on and subtract the normal modifiers for divided concentration.

[bookmark: _Toc80627822]Bated Breath: The spell end when the character draw breath or dies. But not when they lose consciousness.
See Breath in the Players Handbook. 
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	Name
	Range

	Personal
	The character cast the spell on himself. This does include the equipment which he carries, in cases where that is relevant.

	Touch
	The character cast the spell on someone who he touches.

	Short
	10 areas / 15 meters

	Medium
	50 areas / 75 meters

	Long
	500 meters

	Extreme
	5km

	Distant
	50km

	Global
	The spell can reach any point on the planet from which it is cast or any point on the planet’s moons or satellites.

	Line of sight
	The spell can reach any target which the character can see.
For a blind character see touch.
A spell with this range, which is being cast by a symbol or any kind, have a range of touch.

	Interplanar
	The character may cast this spell on any point in the multiverse. The requirement for the character to do so is, that he knows the place either by having been there or by having arcane coordinates for the place.



Spells with range Short to Distant can be extended through dedicated power levels. 
Each dedicated power level, increase the range once.
[bookmark: _Toc80627823][bookmark: _Toc201225038] Dispelling own magic
If a character wish for a spell he cast to be dispelled, he may dispel it at any time. All the player needs to do for this to happen is to inform the GM that he wishes for the spell to end, and so it ends.
A permanent or instant spell cannot be dispelled in this manner.
[bookmark: _Toc80627824][bookmark: _Ref139112715][bookmark: _Ref139113496][bookmark: _Ref139113710][bookmark: _Toc201225039]Conflicting Magic
When two spells conflict with each other, the older spell must try to resist the younger one might vs might after the resistance table. If it resists, the younger spell is dissolved. If it fails, the older spell is dissolved.
[bookmark: _Toc80627825][bookmark: _Toc201225040][bookmark: _Toc312338446][bookmark: _Toc326312414]Physical Manifestation (F)
A physical manifestation is a spell which effect is completely physical. Such a spell cannot be resisted with willpower.
[bookmark: _Toc80627826][bookmark: _Toc201225041]Suicide Spells
In an extreme situation, a character may choose to sacrifice his own life, to cast a spell.
When a spell caster makes the decision to cast a spell in this manner, he may release the bonds that limits his mind from casting higher power levels.
The Suicide Spells MP
A suicide spell consumes all the characters spirit, it contains all his remaining MP as well as 1 point of MP for each point of PSY the character has.

Example: The character has 4 MP left, and 16 PSY. His suicide spell is cast with 20 power levels, which reduce his MP to -16 and thus he dies.
The Suicide Spells DC
When a character initiates a suicide spell and his natural defences, which usually prevent him from killing himself, the characters mind is sharpened to their limit. For a few moments, the character reaches a perfect almost divine stage.
A suicide spells receive no negative modifiers, for any reasons. Its minimum DC is 20, regardless of which SL the character has in the skill which he uses to cast the spell.
NB! If the character succeeds with casting the spell, it is cast with irresistible force, regardless of the level of success on the skill check. The spell is thus cast with irresistible force.
See The effect of a destroyed spirit under Astral damage, in the core rules, for the effect of a suicide spell.
[bookmark: _Toc80627827]

[bookmark: _Toc201225042]Memory
A character must have his spells fresh in his memory, to be able to cast them. For this purpose, the character must memorize his spells.
It is possible for a character to have INT/2 spells memorized at the same time. A character who exceeds his capacity, is forced to forget something. Player decide which spells are actively memorised at any given time, so long as the character have time to memorize the spells.
Memorizing a spell: When a character memorizes a spell, he read it into his memory. This means that he sharpens his memories of all the intricate details of the spell, which are required for casting it. 
This takes as many hours as the spells division +1.
A character is only forced to memorize his spells, when he is knocked unconscious or wish to change which spells, he has memorized.
See grimoires on page 164.
[bookmark: _Toc312338467][bookmark: _Toc314479478][bookmark: _Toc318410914][bookmark: _Toc318413624][bookmark: _Toc318414165][bookmark: _Toc318415065][bookmark: _Toc326310180][bookmark: _Toc326312432]Skills: Effectively the rules for the different skills, utilized for spell casting, are the same, except for medium, which use spell slots instead of memorizing spells.


[bookmark: _Toc80627828][bookmark: _Toc201225043][bookmark: _Ref423532974][bookmark: _Toc437600411][bookmark: _Toc437600428][bookmark: _Ref456170687][bookmark: _Ref456170694][bookmark: _Toc463064725][bookmark: _Toc471442408][bookmark: _Toc534957568][bookmark: _Toc437600453][bookmark: _Toc246967318][bookmark: _Toc246967272][bookmark: _Toc246967273]Schools & Sorcery



[bookmark: _Toc312338516][bookmark: _Toc318414208][bookmark: _Toc318415108][bookmark: _Toc326310211][bookmark: _Toc326312479][bookmark: _Toc312338498][bookmark: _Toc318414191][bookmark: _Toc318415091][bookmark: _Toc326310197][bookmark: _Toc326312460]
[bookmark: _Toc80627829][bookmark: _Toc201225044]Schools
A school of magic is a skill extension which symbolize a set of laws pertaining to nature and magic. To use the spells which belong to a school, the character must have studied the school of magic tenaciously to have gained complete understanding of the rules that govern them.
When having gained a school of magic, the character may learn its spells, which he may then use through channelling, lithomancy, or chakra to alter the arcane weave.
NB! Not all skills have access to all schools. A skill which cannot learn the school, cannot use spells from the school.
[bookmark: _Toc80627831][bookmark: _Toc201225045]Sorcery
Sorcery is a form of magic which the character can perform by intuition. In opposition to schools of magic, sorcery require no knowledge of how magic is performed, whatsoever.
A person who is born with sorcery, can perform cantrips related to that sorcery, from an early age.
Although most sorcery is dormant at birth, a few exceptional cases may show signs of such abilities, while still being in the crib.
A sorcery is a single spell, which is written on the character sheet as a skill extension.
This spell follows the following rules:
· Memory: Sorceries do not need to be memorised or studied and they cannot be forgotten, thus, they do not consume space in the characters memory.
· Source of power:
· A sorcery is cast with either mana or stamina, depending on what kind of skill it is built towards.
· INT, PSY and CHA based skills use Mana.
· STR and END based skills use Stamina.
· When the character gains his sorcery, if he bases it on a DEX based skill, he may choose either Stamina or Mana.
· Methods: 
· Sorcery cannot be performed as ceremonies, Invocations, or symbols, but as cantrips and all other spells.
A character who wants to use rituals and symbols, must learn the spell through a regular school of magic.
· The character must learn the methods he wishes to use with the sorcery.
· If a character learns magic both as a sorcery and as a regular spell, the spell may be cast as a quick action.
· A character can gain a joining spell as an individual sorcery. But as sorceries are not memorized, having two individual sorceries does not permit the character to cast them as joining spells.
· Acquiring Sorceries: 
· Sorceries can only be acquired through character proficiencies or racial abilities.
· Shapes: 
· A sorcerer can use all shapes, which the sorcery can use, without having to learn them.
· The maximum DC of a sorcery, using anything but the basic shape, is 15.
· See sorcery specializations in the players handbook.
· Skills and DC: 
· When the character gains a sorcery, the player must choose a skill, to which his sorcery is connected. Like schools of magic build up towards channelling, sorcery build up towards the chosen skill.
· Channelling, Medium, Lithomancy, Chakra and Arcane Lore cannot be connected to sorceries.
· The spell is cast without negative modifiers for its division, as it is regarded as a standard part of the skill.
Special Ceremonies
Some ceremonies can be gained as sorceries.
These cannot be cast, but rather remain as a passive ability which the character may not even realize is magical in nature.
Life Extension
Instead, the character may choose to halt their ageing, whenever and for as long as they wish.
Create Food and Water
The character does not need sustenance. Any food or drink the character consume, is purely for the satisfaction of their tastebuds.
A character who gains this sorcery as a racial ability, gain +6 END. This does not increase their Max end.
Summon Familiar
When gaining this sorcery, the character may choose an animal of any kind, so long as it is indeed an animal.
Starting at fine and Stupid, the characters familiar gain 2 power levels which the character may distribute on size and spirit, for each division of the skill which this sorcery builds upon.
The character has telepathy with his familiar at a global range.
NB! This sorcery can only be gained for skills relating to animals, such as animal training or riding.
The Rite of Ashkente
Upon touch, the character can sense how long other people have left to live. If the character has the sense of time merit, the character can tell exactly when they will die.
In addition, the character can sense undead beings within a range of SL areas.
Upon touching a deceased victim, the character can tell how they perished and how long it has been since the fact. 
Though they do not know who were present upon the fact, the character can feel the final emotions of the victim.
[bookmark: _Toc201225046]Minor Sorcery
Minor Sorceries follow all the same rules as those that apply for normal sorceries.
However, a minor sorcery only contains a single method of a single shape.
Note that the shape of a minor sorcery, always has an initial price of 0 Power Levels.



[bookmark: _Toc201225047]Schools of Magic
To learn spells, the character must know a school that allows for that spell to be learned, these schools are extensions to a range of skills which can be found in Players Handbook.

[bookmark: _Toc80627833]

[bookmark: _Toc201225048]Animal Magic
	Animal Magic

	Spell
	Division
	Price
	Page

	Possession
	3
	4
	

	Teeth of the wild
	1
	2
	

	Chameleon
	0
	1
	

	[bookmark: _Hlk174182799]Nathorn’s Curse of Loyalty
	5
	12
	

	Wallcrawling
	3
	4
	

	Detection
	1
	2
	

	Transcending Tongue
	1
	2
	

	Spirit Call
	4
	5
	

	Friendship
	1
	2
	


[bookmark: _Toc80627841][bookmark: _Toc201225049][bookmark: _Toc80627835]Body Magic
	Body Magic

	Spell
	Division
	Price
	Page

	Hibernation
	5
	12
	

	Enchanted Sleep
	2
	3
	

	Rejuvenation
	0
	1
	

	Quickness
	0
	1
	

	Maquillage
	1
	2
	

	[bookmark: _Toc78639056]Vilya’s Breath
	1
	2
	

	Paralysis
	2
	3
	

	Isari’s Tics
	3
	4
	

	Force Jump
	0
	1
	


[bookmark: _Toc80627838][bookmark: _Toc201225050]Chaos Magic
	Chaos Magic

	Spell
	Division
	Price
	Page

	Smite
	0
	1
	

	Confusion
	2
	3
	

	Blight
	1
	2
	

	Covenant*1
	2
	2
	

	Distraction
	0
	1
	

	Possession*
	3
	4
	

	Bind Demon*
	3
	8
	

	Control Demon*
	2
	3
	

	Detection*
	1
	2
	

	Transcending Tongue*
	1
	2
	

	Spirit Call*
	4
	5
	

	Friendship*
	1
	2
	

	Nathorn’s Curse of Loyalty
	5
	12
	


[bookmark: _Ref29316299][bookmark: _Toc437600425]*Requires Demonology.
1: Only a medium may cast this spell.
[bookmark: _Ref139113840]Corruption
Some spells within chaos magic have a risk of corruption. Whenever something has a risk of corruption, it is noted with a Percentage.
If the person who have the risk roll less than the percentage with 1D100, the unfortunate victim is corrupted.
When corrupted, the corrupted person becomes demonic in his nature and may thus be affected by spells that can only affect demons.
If the corrupted person gains something specific from being corrupted, it is noted under that which corrupt them. Otherwise, they gain 1 mutation point. The GM decide supremely how the point is to be spent. If he has no plan, he may roll on the random mutation table, found in the Summoners Monster Manual, or save them for later.
If a character gains more Corruption than their PSY division, their mind is disrupted and give birth to a Dream Demon with a will of its own, within their own dream. That demon might manifest itself as voices in the characters head, severe nightmares, and impulses which the character must struggle to control.
When the demon wants the character to act, it will try to take control of the characters who must resist it will power vs will power on the resistance table. As the demon is a manifest of the characters own mind, they have the same willpower upon the demon’s birth.
Each point of corruption the character gain, increase the demon’s willpower by 1.
[bookmark: _Toc80627839][bookmark: _Toc201225051]Cosmos
	Cosmos

	Spell
	Division
	Price
	Page

	Smite
	0
	1
	

	Dispel
	0
	1
	

	Focus Objects
	0
	2
	

	Mana-Link
	0
	-
	

	Mending
	0
	1
	

	Protection
	0
	1
	

	Banish
	1
	2
	

	Create Food 
and Water
	1
	2
	

	Detection
	1
	2
	

	Mark of attachment
	1
	4
	

	Open
	1
	2
	

	[bookmark: _Toc80357862]Telekinesis
	1
	2
	

	Casting Circle
	2
	8
	

	Identify Text
	2
	3
	

	Enchant Container
	3
	8
	

	Enchant Map
	3
	8
	

	Mana-vault
	3
	8
	

	Possession
	3
	4
	

	Summon Familiar
	4
	4
	

	Teleportation
	5
	12
	

	Nexus
	7
	16
	

	Permanence
	7
	16
	


[bookmark: _Toc201225052]
Distortion Magic
	Distortion Magic

	Spell
	Division
	Price
	Page

	Interception
	2
	3
	

	Anti-magical Lock
	1
	2
	

	Dissonance
	1
	2
	

	Conduit
	1
	2
	


Dissonant Spells
Characters who cast dissonant spells, do not use regular magic. Instead, they distort the magical universe around them, thus dispelling and destroy the magical bonds which is tied by spells or nature.
Spells which the character can cast under this school, are cast without the use of specific verbal and somatic components. This also means that the character does not have to memorize these abilities.
[bookmark: _Toc80627836][bookmark: _Toc201225053][bookmark: _Toc246967284]Emotional Magic
	Emotional Magic

	Spell
	Division
	Price
	Page

	Frenzy
	4
	5
	

	Lure
	1
	2
	

	Imbue Courage
	1
	2
	

	Fear
	2
	3
	

	Friendship
	1
	2
	

	Nathorn’s Curse of Loyalty
	5
	12
	


[bookmark: _Toc80627837][bookmark: _Toc201225054]Holy Magic
	Holy Magic

	Spell
	Division
	Price
	Page

	Smite
	0
	1
	

	Mark of attachment
	1
	4
	

	Spore
	2
	3
	

	Covenant*
	2
	3
	

	[bookmark: _Toc78640496]Holy Light
	0
	1
	

	Healing Touch
	0
	1
	


*Only a medium may cast this spell.
[bookmark: _Toc80627847][bookmark: _Toc80627842][bookmark: _Toc201225055]
Illusion Magic
	Illusion Magic

	Spell
	Division
	Price
	Page

	Sonic Mimic
	0
	1
	

	Phantom Image 
	0
	1
	

	Lens
	4
	5
	

	Arcane Message
	0
	1
	

	Chameleon
	0
	1
	

	Distraction
	0
	1
	

	Arcane Vision 
	1
	2
	

	Silence
	1
	2
	

	Far-sight
	3
	8
	

	Metric Eye
	1
	2
	


Illusion (I)
Illusions are used to cheat the senses. They are always physical, but they can be resisted if the victim is aware that it is an illusion.
To resist an illusion, the victim must overcome the illusions difficulty with their own INT after the resistance table.
The minimum basic difficulty of any illusion is 10, unless otherwise stated at that illusion.
If the character has a skill which is relevant for the illusion he is trying to make, he may use the skill level instead of the minimum basic difficulty.
The more power a character push into the spell, the harder it become to resist. Each power level increases the difficulty by 4.
When damaged by an illusion, the character’s conviction that he has been damaged, is so powerful, that his body will sustain physical damage.
[bookmark: _Toc80627850][bookmark: _Toc201225056][bookmark: _Toc312338515][bookmark: _Toc318414207][bookmark: _Toc318415107][bookmark: _Toc326310210][bookmark: _Toc326312478]Life Magic
	Life Magic

	Spell
	Division
	Price
	Page

	Rejuvenation
	0
	1
	

	Healing Touch
	0
	1
	

	Healing Ritual
	5
	12
	

	Maquillage
	1
	2
	

	Life Extension
	4
	10
	

	Cleanse
	0
	1
	

	Blessing of Life
	5
	12
	


[bookmark: _Toc201225057]
Lithomantic Magic
	Lithomantic Magic

	Spell
	Division
	Price
	Page

	Protection
	0
	1
	

	Enchant Map
	3
	8
	

	Arcane Maelstrom
	1
	2
	

	Ley-line Scrying
	1
	2
	

	Dispel
	0
	1
	

	Hijack Spell
	3
	4
	

	Absorption
	3
	4
	

	Arcane Maelstrom
	1
	2
	


[bookmark: _Toc80627844][bookmark: _Toc201225058]Nature Magic
	Nature Magic

	Spell
	Division
	Price
	Page

	Bark-skin
	1
	2
	

	Stoneward
	0
	1
	

	Rapid Growth
	3
	4
	

	Control Plants
	2
	3
	

	Spore
	2
	3
	

	Theoton’s Sense
	0
	1
	

	Traceless
	0
	1
	


[bookmark: _Toc80627845][bookmark: _Toc201225059]Necromancy
Necromancy is a school of magic which work with understanding death and manipulating the dead.

	Necromancy

	Spell
	Division
	Price
	Page

	Blight
	1
	2
	

	Animate Object
	5
	12
	

	Possession
	3
	4
	

	Corpse-Light
	3
	4
	

	Control Undead
	1
	2
	

	Baelfire
	7
	16
	

	Spirit-prison
	7
	16
	

	Spirit Stone
	7
	16
	

	Ancestral Communion
	2
	6
	

	Telekinesis
	1
	2
	

	Absorption
	3
	4
	

	Spirit Call
	4
	5
	

	The Rite of Ashkente
	4
	10
	


*These spells, have a risk of necrotic corruption.
Necrotic corruption
Necrotic corruption is a Curse Skill. The Cursed character loses 1 point of INT and gain1 point of PSY, for each SL.
If the characters INT hit 0 or if the curse reach max, the character is turned into a Necrotic wraith See the summoners monster manual.
[bookmark: _Toc201225060]
Primal Magic
	Primal Magic

	Spell
	Division
	Price
	Page

	Smite
	0
	1
	

	Identification
	0
	1
	

	Create Ice
	0
	1
	

	Blight
	1
	2
	

	Scorched Earth
	2
	3
	

	Permafrost
	2
	3
	

	Stormfront
	2
	3
	

	Stoneward
	2
	3
	

	Mist
	4
	10
	

	Create Water
	0
	1
	

	Wind Control
	1
	2
	


[bookmark: _Toc201225061][bookmark: _Toc80627846]Spell Folding
This is a school of magic. The character has knowledge of Lacronium patterns and may learn spells, which they may cast only with symbols. See the spell casters handbook.

	Spell Folding

	Spell
	Division
	Price
	Page

	Anti-magical Lock
	1
	2
	

	Banish
	1
	2
	

	Smite
	0
	1
	

	Conduit
	1
	2
	

	Dispel
	0
	1
	

	Distraction
	0
	1
	

	Enchanged Sleep
	2
	3
	

	Force Jump
	0
	1
	

	Frenzy
	4
	5
	

	Healing Touch
	0
	1
	

	Holy Light
	0
	1
	

	Imbue Courage
	1
	2
	

	Lure
	1
	2
	

	Mind Shield
	0
	1
	

	Phantom Image
	0
	1
	

	Protection
	0
	1
	

	Unholy Darkness
	0
	1
	

	Wind Control
	1
	2
	


[bookmark: _Toc201225062]Thought Magic
	Thought Magic

	Spell
	Division
	Price
	Page

	Distraction
	0
	1
	

	Seizure
	2
	3
	

	Confusion
	2
	3
	

	Detection
	1
	2
	

	Mind Shield
	0
	1
	

	Stop
	0
	1
	

	Transcending Tongue
	1
	2
	

	Mind-link
	1
	2
	


[bookmark: _Toc80627848][bookmark: _Toc201225063][bookmark: _Toc246967278][bookmark: _Toc312338517][bookmark: _Toc318414209][bookmark: _Toc318415109][bookmark: _Toc326312480][bookmark: _Toc246967286]Unholy Magic
	Unholy Magic

	Spell
	Division
	Price
	Page

	Smite
	0
	1
	

	Unholy Darkness
	0
	1
	

	Blight
	1
	2
	

	Covenant*
	2
	2
	

	Mark of attachment
	1
	4
	

	Spore
	2
	3
	


*Only a medium may cast this spell.
[bookmark: _Toc80627840][bookmark: _Toc201225064][bookmark: _Toc80627849]War Magic
	War Magic

	Spell
	Division
	Price
	Page

	Battle Sense
	4
	5
	

	Frenzy
	4
	5
	

	Rejuvenation
	0
	1
	

	Quickness
	0
	1
	

	Imbue Courage
	1
	2
	

	Force Jump
	0
	1
	


[bookmark: _Toc201225065]Whether Magic 
	Whether Magic

	Spell
	Division
	Price
	Page

	Stormfront
	1
	2
	

	Rain
	1
	2
	

	Mist
	4
	10
	

	Weather Forecast
	0
	1
	

	Weather Control
	6
	14
	

	Wind Control
	1
	2
	







[bookmark: _Toc80627851][bookmark: _Toc201225066]Methods
The method by which a character cast magic, may drastically alter the effect of the magic. This following section contains methods which a character may learn.
[bookmark: _Ref481836455][bookmark: _Toc178267742]Table 3 – Methods 
	Cantrips

	Skill Extensions
	Division1
	Price
	Requirement
	Type
	Ref.

	Arcane Offense
	-
	-
	Special2
	Method, Cantrip
	

	Passive Spell
	-
	-
	Special2
	Method, Cantrip
	

	Cantrip
	0
	0
	-
	Method, Cantrip, ISE
	16

	Shapeshifting
	-
	-
	Special2
	Method, Cantrip
	



	Spells

	Skill Extensions
	Division1
	Price
	Requirement
	Type
	Ref.

	Counter Spell3
	0
	1
	Lithomancy
	Method, Spell
	

	Spell
	0
	0
	-
	Method, Spell, ISE
	

	Reaction Spell
	2
	3
	-
	Method, Spell
	

	Inverted Spell
	1
	2
	-
	Method, Spell
	

	Master Spell
	4
	5
	-
	Method, Spell
	



	Ceremonies

	Skill Extensions
	Division1
	Price
	Requirement
	Type
	Ref.

	Quick Ritual
	0
	0
	-
	Method, Ceremony, ISE
	

	Inverted Quick Ritual
	0
	1
	-
	Method, Ceremony
	

	Ritual
	0
	0
	-
	Method, Ceremony, ISE
	

	Inverted Ritual
	0
	1
	-
	Method, Ceremony
	

	CC of Object
	2
	3
	-
	Method, Ceremony
	

	Inverted CC of Object
	2
	3
	CC of Object
	Method, Ceremony
	

	CC of Subject
	3
	4
	-
	Method, Ceremony
	

	Inverted CC of Subject
	3
	4
	CC of Subject
	Method, Ceremony
	

	Stabilization
	3
	4
	-
	Method, Ceremony
	



	Symbols

	Skill Extensions
	Division1
	Price
	Requirement
	Type
	Ref.

	Simple Symbol
	0
	0
	-
	Method, Symbol, ISE
	

	Trap
	2
	3
	-
	Method, Symbol
	

	Seal
	3
	4
	Trap
	Method, Symbol
	


1: Each spell use methods which their own division. This division here only signifies the division the character must have to learn it.
2: The character needs a heroic proficiency, or a Lacronium weapon and Lacronious Stance, to use this method.
3: Counter spell can only be used with Lithomancy and only if the character uses a Lithomantic Wand.

[bookmark: _Toc80627852]

[bookmark: _Toc201225067]Cantrips

Arcane Offense
Might: 0

An arcane offense is a method which combine an attack, from a regular weapon or unarmed combat, with Smite.
Arcane offense adds the smite spell’s damage type, as well as all of its properties, to the regular attack.
NB! To use an arcane offense, the character must be able to perform cantrips, without a somatic component.
Aura Casting
Action Type: Action
Might: The aura uses the casters willpower.

This method alters the casters own aura, see Charisma in The Players Handbook. Aura Casting consumes no MP.
[bookmark: _Ref139113769]Cantrip
Might: 0

Cantrips are not immensely powerful, indeed, they are often quite weak. They can however be quite utilitarian, especially for traveling magi and apprentices.
The following rules apply to all cantrips:
· A cantrip is not cast in power levels.
· It cost 0* MP.
· Cantrip allows the use of shapes, and they may do so, at no extra cost to MP, DC, or AP.
*A character who lose their wits and start bursting out cantrips like a lunatic, may abuse them so heavily that MP is required. As a rule of thumb, the continual use of cantrips for 10 minutes straight, will cost the character 1MP.

Arcane Lore: Cantrips can be used to determine a casters magical ability, as they can be cast in a variety of ways, depending on the casters SL division.
Apprentice
Skill Division: 0
The cantrip is cast using both a somatic and a verbal component.
Adept
Skill Division: 3
No DC check is required to cast the cantrip.
The caster can use cantrips using either a somatic or a verbal component and may use cantrips to create special effects for their spells, increasing the complexity of the action by 1 level.
Master
Skill Division: 4
The caster cast his cantrips by a mere thought and may use cantrips as special effects for other actions, without increasing their complexity.

Passive Magic
Might: A passive spell uses the casters willpower.

A passive spell is a lingering magical effect, that the character use, continually and subconsciously.
The following rules apply to all passive spells:
· The character can cast a limited number of spells as passive spells. Which spells he can cast passively, depends entirely on the proficiency that gave him access to passive spells.
· Passive spells cannot spend Power Levels on Shapes, Duration or Range.
· They must use the Shapes noted by them in their proficiency table.
· These spells have a Power Level of the Characters Level/2 to a maximum of 5.
· Passive Spells can be dispelled, as any other spells.
· It is a quick action to activate a passive spell.
· A character can only maintain one passive spell at a time.
Shapeshifting
Action: Very Complex Action
Might: Shapeshifting use the casters willpower.
NB! Shape shifting may be done in the preparation turn.

Shapeshifting is not a regular spell but an innate magical ability. Hence, no spell is directly connected to this method.
The following rules apply: 
· The character can take the shape of 1 specific creature, for each time he has the shapeshifting ability.
· The character must roll the physical attributes of the animal separate from his own.
· When the character is in his animal form, other animals will believe that he is indeed that animal.
· Animals of the same kind is never aggressive against the character.
· The size of the animal must be between 1 and 7.
· In the animal form, the character may only use magical abilities that requires neither the use of somatic nor verbal components.
Exception: Animals which have fingers, such as primates or squirrels, may use spells that requires only a somatic component.
· If the caster tries to speak a human language, in their transformed state, the one to whom they speak must succeed with an INT check, to understand what the transformed character is saying.
· The caster has all the skills and abilities of the animal, so long as he is in the animal’s form. If the characters own versions of those skills are higher, the character may use their own skills in the animal form.
· If the character suffers wounds, they are transferred to the other shapes as a percentile.
Example: Orion have 15 HP in his human shape but only 5 HP in his fox shape.
While in his fox shape he suffers 1 damage. 1 damage is 20% of his total HP. His human HP therefore suffers wounds equivalent to 20% of its total health, which is 3.
In conclusion, Orion suffers 3 damage to his human HP, but only 1 damage to his fox HP.
Always round the damage suffered up, when it is transferred to another shape!

[bookmark: _Toc80627853][bookmark: _Toc201225068]
Spell Types
[bookmark: _Toc312338450][bookmark: _Toc318414159][bookmark: _Toc318415059][bookmark: _Toc326310171][bookmark: _Toc326312418][bookmark: _Toc437600419][bookmark: _Ref20658070]
Casting a Spell
When a character a variety of things may happen, depending on the skill check:
Success: The spell is cast.
Significant success: The spell is cast at full effect.
Perfect success: The spell is cast at full effect, with irresistible force. See irresistible force bellow.
Failure: The spell is not cast and the character loose no MP on the attempt.
Fumble: If a character fumbles when trying to cast a spell, that spell will miscast. See the rules for miscast in the players handbook.
Irresistible Force
Might: x4
When a spell is being cast perfectly, with no trace of error, that spell is impossible to resist by willpower alone. Hence the target of such a spell, may not try to resist the spell, with his willpower.
DC of Spells
When a character tries to cast a spell, he must make a skill check for whatever skill he uses to cast it.
The DC is first modified as with all other skill extensions. Then the characters spells power level beyond the first, is subtracted. The formular looks like this:
SL -(Spells Division x3) -(Power level -1).
Spell
Might: (Spell Division x 3) + Power Level.

This method is the most common of all methods. There are no special rules for it.
Counter Spell
Might: (Spell Division x 3) + Power Level.

A counter spell is a reaction which cast a spell that conflicts with the spell with which it is used. See Conflicting magic on page 4.
Only spells and Cantrips can be dissolved by this method. A counter spell has no effect on a Ceremony or a symbol.
Example: Casting Confusion with the Counter Spell method conflicts with the Confusion Spell.
Reaction Spell
Might: (Spell Division x 2) + Power Level.

This method is a reaction. It is usually used for defensive purposes and less effective than other spells because it must be performed quickly and without warning.
Regular casting: If a character chose to use a reaction spell with a normal action, instead of as a reaction, multiply Spell Division by 3 instead of 2.
Inverted Spell
Might: (Spell Division x 3) + Power Level.

An inverted spell has the opposite effect of the regular spell.
[bookmark: _Ref20658086]Master Spell
This method works with all other methods. This includes cantrips, ceremonies and symbols alike.
The master spell use MP from a magical field together with or instead of, the characters own MP.
Casting Circle: If the caster uses a magical field created by a Casting Circle, the magical field collapse, if the caster fumbles. 
The caster and all pillars in the circle, then miscast with a might, increased by the total MP in the circle. 
Natural Magical Fields: Natural magical fields can be found on places of power, such as on a lay line nexus.
If the character fumbles a master spell on a natural magical field, he miscast as he normally would. The might of the spell is increased by 1D20+5.
Joining Spell
Might: (Spell Division x 3) + Power Level.

This special and rare type of spell combines the casting of several spells at once.

· To cast a joining spell, the spell caster must first have memorized a combination of spells as a Joining Spell.
· The division of the memorized joining spell is equivalent to the number of spells memorized + the division of the spell with the highest division.
· The base power levels are the same for all the spells, but dedicated power levels are worked out separately for each spell.
· The same spell cannot join with itself.
Example: Trine have memorized Burning Smite and Protection as a joining spell.
The division of this joining spell is 2: (2 spells which both have division 0 = 2+0)

She chose to cast a base power level of 3, which means both spells are cast with 3 power levels for 3 points of MP.

She then chose to use 1 power level on the shape: Ward for the protection spell, and 1 power level of enchantment for the Burning Smite. 

She thus spends 5 MP to cast 4 power levels of Protection and 4 power levels of Burning Smite.


[bookmark: _Toc437600443][bookmark: _Ref481837488][bookmark: _Toc80627854][bookmark: _Toc201225069]
Ceremonies
[bookmark: _Toc312338442][bookmark: _Toc326312412]
These methods follow the same rules as regular rituals. To perform any ceremony, the character must have access to the written ritual. For instance, from his grimoire or a holy text.
Ceremonies and MP
While a character performs a ceremony, he spends 1MP every hour, so long as he is actively performing the ceremony.
When the ceremony is complete, the character spends an additional MP equivalent to the ceremonies Power Level.
Ceremonies and DC
A ceremony always succeeds unless someone interrupt the character during the ceremony.
Circumstances of casting
Ceremonies cannot be cast during battle or in otherwise stressful situations but must be performed while the character have all the time he need, to cast his ceremonies.
[bookmark: _Ref20658129]Curse or Consecration
The difference between a curse or a consecration, is only whether it is positive or negative for the subject of the curse or the consecration.
There is no difference between the rules of the two.
Permanently Sacrificed CC
A character may choose to sacrifice permanent CC when casting a curse or a consecration.
A character who does this no longer count as the caster of the curse or the consecration and thus, he may no longer chose to cancel it.
[bookmark: _Toc80627855][bookmark: _Toc201225070]Inverted Ceremonies
Each ceremony exists in both a regular and an inverted form, each are separate skill extensions.
An inverted ceremony has the opposite effect of the regular ceremony. Exactly what this means, is described at each spell which can use this method.
[bookmark: _Ref20658106]Inverted Curses & Consecrations
of Inanimate Objects
The inverse curse or consecration of an inanimate object dissolves the inanimate objects curse or consecration on the spot. This does not require any resistance checks.
Inverted Curses & Consecrations
of Living Subject
The inverted curse or consecration of a living subject, reduce the curse or consecration skill, of that curse or consecration, by 1 points of EXP for each power level.
A curse or consecration with maximum SL, can no longer be dissolved.
[bookmark: _Toc80627856][bookmark: _Toc201225071]Quick Ritual
Might: (Ritual division x 6) + Power Level.

This method is the simplest form of ceremonies. A quick ritual, count as a ritual, but only take 1/6th of the time of a regular ritual.
[bookmark: _Toc80627857][bookmark: _Toc201225072][bookmark: _Ref20658118]Ritual
Might: (Ritual division x 9) + Power Level.

This method is a simple ceremony that follow the rules of a normal ritual.
[bookmark: _Toc80627858][bookmark: _Toc201225073][bookmark: _Toc312338443]Meditation
Might: (Ritual division x 9) + Power Level.

Meditations take a single hour to cast. After they have been cast, the caster may extend the ceremony by meditate over it. If he does, the duration of the meditation is increased once, for each hour. During this time, the caster does not regain MP.
[bookmark: _Toc80627859][bookmark: _Toc201225074]
Stabilization
Range: Touch
Duration: Long Weeks – 10 weeks
This method is a ritual which is used to change illusions from being imaginary things, into material things.
Illusions created with this method, can only be seen through, by the aid of magic. Such as phantom image with the immunity shape.
When the duration of such a spell runs out, it is possible to defy the stabilized illusion, only with a successful, hard INT check.
[bookmark: _Toc80627860][bookmark: _Ref139112651][bookmark: _Toc201225075]Curses & Consecrations 
of Inanimate Objects
Might: (Ritual division x 9) + Power Level
When cursing or consecrating an object, the character who cast the spell maintain that spell upon that object.
Dissolving a CC of an inanimate object
1. A CC of an object cannot be dissolved through regular dispel.
2. The Inverted CC of Object can dissolve the curse.
3. The caster of a CC may choose to cancel it at any time, with a global range. 
4. The caster regains his CC if the cursed object moves outside of his range. This makes the duration of the curse permanent, and the caster of the CC can no longer remove the curse at will.
5. The caster of a CC can choose to place a condition upon the CC. If he does the CC is dispelled upon fulfilment of the condition.
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Curses & Consecrations
of Living Subjects
Might: (Ritual division x 9) + Power Level
A curse or consecration of a living subject, force a talent unto the subject. The higher SL this talent has, the more powerful the curse have become.
See curses and consecration skills in the players handbook under mystical skills.
Dissolving a CC of a living subject
1. A CC can be dissolved through the means of dispel if the SL of the curse is bellow division 1 and have not been dissolved automatically.
2. The caster of a CC may choose to cancel it at any time, with a global range.
3. The caster of a CC can choose to place a condition upon the CC. If he does the CC is dispelled upon fulfilment of the condition, so long as the CC’s SL are bellow maximum.
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Symbols
A symbol is magic, written with lines of power. Upon receiving mana, these lines function the same as a character, casting a spell. This grants the ability to cast spells, to people who are not in possession of magical abilities, themselves. 


Power Levels of Symbols
If nothing else is defined, all symbols activate with the same amount of power levels as they were drawn with.
Manufacturing
Manufacturing a symbol is always successful.
Symbols and CC
A trap or a seal which contain a CC, spend a CC from whoever activate the symbol. A permanent seal spends its own CC.
Willpower
All symbols have a willpower which is equivalent to the DC of the character who created the symbol or 1D10+10, if the GM do not know who created it.
Arcane Lore
A character can attempt to identify any visible symbol before it cast its spell. This takes as long time as it would take to scribe the symbol.
Note that the scribing time is used, regardless of how the symbol was manufactured.
Detecting a symbol
Invisible symbols can be detected, through such means as the skill: arcane sense, the perception extension: Danger sense or the spells: sense.
Alternatively, they can be seen through the spell: Arcane Sight.
NB! If nothing else is defied at the method which the character use to detect the symbol, the character does not know that it is a magical symbol he detects. Instead, he will just sense a general discomfort at the presence of the symbol.
Analysing Symbols
Analysing a symbol, the character read all the lines of the symbol to determine what each part of the symbol does, using arcane lore.
Anyone in possession of arcane lore can determine whether a symbol is a cantrip, a spell or a ceremony, at a glance.
Analysing a spell have the same modifiers as recognizing them with arcane lore.
Success: The analysis takes half the time it would take to draw the symbol.
Significant success: The analysis takes a quarter of the time it would take to draw the symbol.
Perfect success: The analysis takes 1/10th of the time it would take to draw the symbol.
Failure: The analysis takes 4 times the time it would take to draw the symbol.
Fumble: The analysis takes 10 times of the time it would take to draw the symbol.
The might of symbols
A symbol has a might separate from the spell which it cast. Dispelling the spell after it have already been cast, is almost always easier than dispelling the symbol which it’s bound with.
The might of the spell in a symbol, is as it would be if a character had cast the spell.
Power levels
All symbols can contain as many power levels as the character can cast.
Skill Levels of Symbols
Where it is relevant, a symbol count as having the same skill level as the one who made the symbol or 15 if the casters skill level is unknown.
Simple Symbol
Might: As the spell.
A symbol cast spells the same way as a character using the skill with which it was drawn.
Note that there are some modifications for a spells range and in certain cases also for the target of the symbol.
Range
The range of simple symbols depends entirely on their size. For each cm2 the symbol has a range of 10 areas.
Spells with a range of personal or touch, always requires that the target touch the symbol.
Activation
A symbol can be activated by a user who must:
· Use either the same skill as the symbol was drawn with or lithomancy.
· Determine how many power levels he wish to use. No more than he could if he cast the spell himself and no more than the power level which the symbol was drawn with.
When a character activates a symbol, he cast the spell which is bound in that symbol, with no negative modifiers to his skill check.

[bookmark: _Toc312338455]Success: The symbol activates, and the spell is cast.
Significant success: See Success. Any variable effects of the spell are maximized.
Perfect success: See significant success. The symbol remains intact and may be spent a second time.
Failure: The symbol does not activate but the character may try to activate it again.
Fumble: The symbol causes the character to miscast and is burned out.

Burn Out
When drawing a symbol, the character creates magical pathways on an object. When mana pass through these pathways, force is generated, which burn the objects spiritual components. The exact effect of this, depends on how the symbol was manufactured.
Drawing
A symbol can be drawn with pen and *ink, to do this, the character must have at least division 4 in a language.
This takes an amount of time, depending on the method which the character is trying to draw into the symbol.
Cantrips: Cm2 minutes.
Spells: Division x Cm2 x 5 minutes.
Ceremonies: Division x Cm2 Hours.
Burn out: The ink of the symbol is turned into embers due to the powerful magical energies which runs through it. If the symbol is drawn upon a flammable material such as paper, parchment, papyrus or cloth, the material ignites and is burned to ashes within a few seconds.
A damaged drawing: A drawn symbol which have been damaged, for instance by getting wet, can be redrawn by a person with arcane lore. 
· The character who redraws a symbol must first analyse it. If they succeed with analysing it, they do not need to make another skill check to redraw it.
· Redrawing a symbol takes half the amount of time it would take to draw it from scratch.
· If the character who draw the symbol know the spell bound to it, no analysis is needed and redrawing the symbol is done in half the normal time of drawing a symbol.
· The material on which a symbol is drawn, must not be damaged.
· If the symbol is completely erased, it cannot be redrawn, unless the character has Arcane Sight active during the entire process.

Materials: Drawings do require a physical drawing to be made. It does not require it to be made with ink. A character who wishes to paint a symbol with blood on a wooden board, or chalk on a stone surface, may do so.
Engraving
The character must have at least division 4 in his craft to be able to engrave symbols.
This takes an amount of time, depending on the method which the character is trying to engrave into the symbol.
Cantrips: Cm2 x 5 minutes.
Spells: Might x Cm2 hours.
Ceremonies: Might x Cm2 days.
Burn out: The magical burn out of the spell reduces the objects BV by 1. If the symbol is drawn upon an object with durability, the durability is reduced by 1D3.
Sculpture
Requirement: Nexus
A sculpture must have at least division 5 in his craft to sculpture a magical symbol.
This takes an amount of time, depending on the method which the character is trying to carve into the sculpture.
Cantrips: dm2 x 6 hours.
Spells: Might x dm2 Days.
Ceremonies: Might x dm2 weeks.
The following rules apply for sculptures:
· A sculpture is carved in Decimetres instead of centimetres.
· The character activating a sculpture must sacrifice 1 MP, which is permanently lost. 
· When a sculpture is activated, it remains active, permanently.
· A sculpture affects anyone and everyone within range.
· Sculptures do not burn out.

A sculpture is limited to:
· Shields
· Fields (Circles)
· Spheres (Spheres are cased in intervals around the sculpture. The interval is determined by the sculpture, though it cannot be more frequent than once each round of combat.)
· Aura (Shape)
· Any thought- and emotional magic.
· Spells which increase the duration of other magic.
Thought and Emotional Magic
Thought and emotional magic symbols affect all subjects within range, so long as they can see the symbol.
Resisting a symbol of this type normally, is not possible. Instead, the characters will automatically try to resist the power level of such symbols with their PSY division, on the resistance table.
Tattoo
Requirement: Animist or Shaman
Some tribes and cultures utilize magical tattoos. This is rare and civilized magi rarely delve into such endeavours.

A magical tattoo is a symbol, carved directly into the characters skin. This is a craft on its own, which the character must learn as a unique skill.
Getting a tattoo, is a very painful process. The caster must place his entire concentration and magical power into the magical symbol, which he draws upon the characters skin.
This takes an amount of time, depending on the method which the character is trying to tattoo into the symbol.
Cantrips: Cm2 x 10 minutes.
Spells: Might x Cm2 x 5 Hours.
Ceremonies: Might x Cm2 Days.
Burn out: A tattoo does not burn out.
Activation: Only the character wearing it, may activate it. 
Rules for tattoos
· A tattoo must be made on a specific body region. 
· If the body region is damaged, there is a risk of the tattoo taking damage:
· Cantrips: 2%.
· Spells: 5%.
· Ceremonies: 10%.
· The needles used to create a tattoo can only be made using the ritual Create Tattoo Needles, on page 165.
[bookmark: _Toc312338765][bookmark: _Toc318414442][bookmark: _Toc318415342][bookmark: _Toc326312711][bookmark: _Ref418286123][bookmark: _Toc312338749][bookmark: _Toc318414423][bookmark: _Toc318415323][bookmark: _Toc326312692]Removing a tattoo
Tattooed symbols can only be removed through physical violence, magic, fire, corrosion, or other damage which cause heavy scaring. If the damage is healed through magical means, the tattoo is restored as well.
Trap
Might: (Symbol Division + Modifier* + Power Level) x 10
*The modifier for a trap is 2.

Range: Special
Duration: Single Week
A trap function as a symbol, with the following changes:
· The trap must be activated after it has been drawn.
· When a victim touches the trap, the spell bound to the trap is cast.
· The trap always cast its spell successfully.
· A trap does not need to be drawn visibly. Instead, it can be drawn using just a finger and raw magical power, on the place where the caster wants the trap.
Seal
Might: (Symbol Division + Modifier* + Power Level) x 10
*The modifier for a seal is 3.
Range: Touch
Duration: Single Week

A seal function as a trap. There are many types of seals, each type of seal is a separate method which can only be drawn upon one type of object.
Modified seal
After a seal have been placed, the character may modify it by placing a second seal, binding it to the first one. The second seal is bound to the same triggers as the first one. This count as a single seal, which contains an additional spell.
Each spell in the modified seal has its own power levels, which does not affect the other spells in the seal.
When a seal is modified, it takes up at least one additional cm2.
Activation of a seal
Range: Medium - 50 areas / 75 meters
A seal can only have one activation method, chose one from the lists bellow, in accordance with the type of seal:
Weapon Seal:
1. When the weapon is drawn.
2. While the weapon is drawn.
3. When the character attack with the weapon.
4. When the weapon hit a target.
5. When the user of the weapon speaks a predetermined word while the weapon is drawn.
Armour Seals:
1. When someone don the armour.
2. When someone hit the armour.
3. When the armour is damaged.
4. When whoever don the armour is damaged.
5. While someone is wearing the armour.
Jewel Seals: 
1. When someone take the jewel on.
2. While someone is wearing the jewel.
3. When someone take the jewel off.
4. When whoever wear the jewel speak a predetermined word.

Door Seals:
1. When the door is opened.
2. While the door is open.
3. When the door is closed.
4. When something other than a key enters the lock.
5. When an uninvited guest pass through the door.
Area Seals:
The area cannot be greater than the range of the spell.
The area may not be divided by walls, doors, or things akin to that.
For instance, it can be a room, but not a house.
1. Someone enters or leave the area.
2. Someone who fulfil a preset condition set enters or leave the area.
3. Someone does a predetermined action within the area.
Breaking a seal
Releasing a spell which is bound within a seal, is called breaking the seal.
· A seal is broken when its activation requirements is fulfilled or when an opening spell is cast upon it.
· A normal seal burns out when it is broken, but it does not affect the object which it was cast upon.
· A permanent seal does not burn out.
· Whoever activate a normal seal is regarded as the caster of the spell which it contains.
· The seal itself is regarded as the caster if it is permanent.
· Spells that need a target or other instructions can have either default instructions set by the caster or be able to receive instructions through a skill, but not both. 
Examples: A chain need to know its targets and a teleportation spell need to know where to move the target.
· The skills which a seal can receive instructions through is the same skill which it was created by and lithomancy.
Creating a magical artifact with seal
A caster does not need to possess all parts of the process to create a magical artefact.
It is enough that each caster who takes part in the process, knows the spells which he himself is responsible for.
Everything in the creation process must be done in a strict order:
1. Draw the seal.
2. Modify the seal, if needed.
3. Use the permanence ritual (optional).
4. Supply the seal with a source of Mana, such as nexus, Spirit Trap or Mana-vault (optional and only if permanent).
5. Activation.
At step 2, 3 and 4, the caster must make a DC check with the appropriate modifiers for the spell he tries to cast.
If any step result in a failure, the entire process is restarted from step 1.
When a magical artefact is completed, it needs activation. Whoever activate a magical artifact also activate the permanence and nexus spells rituals.
Activating a magical artefact requires that the character have the skill which the original seal was drawn with or lithomancy, but it does not require a skill check.


[bookmark: _Toc80627863][bookmark: _Toc201225078]Shape
Shapes are passive skill extensions, which activates with special dedicated power levels. The following rules apply:
· To use the shape, the character must spend the amount of power levels, noted at the shapes table of each spell. Usually this is 1 power level for each division of the shape.
· Some shapes can be combined. If this is the case, it is noted at the shape or at the spell.
· A character may use a shape, with a spell that does not have that shape specified if the GM permits it. What then happens, is determined by the GM. For the sake of consistency, the GM should take notes of what happens, when using shapes with spells in an untraditional manner.
· Always use the duration/range of the shape if they are present.
· A shape does not require space in the characters memory.
Area of Effect (AOE)
If the target of the spell is a place rather than a person, the spell count as AOE. Any character located within an AOE, may try to make a DEX check if the purpose of the AOE is to cause damage.
A success means that the character manages to react, before he is subject to the full effect of the spell, effectively cutting the damage in half, before any ABS is considered.
Note: An evasive leap or a Protection reaction spell, is advisable under these circumstances!
Learning Shapes
From level 0, a character may choose one shape, and for each level they gain one additional shape.
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	Shapes

	Skill extensions
	Type
	Combinations
	Ref.

	Augmentation
	Shape
	-
	

	Aura
	Shape
	-
	

	Basic Shape
	Shape, ISE
	-
	

	Chains
	Shape
	-
	

	Combinations
	Shape
	-
	

	Cones
	Shape
	-
	

	Create Object
	Shape
	-
	

	Enchantments
	Shape
	-
	

	Fields
	Shape
	Combo: Metric Eye
	

	Magic Missile
	Shape, ISE
	-
	

	Shield
	Shape
	-
	

	Spheres
	Shape
	Combo: Metric Eye
	

	Spirits
	Shape
	-
	

	Transformations
	Shape
	-
	

	Walls
	Shape
	-
	

	Wards
	Shape
	-
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[bookmark: _Toc80627864][bookmark: _Toc201225079]Augmentation
The character gains the ability to augment a spell, thus making it more powerful.
Augmentations can augment either a spell or a shape. In either case it is noted under the spells which can use it.
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Duration: Short Combat – 6 rounds/minutes
Range: Personal
As opposed Aura Casting, this shape does not utilize the casters aura. Instead, this shape cast a spell which radiate from its target. The power level of the shape determines the range of the aura.
Exactly what an aura does, is defined at each spell, using this shape.
Radius: Auras have a radius of the initial area which the person who have the aura stands in +2 areas for each power level dedicated to the aura’s radius.
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This shape is the shape a spell has if no shape is used.
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Chains
Range: Short – 10 areas / 15 meters
Duration: Instant
When a chain hit a target, the target is subject to the effect of the chain. The chain then continues to the next target. This continues until the chain is out of power. The spell loses 1 power level for each jump it makes.
A chain cannot hit the same target more than once and the caster select the first target of the chain. After the first target, the chain jump to the nearest subject.
[bookmark: _Toc80627868][bookmark: _Toc201225083]Combinations
A combination is the act of using the formulars of one spell, during the casting of another, this granting the spell which is being cast either a hint of the other spells effect or a completely different spell, in combination of the two.
For each power level spent on combinations, one additional spell may be combined with the first.

Example: A character who wish to combine hibernation with Burning Smite and Frozen Smite must spend 2 power levels on combinations.
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Cones
Range: Special
Duration: Special
While most cones are physical, none of them are solid. They affect whatever pass through them or whatever they are directed towards, so long as they are within range.
Cones may be blocked by objects which are practically bigger than the character trying to avoid the cone.
Thus, a character may not hide behind his friends, but it is perfectly reasonable to block a cone by crouching behind a large shield, a wall or by laying down behind a dead horse.
Note that if a player concocts a creative way to hide from the cone, it should only be allowed if the method is reasonable.
Range of cones
The cone always originates at the caster’s hand and have a height and a width, depending on the power level of the cone.
Duration of the cone
initially a cone has a duration of 1 action. For each power level the character spends specifically on duration, the duration last for 1 additional action, during which it may be redirected.
A cone with a duration automatically ends if the caster loose concentration of it.

Small Cone
Level Requirement: 0
Initial Dimensions
Width: 1 area.
Height: 2 areas.
Increasing Dimensions
The dimensions of a small cone cannot increase with power levels.
Medium Cone
Level Requirement: 3
Initial Dimensions
Width: 2 areas.
Height: 4 areas.
Increasing Dimensions
For each power level spent specifically on the cones size, the player may distribute a total of 2 areas on its width and height.
Large Cone
Level Requirement: 6
Initial Dimensions
Width: 3 areas.
Height: 6 areas.
Increasing Dimensions
For each power level spent specifically on the cones size, the player may distribute a total of 4 areas on its width and height.
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Create Object
Range: Touch
Duration: Combat
These shapes are used to create objects in solid materials.
Create Trinket
Level Requirement: 0
The character creates a small, detailed object, such as a jewel, a key, or a copy of a letter.
Create Tools and Weapons
Level Requirement: 2
The character creates a single tool or weapon, with normal properties for that item. 
Each power level creates a single item.
Create Armour
Level Requirement: 4
The caster creates an armour with properties as either cloth, leather armour or mail. The visual effects of the armour reveal its type.
The armour covers the entire body and is created either on the caster himself, in his hand or on someone he touches.
This armour has 3ABS and 15 durability. Each power level beyond the first increase durability by 5 and ABS by 1.
Create Hardened Armour
Level Requirement: 6
See create armour. The caster creates a plate armour. 
This armour has 6ABS and 6 BV. Each power level beyond the first increase BV by 3 and ABS by 1.
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Range: Touch
Duration: Combat CC spell
The caster enchants a specific item. Which effect this has, is noted at each spell.
The following rules apply:
· Enchantments may be combined, spending power levels on each type of enchantment.
· An enchantment only affects a single object.
Enchanted Tool
Level Requirement: 0
In accordance with the wish of the caster, the DC of the user of an enchanted tool is either increased or decreased, by 1 for each power level of the spell.
Enhanced Durability
Level Requirement: 0
The enchanted objects BV is increased by 1 for each power level of the spell.
Soft materials such as cloth or leather gain 6BV at the first power level, or as much BV as their ABS, whichever is higher.
Clingy
Level Requirement: 3
A clingy object wants to be in touch with the characters skin at all times. To lay down the object, the character must overcome the casters willpower with his own, after the resistance table.
Blur
Level Requirement: 6
The enchanted object becomes blurred and its location hard to pinpoint.
Weapons: Parries against a blurred weapon suffers from +2 to the flaw: Clumsy.
Armour: Attacks against a character wearing a blurred armour suffer +2 to the flaw: Clumsy.
Slippery
Level Requirement: 6
The object becomes slippery to hold. The user of the object suffers a +2 to the flaw: Clumsy.
Shoes: A character wearing shoes, enchanted to become slippery, suffers are -2 movement penalty.
A character may negate this by using the Skiing & Skating skill extension, under the normal rules for skiing and skating.


[bookmark: _Toc80627872][bookmark: _Toc201225087]Fields
A field affect all who are located within the field. To be affected by a field a character must touch it. Exactly which effect a field have, is described under each spell.
Circle
Focus Object: A Disc
Range: short – 10 areas / 15 meters
A circle affects an area with a diameter of X. 
Y is added to the circle’s diameter, for each power level spent on the size of the field.

	
	Small
	Medium
	Large

	Requirement
	Level 0
	Level 3
	Level 6

	X=
	1 area
	5 areas
	10 areas

	Y =
	1 area
	3 areas
	5 areas



Square
Focus Objects: Flat Square
Range: Short – 10 areas / 15 meters
This shape initiates as a 1 by 1 square to which the character may distribute X areas between width and length and an additional Y area for each power level spent explicitly on the size of the square.

Example: A large square with no additional power levels is a 1x1 square which may distribute 8 squares; thus, it could be either of the following shapes: 1x9 rectangle, 2x8 rectangle, 3x7 rectangle, 4x6 rectangle, 5x5 square

	
	Small
	Medium
	Large

	Requirement
	Level 0
	Level 3
	Level 6

	X =
	0
	3
	8

	Y =
	1
	3
	5


Irregular fields
Focus Object: Droplet
Range: Short – 10 areas / 15 meters
An irregular area covers a number of contiguous areas. The caster may distribute the areas as he please, so long as each area is located next to another covered area.
	
	Small
	Medium
	Large

	Requirement
	Lvl 0
	Lvl 3
	Lvl 6

	Starting Areas
	1
	10
	20

	+1 Power level
	+2 areas
	+5 areas
	+10 areas


Combo: Metric Eye
For each power level spent on this shape, the character may choose up to 5 areas inside his field, which will remain unaffected by the field.
Example: A character cast a field: circle of Frozen Smite. He spends 3 power levels on its size and an additional 2 power levels on Combo: Metric Eye.
His field now covers a circle with a radius of 10. Within this circle, he may choose up to 10 areas which are not frozen over.
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Range: Medium – 50 areas
Duration: Short Actions
Summoning magic missiles is an easy task which requires no skill check.
Hitting with a magic missile function the same as all other range weapons.
The missile is always summoned inside the area which the caster occupy.
A magic missile hit the total health of the target.
A significant or perfect success to hit, cause maximum damage.
After a magic missile have caused its damage, the magic keeping it together is dissolved.
Range: The range of magic missiles cannot be increased by power levels. 
the range of the spell is intended for ranges weapon modifiers only.
Firing Action: Casting this spell summons the magic missiles but does not fire them.
Firing magic missiles is a quick action, costing 1AP. 
The action can fire either a single missile or as many missiles as was summoned by each power level.
Number of missiles: This shape summons scaling 1 missiles.
Aimed Missile: The character can aim with a magic missile. When he does this, the magic missile will hit and damage one body region of the characters choice. The damage is cut in half.
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Range: Touch
The caster must touch at least 1 of the focus objects that form the periphery of the shield, to perform this spell.
Duration: CC Spell.
Focus Objects: 9 stone marbles
The marbles must be enchanted together as a single focus object.

These shapes create a shield to protect an area or an entrance. The protected area must be encircled in 9 stone marble focus objects.
Anyone who tries to pass through the spell’s barrier, will be subject to the spells effect. 
NB! Spells that teleport or create an effect past the barrier, are not subject to passing the barrier.
[bookmark: _Ref456345781]Disc
Level Requirement: 0
This shield is flat. It may have any shape so long as it is placed inside a frame.
Dome
Level Requirement: 3
This shield forms a dome over an affected area.
NB! It is entirely possible to dig under a dome.
Bubble
Level Requirement: 6
This spell creates a bubble, which covers the entire area both above and below the ground.
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Spheres
Range: Long – 500 meters.
Duration: Instant.
Focus object: a stone marble.
This shape affects a three-dimensional space, in the area of a sphere or a ball.
Coverage of the sphere
The first power level of a sphere causes its effect in a sphere with a diameter of two 2 areas.
The player may choose to spend any additional on either additional spheres or more power.
The effect of a sphere is applied only once, to each character inside the sphere, regardless of the size of the character.

Example: A character who cast Frozen Smite, using a small sphere, at power level 5, may create 1, 2, 3 or 4 spheres, causing a total of 4D6 points of cold damage.
Size of spheres
A sphere has a diameter of 3 areas. Each power level spent specifically on size increase the spheres diameter by 2 areas.
Combo: Metric Eye
For each power level spent on this shape, the character may choose up to 10 areas3 inside his spheres, which will remain unaffected by the sphere.
Example: A character cast a sphere of Frozen Smite. He spends 3 power levels on its size and an additional 1 power levels on Combo: Metric Eye.
His sphere now covers a radius of 4,5 areas, or a total of 382 areas3. Within this circle, he may choose up to 10 areas3 which takes no cold damage.
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Spirits
Spells cast with this shape summons a spirit, with the properties of the spell, enslaving it to the will of the caster. Exactly what effect this has, is noted under each spell.
All spells which use this shape, can affect a certain size, depending on the power level. See the following table unless something else is described at the spell.
[bookmark: _Toc178267744]Table 5 – Spirits and power levels
	E
	Fine
	Diminutive
	Tiny
	Little
	Average
	Large
	Enormous
	Gigantic
	Kolossal
	Little Titan
	Medium Titan
	Large Titan

	1
	1T6
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-

	2
	2T6
	2
	1
	-
	-
	-
	-
	-
	-
	-
	-
	-

	3
	3T6
	3
	1
	1
	-
	-
	-
	-
	-
	-
	-
	-

	4
	4T6
	4
	2
	1
	1
	-
	-
	-
	-
	-
	-
	-

	5
	5T6
	5
	2
	1
	1
	1
	-
	-
	-
	-
	-
	-

	6
	6T6
	6
	3
	2
	1
	1
	1
	-
	-
	-
	-
	-

	7
	7T6
	7
	3
	2
	2
	1
	1
	1
	-
	-
	-
	-

	8
	8T6
	8
	4
	2
	2
	2
	1
	1
	1
	-
	-
	-

	9
	9T6
	9
	4
	3
	2
	2
	2
	1
	1
	-
	-
	-

	10
	10T6
	10
	5
	3
	3
	2
	2
	2
	1
	-
	-
	-

	11
	11T6
	11
	5
	3
	3
	3
	2
	2
	2
	-
	-
	-

	12
	12T6
	12
	6
	4
	3
	3
	3
	2
	2
	-
	-
	-

	13
	13T6
	13
	6
	4
	4
	3
	3
	3
	2
	-
	-
	-

	14
	14T6
	14
	7
	4
	4
	4
	3
	3
	3
	-
	-
	-

	15
	15T6
	15
	7
	5
	4
	4
	4
	3
	3
	-
	-
	-

	16
	16T6
	16
	8
	5
	5
	4
	4
	4
	3
	1
	-
	-

	32
	32T6
	32
	16
	10
	10
	10
	9
	9
	9
	-
	1
	-

	48
	48T6
	48
	24
	16
	15
	15
	15
	14
	14
	-
	-
	1




Spirit
Level Requirement: 0
Range: Short – 10 areas / 15 meters
Duration: Con.
If the caster who lose his concentration, the spirit returns from whence it came.
Spirits which have been summoned with this shape, are bound so strongly that they have no will of their own. Thus, their PSY, INT and CHA and all that is based on these, are utterly supressed.
They have no skills of their own but use the skills of the caster.
The caster must fully control all their actions.

Manifestation
Level Requirement: 3
Range: Short – 10 areas / 15 meters
Duration: Long Weeks – 10 Weeks
Manifestations are less supressing towards the mind of a spirit, than the spirit shape. It exists in two forms:
Will-less Manifestation
The enslaved spirit has the MA of a basic spirit, but no will to act on its own accord and most intelligence, is supressed within the spirit.
How a will-less manifestation behave, is described under each spell.
Bestial Manifestation
The enslaved spirit has the MA of a basic spirit and behave like an animal.
Intelligent manifestation
Level Requirement: 6
Range: Short – 10 areas / 15 meters
Duration: Long Weeks – 10 Weeks
An intelligent manifestation summons an unsuppressed, intelligent spirit. The level of intelligence of the spirit, depends on the power level. See the table below:

	Power Levels
	MA: Spirit

	0
	Stupid

	1
	Dumb

	2
	Average

	3
	Intelligent

	4
	Genius


[bookmark: _Ref497912721][bookmark: _Toc437600440]
When summoning an intelligent manifestation, the player must make a character sheet for it.
The spirit starts the game with Hero Level 0 and the player may either generate a normal character or use a spirit from the list of examples in the summoners monster manual.
See also the skill Arcane Communion in the players handbook.
[bookmark: _Hlk82940873]
The physical form of spirits
Most magical spirits have the shape of a human when they are summoned. This is simply because the character is using himself as a focus for summoning the spirits.
A caster may choose to change the spirits form, by casting the spell through a focus object.
If the character does so, the spirit gain the shape of the focus object.
The spirit always has the natural weapons, and MA as the body it has been summoned with.
Example: A character do not wish to walk and want to summon a horse. He may do so, by using a focus object shaped like a horse.




[bookmark: _Toc80627877][bookmark: _Toc201225092]Transformations
Range: Touch
Duration: Combat
A transformation is used to change the physical properties and abilities of living creatures. 
The exact effect of each transformation is described under each spell.
Path
Level Requirement: 0
The character can pass through the element of the spell.
Partial Transformation
Level Requirement: 3
The character change himself partially into the element of the spell.
Full Transformation
Level Requirement: 6
The character transform fully into the element of the spell.
[bookmark: _Toc80627878][bookmark: _Ref139113661][bookmark: _Toc201225093]
Walls
A walls actual shape is determined by its creator. It can be an actual wall, with stairs, battlements, and machicolations, or it could take the shape of a small house.
Wall 1
Level Requirement: 0
Range: Short – 10 areas / 15 meter
Duration: Combat
Wall volume: 3 areas3
Wall volume increase: 1 area3
A wall which does not cause damage by touch have 10BV/area3.
Wall 2
Level Requirement: 3
Range: Short – 10 areas / 15 meter
Duration: Single Day
Wall volume: 3 areas3
Wall volume increase: 1 area3
A wall which does not cause damage by touch have 20BV/area3.
Wall 3
Level Requirement: 6
Range: Short – 10 areas / 15 meter
Duration: Instant
Wall volume: 3 areas3
Wall volume increase: 1 area3
A wall which does not cause damage by touch have 40BV/area3.
[bookmark: _Toc80627879][bookmark: _Toc201225094][bookmark: _Toc437600434]Wards
Range: Touch
Duration: Combat
Wards protect the character which they are cast upon from the element of the spell, used to cast them.
This shape is more detailed described under the spells which use them.
Immunity
Level Requirement: 6
[bookmark: _Ref20658374][bookmark: _Toc437600439][bookmark: _Ref456183452]The target of an immunity becomes altered in relation to the element of the spell. Typically, this grants the character immunity towards the element of the spell, but in certain cases other effects might occur, see each spell for it’s exact effect.
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Powerful Aura
	Type
	Division
	Domain

	ISE, Aura
	0
	All


Anyone within range of this aura must subtract the characters CHA division from their morale.
Terrifying Aura
	Type
	Division
	Domain

	Aura
	1
	Unholy Magic


Anyone within range of this aura must add the priests CHA division to all rolls on the fear table.
Antitoxic Aura
	Type
	Division
	Domain

	Aura
	1
	Life Magic


Anyone within range of this aura must add the priests CHA division to their toxic resistance.
Divine Aura
	Type
	Division
	Domain

	Aura
	1
	Holy or Unholy Magic


All damage within this aura has the holy property.
0. Aura of Undead Degeneration
	Type
	Division
	Domain

	Aura
	2
	Life Magic


Undead beings within this aura suffers as much damage every round, as the characters CHA division.
Aura of Shadow Protection
	Type
	Division
	Domain

	ISE, Aura
	1
	Necromancy


Anyone within this aura have a shadow ward, with an ABS equivalent to the characters CHA division. See shadow ward in the players handbook.

Aura of Nature Protection
	Type
	Division
	Domain

	ISE, Aura
	1
	Nature Magic


Anyone within this aura have a Nature ward, with an ABS equivalent to the characters CHA division. See nature ward in the players handbook.
Aura of Divine Protection
	Type
	Division
	Domain

	ISE, Aura
	1
	Unholy or Holy Magic


All wards within this aura gain the Divine property.
Dampening Aura
	Type
	Division
	Domain

	Aura
	2
	All


Anyone within range of this aura must add the priests CHA division to their will power. 
Morale boost
	Type
	Division
	Domain

	ISE, Aura
	0
	All


Anyone within range of this arura must add the characters CHA division to their morale.

Heroic Aura
	Type
	Division
	Domain

	Aura
	1
	All


Anyone within range of this aura must reduce all rolls on the fear table by the characters CHA division.
Toxic Aura
	Type
	Division
	Domain

	Aura
	1
	Unholy Magic


Anyone within this aura must reduce their toxic resistance by the characters CHA division.
0. Aura of the living dead
	Type
	Division
	Domain

	Aura
	2
	Necromancy


Undead beings within this aura regenerate as much HP each round as the characters CHA division.
Healing Aura
	Type
	Division
	Domain

	Aura
	0
	Life Magic


This aura function exactly as though the priest himself made a success on a first aid check. The aura affects anyone who have been wounded, so long as they are within range.
Expanded Healing Aura
	Type
	Division
	Domain

	Aura
	4
	Unholy Magic


On the characters first turn in each round of combat, this aura heals anyone within range for 2 Health.
Insect Swarm
	Type
	Division
	Domain

	Aura
	3
	Animal Magic


This aura summons a swarm of insects. Anyone within its range suffers 2 points of damage for 1 round from the toxic stings and bites from the insects. A character who resists the poison, suffer only 1 point of damage.
The toxins have a toxicity level of 8. Armour does not resist this damage.

Calming Aura
	Type
	Division
	Domain

	Aura
	0
	Emotional Magic


Anyone within range of this aura, have their berserk value decreased, by the priests CHA.
Battle Favor
	Type
	Division
	Domain

	Aura
	0
	War Magic


The priest automatically knows when a being with violent intent enters this aura.
Light Sleep: If the character has this merit, Battle Favor is active even in his sleep and will wake him up.
Exorcism
	Type
	Division
	Domain

	Aura
	4
	Holy Magic


This aura cause as much astral damage, on undead creatures, as the priests CHA division.
Higher Exorcism
	Type
	Division
	Domain

	Aura
	4
	Holy Magic


This aura causes as much astral damage, on demonic creatures, elementals and any spirit that have possessed a foreign body, as the priests CHA division.
Soothing Spirit
	Type
	Division
	Domain

	Aura
	4
	Necromancy


Undead creatures within the range of this aura, regain as much Health each round, as the priests CHA division. Spirits regain MP instead.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Long – 500 meters
	Short Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Enchanted Tool
	0
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special




Enchantment
Spell: The magical consonance ability becomes magical dissonance, while the character is in touch with this enchantment.
If the character is struck by a weapon, enchanted with this spell, any spell he might be casting will be interrupted, as he loses his ability to cast spells, while being struck.
Shields
Spell: People with magical consonance cannot pass through this shield, as it becomes as a solid wall to them.
NB! Only people with magical consonance are affected by this shield.






[bookmark: _Toc201225098][bookmark: _Toc437600478][bookmark: _Ref476119258]Arcane Maelstrom
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Long – 500 meters
	Short Combat

	Counter Spell
	1
	Spell, Reaction
	Long – 500 meters
	Instant

	Inverted Spell
	1
	Spell
	Long – 500 meters
	Short Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Dispel
	0
	-
	-
	-




Basic Shape
This spell makes it harder to use channelling, medium and lithomancy within its range.
For each power level of this spell, anyone using these skills have a -2 DC to all spellcasting for each power level of this spell.
NB! Symbols and Ceremonies cannot be cast within the area.
Spell: If any spell fumble within this area, they must add the modifier from this spell to their might, before determining what happens.
Inverted Spell: If any spell fumble within this area, they must subtract the modifier from this spell from their might, before determining what happens.
Aura
Spell and inverted spell: See the basic shape. This aura affects anyone in range of it with the same effect as the basic shape.
Disc
Spell and inverted spell: Anyone passing through this, is affected by the spell.
Dome and Bubble
Spell and inverted spell: The basic shape affect everything within the dome or bubble.
This also affect spells which is cast to spawn inside the bubble, such as spheres, Teleport or Far sight.
Combo: Dispel
Spell: For the duration of this spell, any spell that is cast within range must resist a might of 2 for each power level or be dispelled.




[bookmark: _Toc201225099]Absorption
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Personal
	Combat

	Counter Spell
	3
	Spell, Reaction
	Personal
	Instant

	Reaction Spell
	3
	Spell, Reaction
	Personal
	Short Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat


*If this spell is cast through a seal, the spells range is interplanar.

Basic Shape
Spell: The victim of this spell suffers 1D3 points of astral vampiric damage, whenever they try to cast spells.
Reaction Spell: This spell may be cast upon a target within line of sight, who try to cast a spell. That victim suffers 1D3 points of astral vampiric damage for each power level.

Aura
Spell & Reaction Spell: See the basic shape. Anyone within range of this aura suffers the same effect as the basic spell.



[bookmark: _Toc201225100]Arcane Message
	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Short - 10 areas
	Short Hours

	Spell
	0
	Spell
	Line of sight*
	Permanent

	Counter Spell
	0
	Spell, Reaction
	Line of sight*
	Instant

	CC of Object
	3
	Ceremony
	Touch
	CC Object

	Inverted CC of object
	3
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Blight
	0
	-
	Touch
	Instant


*If this spell is cast through a seal, the spells range is interplanar.

Basic Shape
Cantrip: This cantrip creates text on the document which the character chose to enchant with it.
The text describes everything that happens around it, including all spoken words.
Note that the text contains everything that is spoken, and all major actions taken by anyone present.
This includes the characters frustrated walk up and down the corridor, the sound of a door being closed out of range and the curses and screams of distress when an experiment blows up, the text even explains the emotions of the caster. 
Spell: The caster speaks a message aloud. That message appears as text on the surface which the caster focuses upon.
Once written, the message does not disappear again, unless it is dispelled.
CC of object: This spell enchants two objects. Whatever is written upon either object, appear on the other for a duration of 6 minutes. This have an interplanar range. If either object is destroyed, so is the other.
Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.
Combo: Blight
Cantrip: This spell erases written text when the character stroke his finger across it.
NB! This spell cannot destroy documents which contains magic of any kind. Nor can it erase text which have been sealed, as the character must be able to touch the paper and the ink directly.





[bookmark: _Toc80627953][bookmark: _Toc201225101]Arcane Vision
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Touch
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Personal
	Con.

	Quick Ritual
	1
	Ceremony
	Touch
	Single Week

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Augmentation
	1
	-
	-
	-

	Combo: Lens
	0
	-
	-
	-




Basic Shape
Cantrip, Spell, Quick Ritual: The target of this spell gains the ability to see things which are invisible. Regardless of how they became invisible.
Furthermore, the spell grants the character immunity to spells that reduce his vision.
Combo: Lens
Spell, Quick Ritual: The character can see the arcane weave, but only the arcane weave. This removes the characters sense of colours, and it becomes impossible for the character to determine whether a room is light or dark.

Combo: Lens + Augmentation
Spell, Quick Ritual: See the basic shape. This spell grants the character the ability to see parts of the arcane weave, as an overlay on top of his normal vision.
The spell shows the weave in colours, depending on what kind of magic it is.

	Skill
	Colour

	Medium
	White

	Channelling
	Blue

	Chakra
	Green

	Siphoning
	Black

	Lithomancy
	Brown

	Sorcery & 
Ambient Magic
	The eye colour of the caster,
or white if there is none.


Aura
Spell: Everyone within this aura is affected by arcane vision. 
This shape can be combined with Combo: Lens and Augmentation.
[bookmark: _Toc437600524][bookmark: _Ref476118083]





[bookmark: _Toc80627925][bookmark: _Toc201225102]Banish
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Long – 500 meters
	Instant

	Counter Spell
	1
	Spell, Reaction
	Long – 500 meters
	Instant

	Ritual
	2
	Ceremony
	Touch
	Instant

	CC of subject
	5
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Ward
	0
	-
	Touch
	Combat

	Immunity
	0
	-
	Touch
	Permanent



This spell affects anyone who originate from and/or belong to a different plane of existence.
The spell does not affect people who have travelled from a different world, so long as that world exist within the same plane or dimension.
This includes Demons, Angels, Gods, Devils, Elementals, magically created undead beings, planes walkers, etc. 
It excludes: Beings who are on their own plane of origin, spirits of nature, naturally occurring undead beings, etc.
Basic Shape
Spell: This spell returns the victim to its plane of origin.
CC of subject: Whenever the cursed spirit leaves its plane of origin, it is banished in accordance with the Basic Shape. At 0 SL, curse is dissolved.

Ward
Spell: This ward creates a barrier against spells which would return the target to its plane or origin or otherwise teleport the target. The ward has a willpower equivalent to the casters + scaling 1 willpower.
Immunity
Ritual: This ritual alters the victim’s plane of origin to this one.





[bookmark: _Toc201225103]Bark-Skin
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Short – 10 areas
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	2
	Ceremony
	Touch
	Short hours

	CC of subject
	8
	Ceremony
	Touch
	CC subject

	Inverted CC of subject
	8
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Partial Transformation
	1
	-
	Touch
	-

	Full Transformation
	2
	-
	Touch
	-

	Combo: Rapid Growth
	1
	-
	-
	-

	Combo: Bind Demon
	1
	-
	Short – 10 areas / 15 meters
	Instant

	Manifestation
	1
	Special
	-
	Long Weeks – 10 weeks

	Intelligent Manifestation
	2
	Special
	-
	Long Weeks – 10 weeks





Cork armour
A character with cork armour is invulnerable to fire and heat damage.
Cork is not flammable, but it can be damaged by fire damage that exceed the corks ABS.
Photosynthesis
The character gain 1 health each hour, so long as he is subject to direct sunlight. Any radiant damage will heal the character, rather than causing damage to him.
The character may eat earth and drink water to sustain himself, though he can still eat normal food.
Basic Shape
Spell: The characters toxic resistance is increased by the spells power level.

Partial Transformation
Spell: The character gains a cork armour with 2 points of ABS and 6 points of durability for each power level.
CC of subject:
SL 0: The spell is dissolved.
FV 1 - Max: The character gains a cork armour with 1 point of ABS for each 2 skill levels and 5 points of durability for each skill level. In addition, the characters hair becomes green, and he gain the photosynthesis rule. The character may eat earth and drink water to sustain himself, though he can still eat normal food.
FV 20: The characters set roots and grow leaves and branches. Though he is fully aware of his surroundings and may still speak, if he is in possession of telepathy, for all intents and purposes, he is now a tree.
[bookmark: _Toc312338795][bookmark: _Toc318414473][bookmark: _Toc318415373][bookmark: _Toc326312741][bookmark: _Toc437600461][bookmark: _Toc312338648][bookmark: _Toc318414327][bookmark: _Toc318415227][bookmark: _Toc326312596]Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.

Partial Transformation + Combo: Rapid growth
Spell: The character gains a cork armour with 3 points of ABS and 9 points of durability for each power level.
CC of subject:
SL 0: The spell is dissolved.
FV 1 - Max: The character gains a cork armour with 1 point of ABS and 7 points of durability for each skill level. 
In addition, the characters hair becomes green, and he gain the photosynthesis rule.
FV 20: The characters set roots and grow leaves and branches. Though he is fully aware of his surroundings and may still speak, if he is in possession of telepathy, for all intents and purposes, he is now a tree.
[bookmark: _Toc437600462][bookmark: _Ref476118481]Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.
Full Transformation
Quick Ritual: The character is rooted and becomes a tree, for the duration of this spell. During this period, the character has 2 points of ABS and 6 points of durability for each power level. In addition, the character gain photosynthesis. Though this spell only last for 6 hours, after its duration, the character count as having slept for 8 hours, even though he is fully aware of his surroundings.

Full Transformation + Combo: Rapid growth
Quick Ritual: The character is rooted and becomes a tree, for the duration of this spell. During this period, the character has 3 points of ABS and 9 points of durability for each power level. In addition, the character gain photosynthesis. Though this spell only last for 6 hours, after its duration, the character count as having slept for 8 hours, even though he is fully aware of his surroundings.
Spirits + Combo: Bind Demon
Ritual: For each tree, there is a nymph, who guard the tree. This spell fuses the nymph to her tree and make them a single creature. See arcane dryads in the summoners monster manual.







[bookmark: _Toc201225104][bookmark: _Toc80627938]Battle Sense
	Methods
	Division
	Type
	Range
	Duration

	Spell
	4
	Spell
	Special
	Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Theoton’s Sense
	1
	-
	Extreme
	Concentration

	Combo: Frenzy
	1
	-
	-
	-

	Combo: Rejuvenation
	1
	-
	-
	-

	Combo: Imbue Courage
	1
	-
	-
	-

	Combo: Force Jump
	1
	-
	-
	-



If the caster of this spell has the heroic proficiency: Marked Aura, all who share the medium’s aura, are affected by this ability.

All shapes that are described here, may be combined.
Basic Shape
Spell: For the duration of this spell, the medium knows exactly where an enemy is located within the aura and how they move. Thus, invisibility and surprise attacks have no effect on the medium.
Combo: Theoton’s Sense
Spell: See the basic shape. In addition, all allies within range are affected by the spell.
Combo: Theoton’s Sense + Frenzy
Spell: See Combo: Theoton’s Sense. In addition, everyone within range gain +1 to their berserk value for each power level.
Combo: Theoton’s Sense + Rejuvenation
Spell: See Combo: Theoton’s Sense. In addition, all allies within range gain 1 stamina each round for each power level.
Combo: Theoton’s Sense + Imbue Courage
Spell: See Combo: Theoton’s Sense. In addition, all allies within range gain +1 morale for each power level.
Combo: Theoton’s Sense + Force Jump
Spell: See Combo: Theoton’s Sense. In addition, all allies within range may jump 1 meter further and ½ meter higher for each power level.





[bookmark: _Toc201225105]Blight
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell, F
	Medium – 50 areas
	Instant

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell
	Medium – 50 areas
	Single Day

	Quick Ritual
	1
	Ceremony, F
	Touch
	Instant

	Inverted Quick Ritual
	1
	Ceremony
	Touch
	Single Week

	Ritual
	2
	Ceremony, F
	Touch
	Instant

	Inverted Ritual
	2
	Ceremony
	Touch
	Medium Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Magic Missile
	0
	-
	Medium – 50 areas
	short Actions

	Sphere
	0
	A stone marble
	Long – 500 meters
	Instant

	Cone Small 
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special




Basic Shape
Spell: The target object is corroded and destroyed by 1 BV or 2 durability for each power level.
Quick Ritual: The target object is corroded and destroyed by 2 BV or 4 durability for each power level.
Ritual: The target object is corroded and destroyed by 3 BV or 6 durability for each power level.
Inverted Spell, Inverted Quick Ritual, Inverted Ritual: This spell creates a blight, a contagious fever sickness with a variety of symptoms that overall cause 1 point of damage to the character every 3 hours and prevent the character from healing. 
The blight has a toxicity level of 1 for each power level. Its duration is repeated for each new victim. If a victim resists the sickness, its duration is cut in half.
From the character is contaminated, it takes 6 hours before he gets sick and an additional 6 hours for each power level dedicated to this incubation time.
Augmentation
Spell: The target object is corroded and destroyed by scaling 2 BV or scaling 4 durability.
Quick Ritual: The target object is corroded and destroyed by scaling 3 BV or scaling 6 durability.
Ritual: The target object is corroded and destroyed by scaling 4 BV or scaling 8 durability.
Spheres & Cones
Spell: Everything within these spheres and cones are affected according to the basic shape. These shapes can be augmented.
Magic Missiles
Spell: This shape functions the same as the basic shape and it can be augmented. This spell always hit a body region and aiming with the missile does not affect the damage it causes.
[bookmark: _Toc437600506][bookmark: _Ref476134769]Both weapon and armour in the body region that is hit, will be affected by the spell.




[bookmark: _Toc80627936][bookmark: _Toc201225106]Chameleon
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, I
	Touch
	Combat – 30min

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Touch
	Hours – 6 hours

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Augmentation
	1
	-
	-
	-


 
Basic Shape
Cantrip: See the cantrip Colour on page Error! Bookmark not defined..
Spell: The colours of the targets body and all that he carries on him, change its colours and textures to blend into their surroundings.
Anyone trying to spot the character have a -3 modifier to their difference number for spotting.
Inverted Spell: The colours of the targets body and all that he carries on him, change its colours and textures contrasting to their surroundings.
Anyone trying to spot the character have a +3 modifier to their difference number for spotting.
Aura
Spell: See the basic Shape. This aura only reduce perception for spotting by -1, for everyone within it.
Inverted Spell: See the basic Shape. This aura only increase perception for spotting by +1, for everyone within it.
Disc
Spell: This illusion must be used in an opening, such as a door. The opening blends in with its frame and becomes practically invisible. 
Example: The disc is used in a doorframe. It then blends in with the walls around it, looking like just another part of the wall.
Dome and Bubble
Spell: If this illusion is not seen through, the victims will simply overlook the place that it covers, as though it was not there to begin with.
If someone would walk straight into the dome, without realizing it, they will simply be directed to walk around it, thinking they are still walking in a straight line.
These shapes can be detected by danger sense, though it will only give the victim a feeling of something being out of place.
Basic Shape + Augmentation 1
Spell: See Basic Shape. The targets dodge is increased by the modifier, against ranged attacks.
Basic Shape + Augmentation 2
Spell: See Basic Shape. The targets dodge is increased by the power level.
Aura + Augmentation 1
Spell: See Aura. The targets dodge is increased by the modifier, against ranged attacks.
Aura + Augmentation 2
Spell: See Aura. The targets dodge is increased by the modifier, against melee attacks.





[bookmark: _Toc80627960][bookmark: _Toc201225107]Cleanse
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Instant

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Long Weeks

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	0
	Spell
	Touch
	Instant

	Quick Ritual
	2
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Healing Touch
	1
	-
	-
	-

	Combo: Metric Eye
	1
	-
	-
	-




Basic Shape
Cantrip: This spell preserves food and drink so that they do not decay and living plants of size fine or smaller, so they do not wither due to maltreatment. This cantrip can make fresh food stay fresh for months and years.
This cantrip consumes takes 1 minute to cast for each 5kg of material it tries to affect.
Combo: Healing Touch
Spell: This spell reduces the toxicity level in an intoxicated victim by 3 points for each power level.
Fields
Spell: All spoiled food within this field become fresh.
Inverted Spell: This spell causes all fresh food within the field to rot.
Fermenting: In case of food that needs fermentation, prior to eating, such as sauerkraut, the food reaches the proper state of fermentation.
This also increase the toxicity level of alcohol by 1, for each power level.

Combo: Healing Touch + Field
Spell: This spell reduces the toxicity level of all toxins within the field by 3.
NB! This also affect alcohol.
Inverted Spell: All food within this field gains a toxicity level of 1D3 for each power level. 
The toxin cause food poisoning, it is not deadly, but the character spends 1 day recovering for each power level.
During this time, the character is incapacitated by excruciating abdominal agony.




[bookmark: _Toc201225108][bookmark: _Toc80627923]Conduit
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Personal
	Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Enchanted Tool
	0
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat


*If this spell is cast through a seal, the spells range is interplanar.

Enchantment
Spell: When the user of the enchanted object becomes the target of another spell, that spell is absorbed by this enchantment. When the object upon which this enchantment lies, suffers an impact, the spell which it absorbed is released, targeting that upon which it impacts.
This enchantment can store as many powers levels as its own power level.






[bookmark: _Toc201225109]Confusion
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Long – 500 meters
	Short Actions

	Counter Spell
	2
	Spell, Reaction
	Long – 500 meters
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Actions



Basic Shape
Spell: An enchanted victim loses the ability to think clearly. The confusion is so profound, that the character’s ability to act, requires a willpower check with the following results:
Success: The character performs a single action.
Significant success: The character makes a decision and act on it. Once the decision is made, if there is any clear logical path to follow it up with, the character continues upon that path.
Perfect success: The character makes a decision and stick to it. Every other decision he makes from then on, must align with the perfect decision and the character cannot deviate from it, lest he make a second willpower check.
Failure: The character stand still, he may look around, but he is not capable of acting.
Fumble: The character is struck by anxiety and must roll on the fear table.
Self-preservation: The character does not lose his will to live nor his ability to preserve himself. If he perceives that someone is threatening him or attacking him, he will defend himself with all his might, regardless of who the attacker might be.
[bookmark: _Toc437600485][bookmark: _Ref476119597]Aura
Spell: For the duration of this spell, anyone within this aura is subject to the effect of the basic shape.
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[bookmark: _Toc80627939][bookmark: _Toc201225110]Control Demon
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Long – 500 meters
	Long Weeks

	Counter Spell
	2
	Spell, Reaction
	Long – 500 meters
	Instant

	Inverted Spell
	2
	Spell
	Long – 500 meters
	Long Weeks

	Ritual
	3
	Ceremony
	Touch
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Augmentation
	1
	-
	-
	-

	Combo: Metric Eye
	1
	-
	-
	-




Basic Shape
Spell: With this spell the caster subdues a demon and control it. This also work on corrupted people.
The victim of this spell feels forced to follow the instructions of the caster but does not lose their will to act for themselves. 
This spell does not bind the victim’s loyalty, but only its ability to disobey.
The victim can take steps to further their own plans but does not work for the caster without direct orders unless they want to.
[bookmark: _Toc437600507][bookmark: _Ref476200924]Inverted Spell: This inverted spell releases a demon from the spell.
Augmentation 1
All Shapes and methods: The victim of this spell get a wonderfully comfortable feeling when obeying the orders of the spell.
Augmentation 2
All Shapes and methods: See augmentation 1. The demon is stable so long as it is subject to this spell.
Augmentation 3
All Shapes and methods: See Augmentation 1 and 2. The demon feel a sense of loyalty towards the caster of the spell. It still has its own agenda, goals, and purposes, but it will try to promote its master’s goals as well as its own, in accordance with its own way of thinking.
Fields
Ritual: The caster places a set of rules or commands on a field. Every demon or corrupted being inside that field will follow those rules and commands to the best of their abilities.
The caster may set up to 5 rules and an additional 5 rules for each power level dedicated to rules. 
The rules of such a field must be specific, as they will be followed zealously and to the very letter.
NB! If the rules are not phrased so that they have an order, the victim must follow all of them at the same time if that is possible.

Examples:
· You may not kill: Does not prevent the demon from setting a trap that kills.
· You may not speak: Does not prevent the demon from writing.
· Do not move a muscle: Does not prevent the demon performing spells that can be used through thoughts alone.

If two commands conflict with each other, the demon may freely choose which one to perform.


Examples of poor phrasing:
· You must forge a sword.
· You must forge a dagger.
· You must eat.
· You must forge another sword.
· You must take time to relax.
Because the demon cannot do all these commands at the same time, chances are it will take a lot of time to relax and get no work done.


Examples of good phrasing:
· Forge a sword.
· Whenever you have forged a sword, forge a dagger.
· Whenever you have forged a dagger, relax for thirty minutes.
· After you have relaxed for thirty minutes, Forge a sword.
· If it is night, relax.

Of course, none of these commands will allow the caster to build a productive relationship with the demon, but it will allow the caster to utilize the demon’s abilities.




[bookmark: _Toc312338643][bookmark: _Toc318414322][bookmark: _Toc318415222][bookmark: _Toc326312589][bookmark: _Toc437600508][bookmark: _Ref476201077]

[bookmark: _Toc80627941][bookmark: _Toc201225111]Control Plants
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Long – 500 meters
	Con.

	Counter Spell
	2
	Spell, Reaction
	Long – 500 meters
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basisform
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	Combat

	Combo: Animate Object
	1
	-
	-
	-

	Combo: Metric Eye
	1
	-
	-
	-

	Spirit
	0
	Special
	Short – 10 areas
	Con.

	Manifestation
	1
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks




Abilities of the controlled plants
STR: 6, and another 3 for each power level.
Health: = STR.
Attacks: The plants may try to grip anyone inside their range and hold them with their STR.
Each round during which a victim is held, he suffers 1D6+DM points of blunt damage, as the plants try to crush him.
Basic Shape
Spell: This spell allows the caster to control one specific plant, through phytokinesis.
This spell affects all kinds of trees, bushes, herbs, and all other plants.
Even though fungi are not plants, they can technically be controlled through this spell, too.
It is possible for a plant to rip itself up with roots, in which case the plant dies and the spell end.
The caster uses his own SL in melee combat to perform attacks with the plants.
Fields
Spell: See the basic shape. The basic shape affects all plants inside this field, so long as they do not have wood like stems.
Combo: Animate Object
Spell: The Plant may uproot itself without the spell ending. The plant dies once the spell have ended.
Spirits
This shape summons a Herbling, from the wilds. See Nature Spirits in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a Herbling. Using this bond, the caster tries to banish the Herbling to its home world. Each round, the Herbling may try to resist the caster with its willpower against his willpower. 
A Herbling with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the herbling does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Spirits+ Combo Barkskin
These shapes summon a Sylvan, instead of a herbling.
All shapes: See Spirits.

[bookmark: _Toc437600510][bookmark: _Ref476201522]
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Medium – 50 areas
	Instant

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell
	Medium – 50 areas
	Instant

	Inverted Quick Ritual
	3
	Ceremony
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Corpse-light
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-




Basic Shape
Spell: With this spell the caster take control over a masterless undead.
The spell cannot affect undead beings which have no physical body.
Bestial and Will-less undead beings cannot resist this spell.
An undead who have will, must try to resist the spell.
Inverted Spell: This spell breaks the control which someone have over an undead. It is possible to cast this spell on undead beings which the caster control himself.
To break the control over the undead, the caster must overcome the willpower of the master of the undead, with his own, after the resistance table.
This spell also releases the undead from all orders.
NB! When a character lose control over an undead, a magical tingle warns him of it.
Augmentation
Spell: The caster may take control over spirits, such as ghosts, or phantoms.
[bookmark: _Toc437600509][bookmark: _Ref456343009][bookmark: _Ref476202685]Combo: Corpse-light
Inverted Spell: To cast this spell the character must first have control over the undead. This spell extinguishes the Corpse-light of the undead.
Combo: Corpse-light + Augmentation
Inverted Quick Ritual: To cast this spell the character must first have control over the undead. This spell destroys the undead, regardless of whether it is made with Corpse-light or not.





[bookmark: _Toc201225113]Corpse-light
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Instant

	Counter Spell
	3
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	3
	Spell
	Touch
	Instant

	Ritual
	4
	Ceremony
	Touch
	-

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Spirit
	0
	A corpse
	Short – 10 areas
	Con.

	Manifestation
	1
	A corpse
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	2
	A corpse
	Short – 10 areas
	Long Weeks

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Blight
	0
	-
	-
	Special



Through this spell the caster may bind a spirit to a dead corpse, to create an undead slave.
The easiest undead beings to create, are skeletons and zombies. For these, the only required components are the corpses which the character wish to animate.
Use the table below for required power levels, instead of the one found at spirits:

	Power level
	Size range

	1
	Fine to Large

	3
	Enormous to Colossal

	5
	Little Titan to Large Titan



Undead beings created by this spell, have a small light burning in their eyes. This light is known as the Corpse-light. Over time, this light darkens and once it is burned out the spirit which is bound to the corpse of the undead, return to the realm from which it was summoned.
At least 95% of the bones must be present to ignite the Corpse-light.
Skeletons: When the Corpse-light is ignited, it will burn all flesh off the bones and a skeleton is created.
Zombies: If the corpse died within one month of the use of this spell, its flesh is unaffected, and it becomes a zombie.
Mummies: A corpse which were embalmed when the Corpse-light is ignited, becomes a mummy. The embalmer must have at least division 3 in the craft and a mummy must be awoken as a manifestation, in accordance with its body. An animal body cannot become an intelligent manifestation, and a human body cannot become anything less than an intelligent manifestation.

See the summoners monster manual for more information on the skeletons, zombies, and mummies.
Basic Shape
Cantrip: The character changes the orders given to an undead, which he controls.
Spell: This spell fuels the Corpse-light, increasing the undead being’s duration. Each power level of this spell, increase the duration of the Corpse-light, once.

Spirit
Spell: The character may only summon a spirit with this method. A Corpse-light so flimsy, that it can barely keep the spirit bound to the body is ignited and kept burning only by the focus of the caster.
Ritual: The character may summon Manifestations or Intelligent Manifestations with this method.
Inverted spell: The character enters a magical battle with an undead being, created by Corpse-light. Each round during which the caster concentrates on this spell, the undead must make a resistance check with its willpower vs the casters willpower. If it fails to resist, the Corpse-light is extinguished and the undead collapse.
Spirit Stone
A Spirit Stone may be used, during the ignition of a corps light. This has the following effects:
· The undead looks like it did when it was alive.
· It has no multipliers to its MA and skills, including END.
· It is immune to all toxins and drugs.
· Intelligent manifestation must be used to revive a victim in this manner.
· The victim is under the casters control as with any other intelligent manifestation.
· The only way to kill this undead, is by destroying its Spirit Stone.

Shields
Spell: See the basic shape. The basic shape is cast upon any undead who pass through the shield.
Inverted spell: Any undead who pass through this shield, must try to resist the strength of the shield. If this fails, its Corpse-light is extinguished, and it collapse.
[bookmark: _Ref423539147][bookmark: _Toc437600493][bookmark: _Ref476119787]This shield has the same strength as the caster’s willpower + 2, for each power level dedicated to its strength.
Combo: Blight
CC of Subject: The victim of this spell is infused with contagious Corpse-light, with a toxicity level of 6, for each power level dedicated to toxicity level. The blight spread by sweat and spit and will last outside the body for 6 hours.
Living creatures who die while being infected with the blight of Corpse-light, revive as power level 1 zombies, with 1 additional power level for each power level dedicated to the zombie’s power level.
The blight causes the victims eyes to shine with a faint glow, only detectable in the dark. The infected will however affect danger sense and arcane sense.
The infected victims will get 1 point of dark vision for each power level, but until they die, they will feel no other symptoms.
The infection of the blight last for a single week.
Zombies raised by this blight are under the control of the original host.
If the original host is killed or the curse ends, all the zombies are destroyed, and the contagion stop.
NB! Zombies without orders receive orders from the original host telepathically over an extreme range – 5km.
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	Methods
	Division
	Type
	Range
	Duration

	Invocation
	2
	Spell, ISE
	Personal
	Instant

	Ritual
	5
	Ceremony
	Personal
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Mark of attachment
	0
	-
	-
	-


NB! This spell can only be learned through domains. No schools of magic may use this spell.


The character establishes a direct bond to a powerful entity, for a moment. Though it is only a moment, to the medium, it may feel like a long time.
Bond: During this bond, the character may establish a covenant with the entity to gain a boon.
Boons: The most common boon to be gained, is to become that beings medium. After becoming a medium the character may gain other boons. The boons and requirements from the master varies, depending on the master and his current needs. Note that the boon can be physical items, angels or servants sent to aid or spells cast upon the medium.
Sacrifice: Regardless of the boon, something must be sacrificed for the character to gain the boon. A master will only be willing to make a covenant, for something that he is able to receive.
This spell can transfer permanently sacrificed MP to a lesser master, but it cannot grant such a master claim over a person’s spirit.
The mediums sacrifice may be as large as he wishes, though he must choose how much he will sacrifice, before he makes the skill check. If the spell fails, the sacrifice is annulled. 
The Branded: If a medium do sacrifice a person to a higher master, that master lays claim to the victim’s spirit. 
When a person whose spirit have been sacrificed dies, the master gain as much DP as the victims PSY division.
If the person who kill the branded person is a servant of the master who branded him, that servant is often rewarded with one of the DP, spent on his wish.
Demonic Corruption: A demonic master may answer a call such as this, by purposely corrupting the medium.
Basic Shape
Invocation: This method is limited in what it can sacrifice. The character may:
· Sacrifice any items that he currently has on his person. Such items must either be of significant, sentimental value to the medium or be magical.
· Sacrifice MP.
· Permanently sacrifice MP.
· Sacrifice Skills.
· Sacrifice Heroic Abilities or their levels.
· Sacrifice HP.
· Sacrifice points of MA.
· Sacrifice limbs.
Ritual: Rituals are not limited in what the character may sacrifice. Whether it be from the list above or something else. The only rule is, that the medium must have a significant attachment to that which is sacrificed or that which is sacrificed must be intelligent or magical.
Example: Thus, the most powerful sacrifice a medium can give, is a spellcaster, who the medium genuinely love.
Combo: Mark of Attachment
Invocation: The medium invokes the name of his patron and through his power bind two souls together in matrimony. These two souls may freely use each other’s MP, so long as they touch each other. 

[bookmark: _Hlk80303302][bookmark: _Toc80627963][bookmark: _Toc201225115]Create Food and Water
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Holy Light
	1
	-
	-
	-

	Combo: Unholy Darkness
	1
	-
	-
	-

	Combo: Healing Touch
	1
	-
	-
	-

	Combo: Rejuvination
	1
	-
	-
	-

	Combo: Enchanted Sleep
	1
	-
	-
	-

	Combo: Cleanse
	1
	-
	-
	-

	Combo: Create Water
	1
	-
	-
	Single Week




Malnourishment
Food that causes malnourishment, created by this spell, will give the character energy, and prevent exhaustion, but it will not keep the character healthy.
Each week on this food will cause the character to lose 1 point of health, due to malnourishment. 
Note that a character who live only off this food, cannot regain Health and MP, by natural means.
Basic Shape
Spell: Create food and water create food enough for 4 people, for each power level.
The food created is simple and taste as though the character had made it himself. Hence a master chef creates much more tasty food with this spell, than a traveller who have never spent a day in a kitchen.
Food created by this spell cause Malnourishment.
Combo: Holy Light, Combo: Unholy Darkness
Spell: See the basic shape. Food created by this spell does not cause Malnourishment.
Combo: Cleanse
Inverted spell: This spell creates 5dl of pure alcohol.
Combo: Enchanted Sleep
Spell: This spell creates 5dl of a potion which cause the victim to fall into a deep sleep which last for 1 hour for each dl. Each power level creates an additional 5dl.
NB! The victim can be woken, through much effort.
Combo: Healing Touch
Spell: This spell creates 5dl of a potion which heal 1 point of health for each dl. Each power level creates an additional 5dl.
Combo: Rejuvenation
Spell: This spell creates 5dl of a potion which restore 1 point of SP for each dl. Each power level creates an additional 5dl.
Combo: Create Water
Spell: This spell enchants a target who, for the duration of the spell, do not get thirsty and do not need to drink, as water spawn within his body in the quantities it needs.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Touch
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	0
	Spell, F
	Touch
	Instant

	Cantrip
	0
	Cantrip, F
	Touch
	Instant

	Quick Ritual
	0
	Ceremony
	Touch
	Single Week

	Ritual
	1
	Ceremony
	Touch
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Wall 1
	0
	-
	Short – 10 areas
	Combat

	Wall 2
	1
	-
	Short – 10 areas
	Single Day

	Wall 3
	2
	-
	Short – 10 areas
	Instant

	Cone Small 
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Path
	0
	-
	Touch
	Combat

	Partial Transformation
	1
	-
	Touch
	Combat

	Full Transformation
	2
	-
	Touch
	Combat

	Spirit
	0
	Special
	Short – 10 areas
	Con.

	Manifestation
	1
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Create Trinket
	0
	-
	Touch
	Combat

	Create tools and weapons
	1
	-
	Touch
	Combat

	Create Armour
	2
	-
	Touch
	Combat

	Create Hardened Armour
	3
	-
	Touch
	Combat

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	Combat




Basic Shape
Cantrip: This cantrip allow the caster to create a total volume of 10cm3 of ice. The caster decides whether the ice is one large piece or several smaller ones.
Fields
Spell: This spell covers the ground with a layer of slippery ice. If cast upon a watery surface, the water freeze at a depth of 30cm, for each power level dedicated to depth.
Anyone who tries to move with a movement faster than 1 and without skates, must make a DEX check, DC is reduced by the power level.
Failure on this check means the character fall.
NB! If the character is wearing skates and can use them, he may follow the normal rules for skates instead.
Inverted Spell: When cast upon ice or snow, the ice and snow melt, in a thickness of 30cm for each power level dedicated to depth.
Walls
Spell: Ice walls are slippery and cannot be climbed without specialized tools. Otherwise, they follow the normal rules for walls. See page 33.
Wall 3
Spell: See Walls. This wall reacts to heat the same way normal ice would.
Cones
Cantrip: This spell cause 1D3 piercing, cold damage.
Spell: This spell cause 1D6 points of piercing, cold damage for each power level. 
Magic missiles
Cantrip: This spell cause 1D3 piercing, cold damage.
Spell: This spell cause 1D6 points of piercing, cold damage for each power level.
Path
Spell: The character may burrow through solid ice and snow. The speed by which the character burrow through the ice is 1 area each round, for each power level. Note that the tunnel the character creates with this spell, have no risk of collapsing.
Partial transformation
Spell: The character transforms his body partially into that of an ice elemental. This grants him the following abilities:
· See Path. The character may burrow 2 areas each round, for each power level of this spell.
· The character can see through ice, snow, and heavy snowstorms, without any kind of hinderance. In addition, if the character is so far under ice that no light penetrates, the character can see clearly, as though it was bright daylight.
· The character has a ward against cold of 2 for each power level.
Full transformation
Spell: The character transform into an ice elemental. See elementals in the summoners monster manual. 
Spirits
This shape summons an ice elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a spirit of ice. Using this bond, the caster tries to banish the spirit and return it to its home world. Each round, the spirit may try to resist the caster with its willpower against his willpower. 
A spirit with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the spirit does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of frost. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, ascended, or damned person.
Create Object
Spell: See create object on page 28. Weapons created with this shape, cause cold damage, in addition to its other damage types.
[bookmark: _Toc437600504][bookmark: _Toc312338649][bookmark: _Toc318414328][bookmark: _Toc318415228][bookmark: _Toc326312597]Disc
[bookmark: _Ref476134682]Spell, Quick Ritual and Ritual: These shapes create a shield through which nothing bellow the temperature of 0°C may pass. Snow and ice stick to the shields, creating a visible barrier.
The temperature inside the dome and bubble, is always comfortable.
Create Trinket + Magic Missile
Quick Ritual: This ritual creates 10 ice arrows for each power level. 
Ice arrows count as regular arrows and must thus be fired from a mechanical weapon. They cause piercing and cold damage.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Touch
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Quick Spell, F
	Touch
	Instant

	Quick Ritual
	0
	Ceremony, F
	Touch
	Instant

	Ritual
	1
	Ceremony, F
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	-

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Cone Small 
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Path
	0
	-
	Touch
	Combat

	Partial Transformation
	1
	-
	Touch
	Combat

	Full Transformation
	2
	-
	Touch
	Combat

	Spirit
	0
	Special
	Short – 10 areas
	Con.

	Manifestation
	1
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Combo: Arcane Vision
	0
	-
	Touch
	Single Day

	Combo: Vilya’s Breath
	0
	-
	Touch
	Single Day

	Combo: Healing Touch
	0
	-
	-
	Combat




This spell creates an amount of water, in a shape, condition and velocity, which depends on the shape.
Basic Shape
Water gushes forth from the casters hand. The quantity of the water is determined by the method. The water comes forth so slow, that it will not be harmful to anyone.
Cantrip: This cantrip create 1 litre of water.
Spell: The character creates 1m3 of water for each power level.
Quick Ritual: The character creates 5m3 of water for each power level.
Ritual: The character creates 50m3 of water for each power level.
Magic Missile
Water burst forth from the casters hand in a powerful beam.
Spell: This magic missile cause 1D6 points of cutting damage.
Cone
Spell: This cone has a STR of 6 and an additional 3 for each power level. 
If the cone with its STR can overcome the STR of a victim inside the cone after the resistance table, the victim will fall and be pushed 1 area away, for each power level. It cost 6AP to get back up.
If power levels have been spent on the duration of the cone, it is impossible to get back up, so long as the cone is pointed at the victim.
It cost 6AP to get back up, after the cone have ended.
Cone + Combo: Healing Touch
Spell: This cone heals everyone within it for 1D6 points of health and an additional 1D6 points for each power level dedicated to the healing.
Fields
Spell: This field draw water up from the ground making it soft and muddy.
For each movement a character makes within the field, they must make a DEX check. A failure means the character slip and fall and must spend 6AP getting back up.
The same apply for any melee combat action anyone make within the field.
The DEX is reduced by 3 for each power level dedicated to making the DEX check harder.
In addition, the DEX is reduced by 6, for each area the character wants to move, in a single turn.
Path
Spells: The character can walk on water, as though it was a solid surface.
Partial Transformation
Spell: See Combo: Arcane Vision. In addition, this spell grants the character the ability to breath under water and swim with the same movement he has on land. 
In addition, the caster can sense everything that is going on in the water, in a range of 10 areas around him, for each power level dedicated to this sense.
Full Transformation
Spell: The character transform into a water elemental. See elementals in the summoners monster manual.
Spirits
This shape summons a water elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a water elemental. Using this bond, the caster tries to banish the elemental and return it to its home world. Each round, the elemental may try to resist the caster with its willpower against his willpower. 
An elemental with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the elemental does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of the ocean. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, ascended, or damned person.
Combo: Arcane Vision
Spell: This spell creates a protective barrier in front of the caster’s eyes. This barrier protects the casters eyes from anything outside of them.
Combo: Arcane Vision + Aura
Spell: See Combo: Arcane Vision. Everyone within the aura is affected by the spell.
Combo: Vilya’s Breath
Spell: This spell allows the character to breath under water. 
[bookmark: _Toc312338638][bookmark: _Toc318414317][bookmark: _Toc318415217][bookmark: _Toc326312584][bookmark: _Toc437600578][bookmark: _Ref476202561]Combo: Vilya’s Breath + Aura
Spell: See Combo: Vilya’s Breath. Everyone within the aura is affected by the spell.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Special
	Con.

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	1
	Ceremony
	Special
	Con.

	Ritual
	2
	Ceremony
	Special
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basisform
	0
	-
	-
	-

	Augmentation
	0
	-
	-
	-

	Combo: Unholy Darkness
	0
	-
	-
	Short Hours

	Combo: Mind Shield
	0
	-
	-
	Short Hours

	Combo: Create Water
	0
	-
	-
	Short Hours

	[bookmark: _Hlk80300058]Combo: Friendship
	0
	-
	-
	Short Hours

	Combo: Smite
	0
	-
	-
	Short Hours

	Combo: Corpse-light
	0
	-
	-
	Short Hours

	Combo: Scorched Earth
	0
	-
	-
	Short Hours

	Combo: Phantom Image
	0
	-
	-
	Short Hours

	Combo: Stoneward
	0
	-
	-
	Short Hours

	Combo: Identification
	0
	-
	-
	Short Hours




It is possible to cheat Detection through spells such as Mind Shield.
Basic Shape
The caster specifies exactly what he is looking for. This could be a trap, a secret door, gold, a staircase, aggressive intentions, etc.
The Detection spell then give the direction to the nearest instance of what the character is looking for.
While maintaining concentration, the caster may switch to the next instance within range.
Spell: The spell has a range of 100 meters.
Quick Ritual: The quick ritual has a range of 1km. 
Ritual: The ritual has a range of 10km
Augmentation
See the basic shape.
Spell: The spell has a range of 100 meters + scaling 100 meters.
Quick Ritual: The quick ritual has a range of 1km + scaling 1km.
Ritual: The ritual has a range of 10km+ scaling 10 km.


Combos
See the basic shape and augmentation. The character sense all instances of something within range, depending on what combo is cast. See the table below:

	Combo:
	Sense

	Unholy Darkness
	Demons

	Mind Shield
	Natural Intelligent Creatures

	Create Water
	Bodies of water

	Friendship
	Creatures which are friendly towards the caster

	Smite
	Unnatural magic

	Corpse-light
	Undead

	Scorched Earth
	Fire

	Phantom Image
	Illusions

	Stoneward
	Ore (unrefined)

	Identification
	Metal (refined)
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	Methods
	Division
	Type
	Range
	Duration

	Reaction Spell
	1
	Spell
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Cone Small 
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special

	Combo: Conduit
	0
	-
	Personal
	Instant




Cone
Reaction Spell: This reaction spell utilizes the power of the spell which a spell caster is trying to cast. This spell causes the victims spell to turn into a cone causing the damage type of the spell they were casting or astral damage, in case of a spell which did not cause damage.
This cone cause 1D6 points of the given damage type, for each power level of the countered spell.
NB! A healing spell will create a healing cone.
Combo: Conduit
Reaction Spell: See Cone. When hit by a spell, this spell explodes in a storm of dissipating magical energy, hitting the caster and everyone within 1 area for each power level.
This spell cause 1D3 points of damage instead of 1D6, of the given damage type.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Long - 500 areas
	Instant

	Counter Spell
	0
	Spell, Reaction
	Long - 500 areas
	Instant

	Reaction Spell
	0
	Spell, Reaction
	Long - 500 areas
	Instant

	Ritual
	2
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Ward
	0
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Stoneward
	0
	-
	-
	-

	Combo: Any Spell
	0
	-
	-
	-



Basic Shape
Spell & Ritual: This spell is in direct conflict with any other spell and tries to dissolve them in accordance with the rules for conflicting magic, found on page 4.
Reaction spell: The character cast this spell on another spell caster, as a reaction to the other spellcaster, initiating the casting of a spell.
If the other spellcaster cannot resist this spell, his own spell fails, with no DC check. 
NB! This count as a normal failure, for the other spell caster.
Aura, Ward, or Shields + Ward 0
Spell: This ward and shield reflect any spells cast upon it or anything within it, back on the caster.
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Spell: Spells cast through these shields are affected by the basic shape.
Combo: Stoneward
Ritual: Through this ritual, the character may revert the effect of petrification, from any source, whether it be the stone gaze of a basilisk or the curse of Stoneward.
The target of this spell is brought back to its former shape and retain no damage from the petrification.
Combo: Any Spell
Reaction Spell: See the Basic Shape. This combo must be cast on the spell with which it is combined. E.g., Dispel Frozen Smite can only affect Frozen Smite.
This spell reduces the difference number of the victims spell, by its own difference number.
NB! This spell has no effect on ceremonies and symbols.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Medium - 50 areas
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium - 50 areas
	Instant

	Inverted Spell
	0
	Spell
	Medium - 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Actions – 6 actions

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special



Creatures can only resist this spell if they see the caster perform the spell. They do not need to know what spell is being cast or what it does. 
Creatures who are enchanted by this spell, are not aware that they are affected by magic.
Basic Shape
Spell: This spell imbues everyone within range with an intense sense of curiosity or towards a single point. The victims will pay close attention to that one point for the duration of the spell.
Inverted Spell: This spell imbues everyone within range with an intense sense that the target is irrelevant, uninteresting and someone else’s problem.
This sense is so strong, that the affected people will not be able to remember the target of the enchantment.
Aura
To be able to defy this aura, a victim must pass a willpower check at -2DC for each power level of the spell.
The willpower check must be passed each round, so long as the character is within the range of the spell.
Spell: For the duration of this aura, the caster seems extremely interesting to everyone within range of the aura. The victims must pay attention to the caster.
[bookmark: _Ref476015737]Inverted spell: For the duration of this spell, the caster seems dull and irrelevant, to everyone within the aura. The victims cannot pay attention to the caster.
This sense is so strong, that the affected people will not be able to remember the caster when they are no longer looking at him.
Shields
To be able to defy this aura, a victim must pass a willpower check at -2DC for each power level of the spell.
Spell: Looking into this shield, everything inside of it seems extremely curios and interesting. The victims will pay close attention to that which is inside the shield.
Inverted Spell: Looking into this shield, everything inside of it seems extremely dull and irrelevant.
This sense is so strong, that anyone looking through the shield will be incapable of remembering what is inside of it as soon as they look away from it.
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	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Touch
	8 Hours

	Spell
	2
	Spell
	Long – 500 meters
	Single Day

	Counter Spell
	2
	Spell, Reaction
	Long – 500 meters
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Touch
	Short Combat

	Ward
	0
	-
	Touch
	Combat – 30min

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Immunity
	0
	-
	Touch
	Combat – 30min

	Combo: Metric Eye
	1
	-
	-
	-



Basic Shape
Cantrip: This spell causes the target to fall into a calm, of body and mind. Depending on the time of day, the target may fall asleep. 
Noise and turmoil won’t break the spell, but if someone deliberately tries to wake the person up, from either the calm or the sleep, the spell is broken. The target can also quite easily break out of the spell, by passing a normal willpower check.
Spell: This spell puts one victim asleep. The victim must be able to sleep naturally, to be affected by this spell.
A victim who has been put asleep with this spell, cannot be woken up again, until the spell end.
This spell requires a number of power levels, depending on the size of the victim.

	Power Level
	Size

	1
	Fine, Diminutive, Tiny

	2
	Little, Average, Large

	3
	Enormous

	4
	Gigantic

	5
	Colossal

	8
	Lille titan

	10
	Average Titan

	12
	Titan



Aura
Spell: Each round, everyone within this aura must try to resist the casters willpower with their own. If this fail, the DC of their actions are reduced by 1 for each power level of the spell, so long as they are within range of this aura.
Once a victim has failed to resist the aura, he must leave the aura to shake its effect off.
Ward
Spell: The target of this spell has scaling 1 DC to checks on exhaustion.
Immunity
Spell: This spell makes the character succeed with all DC checks for exhaustion, for the duration of the spell. In addition, the victim cannot sleep for the duration of the spell.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Medium – 50 areas
	Instant

	Counter Spell
	2
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	1
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Combo: Quickness
	0
	-
	-
	-

	Combo: Distraction
	0
	-
	-
	Combat




This spell does not affect creatures who have no intelligence or are entirely without emotions.
Basic Shape
Spell: The victim of this spell must roll on the fear table, in the players handbook.
This spell has one victim for each power level.
Augmentation
Spell: See the basic shape. For each power level, the victim must add 2 points to his roll for the fear table.
[bookmark: _Toc312338629][bookmark: _Toc318414307][bookmark: _Toc318415207][bookmark: _Toc326312575][bookmark: _Toc437600547][bookmark: _Ref476203496][bookmark: _Toc312338613][bookmark: _Toc318414291][bookmark: _Toc318415191][bookmark: _Toc326312560]Combo: Quickness
Spell: Due to the nerve wrecking fear, the victim suffers a -2 Initiative penalty for each power level.
A character with the heroic ability Courage, negate 1 power level of this spell, for each level of courage he has.
Combo: Distraction
Spell: The victim of this spell becomes insecure about themselves and their skills. This reduces their DC by 2 for each power level. This affects all the victim’s actions.
Combo: Distraction + Aura
Spell: See Combo: Distraction. Everyone within this aura is subject to the effect of the spell, for as long as they are within the aura.
Combo: Quickness + Aura
Spell: See Combo: Quickness. Everyone within this aura is subject to the effect of the spell, for as long as they are within the aura.





[bookmark: _Toc80627967][bookmark: _Toc201225124]Force Jump
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Long Actions

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	0
	Spell
	Touch
	Combat

	Reaction Spell
	0
	Spell
	Personal
	Instant

	Cantrip
	0
	Cantrip
	Personal
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Enchanted Tool
	0
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat

	Combo: Baelfire
	1
	-
	-
	-

	Ward
	0
	-
	Touch
	Special




Basic Shape
Cantrip: This cantrip must be cast in conjunction with a jump. The caster’s jumping ability is enhanced, allowing him to make the jump at a +5DC.
[bookmark: _Toc312338787][bookmark: _Ref313477307][bookmark: _Ref313477339][bookmark: _Toc318414465][bookmark: _Toc318415365][bookmark: _Toc326312733][bookmark: _Toc437600552][bookmark: _Ref476203422][bookmark: _Toc219543559][bookmark: _Toc235794492][bookmark: _Toc235803514][bookmark: _Toc312338566][bookmark: _Toc318414244][bookmark: _Toc318415144][bookmark: _Toc326312515]Spell: For the duration of this enchantment, the character can manage extreme jumps, otherwise impossible by any regular person.
With no runup, the character may jump 4 meters horizontally and 2 meters vertically, for each power level.
Upon landing, the character must make a DEX check, to avoid falling. If the check fails, it takes one turn to get back up.
Reaction Spell: This reaction spell may be used as an evasive leap. The spell propels the character 8 meters horizontally or 4 meters vertically, for each power level. 
The character may make a very hard DEX check. If it fails, he falls and must spend a very complex action to get back up.
Enchantments
Spell: For each power level, shoes enchanted with this spell grant the wearer +2DC to the skill: jumping.
Inverted Spell: For each power level, shoes enchanted with this spell cause the wearer to suffer -2DC to the skill: jumping.
Combo: Baelfire
Spell: See the Basic Shape. This spell allows the character to jump 4 meters vertically and 8 meters horizontally, for each power level. With no risk of falling.
Each jump above half the allowed distance, cause 1 point of shadow damage to the characters Health Total, though the character feels no pain from this damage, until the spell end, at which point he is sized by severe cramps for 1D10 minutes, for each point of damage the jumps have caused. During this time, the character is fully incapacitated.
Ward
Cantrip: The character must be affected by Force Jump. For the duration of that force jump, the character has a ward against falling damage, with an ABS of 2 for each power level of the Force Jump.

[bookmark: _Toc312338572][bookmark: _Toc318414250][bookmark: _Toc318415150][bookmark: _Toc326312521][bookmark: _Toc437600553][bookmark: _Ref476202735]




[bookmark: _Toc201225125]Frenzy
	Methods
	Division
	Type
	Range
	Duration

	Spell
	4
	Spell
	Long – 500 meters
	Instant

	Counter Spell
	4
	Spell, Reaction
	Long – 500 meters
	Instant

	Inverted Spell
	4
	Spell
	Long – 500 meters
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Ward
	0
	-
	Touch
	Combat

	Immunity
	0
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Confusion
	1
	-
	-
	Special

	Aura
	0
	-
	Personal
	Short Combat





1
Basic Shape
Spell: The target of the spell goes berserk.
Inverted Spell: This spell forces a target to calm down and thus cease to be berserk.
Ward
Spell: This spell grants the character scaling -1 berserk value.
If the target is berserk already, this spell forces the victim to make a berserk check. Only on a success the victim will stay berserk.
Inverted Spell: This spell grants the character scaling 1 berserk value.
If the target is not berserk, he must make a berserk check. On a success the character goes berserk.
Immunity
[bookmark: _Toc437600458]Spell: The victim cannot go berserk, for the duration of this spell. If the victim was berserk already, his berserk sizes.
Inverted spell: The victim of this spell goes berserk and stays berserk for the duration of the spell.
Shield
Anyone passing through this shield must make a berserk check.
Spell: Add the shields power level to the victim’s berserk value.
Inverted spell: Subtract the shields power level from the victim’s berserk value.
Aura
Spell and Inverted Spell: This shape must be combined with any other shape. Anyone within range of this aura, is affected by that shape.
Combo: Confusion
This shape may be combined with all other shapes. This effect last only for as long as the character is berserk.
Spell: The target for this spell loses the ability to see a difference between friend and foe, during his berserk.
[bookmark: _Ref476118238]Inverted Spell: So long as the target is not berserk, he thinks everyone is his friends. 


[bookmark: _Toc80627982][bookmark: _Toc201225126][bookmark: _Toc80627910][bookmark: _Toc312338594][bookmark: _Toc318414272][bookmark: _Toc318415172][bookmark: _Toc326312544]Friendship 
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Short – 10 areas
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basisform
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat






Types of creatures: There are three distinct types of beings that this spell can affect, depending on which schools the caster have.

	School
	Creatures

	Chaos Magic
	Demons

	Animal Magic
	Animals

	Emotion Magic
	People


NB! The spell affects Basic Spirits and Intelligent Spirits differently.
Basic Shape
Spell – on Intelligent Spirits: This spell increase rolls on the reaction table by 5 points for each power level.
Spell – on Basic Spirits: This spell makes a beast docile, regardless of its previous state of mind.
It considers the caster with friendly curiosity and wish, unless anything frightens it, to come to the caster.

Aura
Spell – on Intelligent Spirits: Everyone within this aura, have an increased value in the reaction table of 3, towards everyone.
The effect of this aura last until those who have passed through it encounter something negative or wake up after having slept.
As a nice side effect, this spell grants the victims kind dreams.
Spell – on Basic Spirits: See the Basic Shape. All creatures within this aura are affected by this basic spell.
[bookmark: _Toc437600582][bookmark: _Ref476202590][bookmark: _Toc312338697][bookmark: _Toc318414377][bookmark: _Toc318415277][bookmark: _Toc326312644]




[bookmark: _Toc80627929][bookmark: _Toc201225127]Healing Touch
	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Touch
	Instant

	Spell
	0
	Spell
	Touch
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short - 10 areas
	Short Combat

	Field Medium
	1
	Disc, Flat Square
	Short - 10 areas
	Short Combat

	Field Large
	2
	Disc, Flat Square
	Short - 10 areas
	Short Combat

	Sphere
	0
	A stone marble
	Long – 500 meters
	Instant

	Chain
	0
	-
	Short - 10 areas
	Instant

	Cone Small
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Combat

	Augmentation
	1
	-
	-
	-

	Ward
	0
	-
	Touch
	Short Combat

	Combo: Burning Smite
	1
	-
	-
	-

	Combo: Holy Light
	1
	-
	-
	Combat

	Combo: Metric Eye
	1
	-
	-
	-

	Combo: Cleanse
	0
	-
	-
	-





Alleviation
All shapes under Healing Touch cause Alleviation. This has the same effect as a first aid check made by the caster.
Basic Shape, Spheres, Chains, Cones & Magic Missiles
All these shapes may be combined with augmentation.
Cantrip: See Alleviation.
Spell: This spell heals the target for 1D6 health for each power level.
Quick Ritual: This ritual heals the target for 3D6 health for each power level.
Augmentation
Spell: The target is healed for 2D3 + scaling 1D3 health.
Quick Ritual: The target is healed for 3D6 + scaling 1D6 health.
Fields
Cantrip: People cannot bleed within this field.
Spell: So long as a character is located within this field, he is healed 1D3 health for each round of combat.
Fields + Augmentation
Spell: See field. The healing field heals an additional +1 health each round of combat, for each power level of augmentation.
[bookmark: _Toc437600494][bookmark: _Toc312338598][bookmark: _Toc318414276][bookmark: _Toc318415176][bookmark: _Toc326312535]Ward
Spell: The target regenerate 1 health each round.
Ward + Augmentation
Spell: See Ward. Each power level of augmentation increases the regeneration by +1 health.
[bookmark: _Ref476119803]Combo: Burning Smite
Spell: This spell may ignite the characters wound with a healing flame. See fire damage in the players handbook. Instead of causing damage to the victim, a healing flame heals the victim. When the victim has no more wounds to heal, the flame dies out.
Combo: Cleanse
Spell: Instead of healing health, this spell heals toxicity levels within victims. Each point of healing reduces the toxicity level in a character by 1. Once the toxicity level hit 0, the toxin does no further harm to the victim.
NB! This does not heal the characters health and it does not remove toxins which have not yet been administered, such as poison on a weapon or venom in the venom glands of a snakes.
Combo: Holy Light
Spell: This shape can be combined with any other shape. Any healing above the character’s max, is added to the characters current health, for the duration of this spell.

[bookmark: _Toc80627970]

[bookmark: _Toc201225128]Hijack Spell
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Short – 10 areas
	Instant

	Counter Spell
	3
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	3
	Spell
	Short – 10 areas
	Instant

	Ritual
	4
	Ceremony
	Short – 10 areas
	Instant

	Inverted Ritual
	4
	Ceremony
	Short – 10 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




Basic Shape
Spell: This spell allows the caster to hijack another casters spell, effectively becoming the caster of the spell.
Inverted Spell: This spell allows the character to pass the control of a spell on to someone else, effectively making them the caster of the spell.
Ritual: This spell allows the caster to hijack another casters Ceremony, effectively becoming the caster of the Ceremony.
Inverted Ritual: This ritual allows the character to pass the control of a Ceremony on to someone else, effectively making them the caster of the Ceremony.




[bookmark: _Toc437600522][bookmark: _Ref476202770][bookmark: _Toc80627951][bookmark: _Toc201225129]Holy Light
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Long – 500 meters
	Short Hours

	Counter Spell
	0
	Spell, Reaction
	Long – 500 meters
	Instant

	Inverted Spell
	0
	Spell, F
	Long – 500 meters
	Instant

	Cantrip
	0
	Cantrip, F
	Short – 10 Areas
	Combat

	Quick Ritual
	0
	Ceremony
	Personal
	Short Hours

	Ritual
	1
	Ceremony
	Touch
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Intelligent Manifestation
	2
	Special
	Short - 10 areas
	Long Weeks

	Chain
	0
	-
	Short - 10 areas
	Instant

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Ward
	0
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Healing Touch
	1
	-
	-
	-




Basic Shape
Cantrip: This cantrip creates light, which illuminate an area approximately as brightly as a normal torch.
The light does not have to come from any source but may radiate from little bubbles in the air if the caster so wishes. It can also radiate from both living subjects and dead objects, at the caster’s whim.
An unwilling subject cannot be made to emit light, by this spell.
The light is never so powerful that it can blind anyone.
Spell: See the cantrip above. This spell illuminates everything within its range, instead of just what a torch would have lit up.
[bookmark: _Toc312338628][bookmark: _Ref313478070][bookmark: _Toc318414306][bookmark: _Toc318415206][bookmark: _Toc326312574][bookmark: _Toc312338746][bookmark: _Toc318414420][bookmark: _Toc318415320][bookmark: _Toc326312689][bookmark: _Toc312338774][bookmark: _Toc318414451][bookmark: _Toc318415351][bookmark: _Toc326312719][bookmark: _Toc312338778][bookmark: _Toc318414455][bookmark: _Toc318415355][bookmark: _Toc326312723]Intelligent Manifestation
Ritual: The character summons an angel of light. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, ascended person. 
The player who is responsible for summoning the angel must make a character sheet for it.
Chain & Magic Missiles
This spell creates a beam of light, so potent that it causes divine radiant damage.
Cantrip: This cantrip cause 1D3 points of divine radiant damage.
Spell: This spell cause 1D6 points of divine radiant damage for each power level.
Ward
Spell: This spell grants the character ward against light and heat damage with scaling 2 ABS.
Shields
Spell: These shields cause 1D6 points of divine radiant damage for each power level. When a character pass through them.
NB! This does not prevent people from passing through the shield.
Combo: Healing Touch
Spell: See the basic shape. The light from this spell heals all physical wounds of living creatures of flesh and blood, for 1+DM HP, each round of combat.


[bookmark: _Toc80627934][bookmark: _Toc201225130]Identification
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Instant

	Ritual
	0
	Ceremony
	Touch
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Combo: Burning Smite
	0
	-
	-
	-

	Combo: Telekinesis
	1
	-
	-
	-

	Combo: Dispel
	0
	-
	-
	-



Basic Shape
Spell: Through this spell the caster can identify all dead, inorganic matter. For instance, the caster may know the gold content of a gold coin and carbon content of steel.
The caster cannot use this spell to evaluate the market value of such items nor find the magical properties of them.
[bookmark: _Toc312338574][bookmark: _Toc318414252][bookmark: _Toc318415152][bookmark: _Toc326312523][bookmark: _Toc437600500][bookmark: _Ref476120152]Combo: Burning Smite
Spell: Through this spell, the caster refines a single material. Before casting the spell, the caster must know which material he wishes to extract.
The pure, extracted material is shaped as metal bars or rods.
For each 5min during which the caster concentrates on the spell, 1kg of material may be refined.
Example: The caster spends an hour drawing iron out from soil and gain roughly 600g pure iron.
Augmentation + Combo: Burning Smite
Spell: Through this spell, the caster may create alloys from refined materials. The first power level shape an alloy from two materials. Each power level after the first may add 1 material to the alloy.
For each hour during which the caster refine metal this way, he gains 1kg of the alloy.

Augmentation + Combo: Burning Smite + Combo: Telekinesis
Spell: This spell substitutes all the tools of a forge; anvil, hammers, tongs, furnace, and all. 
The spell heats the metal and the caster shape it with a telekinetic bond.
This spell reduces the production time of blacksmithing by half, but during all this time the caster must concentrate on the object which he is trying to create.
Combo: Dispel
Spell, ritual: This spell tries to overcome the might of its target with its own might. If it succeeds, the caster gains a full understanding of the target’s magical properties.
Combo: Dispel + Augmentation
Spell, ritual: See Combo: Dispel. For each power level spent on augmentation, the spells division is increased by 2, for all intents and purposes.





[bookmark: _Toc201225131][bookmark: _Toc80627954][bookmark: _Toc312338710][bookmark: _Toc318414387][bookmark: _Toc318415287][bookmark: _Toc326312658][bookmark: _Toc312338665][bookmark: _Toc318414344][bookmark: _Toc318415244][bookmark: _Toc326312613][bookmark: _Toc326312602]Identify Text
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Touch
	Instant

	Cantrip
	0
	Cantrip
	Touch
	Combat – 30 min

	Ritual
	1
	Ceremony
	Touch
	-

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shape
	Focus
	Range
	Duration

	Basic Shape
	A Text
	Touch
	-

	Combo: Transcending Tongue
	A Text
	Touch
	Instant

	Combo: Mark of Attachment
	A Text
	Touch
	Single Week

	Combo: Phantom Image
	A Text
	Touch
	Instant

	Combo: Enchanted Sleep
	A Text
	Touch
	Concentration (Max 8 hours)



Basic Shape
Cantrip: With this cantrip, the character enchants a text to make it read itself aloud. 
As the text does not need light to see its own pages, the text can read itself aloud even in complete darkness.
The text read itself exactly as fast as the caster want it to and it may jump back and forth in the text in accordance with the casters wishes.
While the character can make a text read itself aloud, regardless of its language, he cannot understand what is written in languages he does not speak.
Spell: This spell allows the caster to gain information about a text, without reading it. 
This includes: 
· The name of the author. 
· When the book was written.
· What its general contents are.
· Which language it’s written in.
· Whether or not it is enchanted.
Combo: Transcending Tongue
Spell: This spell copies the text of one book into the pages of another and translates them to a language which the spell caster can read.
To cast this ritual, the spell caster must touch both the book he wishes to copy, and an empty book with at least the same number of pages.
Combo: Mark of Attachment
Ritual: The character enchants a book to make an auto biography, for someone who have been marked by the casters mark of attachment.
This spell fills out one page in the book each day and if the book is filled out, the spell ends.
For the purposes of Identification, the victim is the author of the auto biography.
The auto biography is written in the preferred tongue of the victim.
Combo: Phantom Image
Ritual: This ritual fills out any empty space in a text, with illustrations befitting of the text.
Combo: Enchanted Sleep
Ritual: This spell puts the target into a deep trance, during which they are completely immersed in a text, which they must hold in their hands.
The user will experience this as though they are physically precenting in the text and live through its pages.
For the duration of this spell, the book count as an actual teacher in the subject which the character is studying.
Combo: Mending
Spell: This spell restores a text or image, to prime condition. The spell can affect a volume of 1L for each power level.
The spell work on any inscribed material, but if the material has BV, it follows the rules for mending.
Note that this spell can restore text which would otherwise be lost.
Combo: Mending + Combo: Transcending Tongue
Spell: This spell allows the caster to change a book, without losing the original author’s touch.




[bookmark: _Toc201225132]Ignition
	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Instant

	Spell
	0
	Spell
	Medium – 50 areas
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Healing Touch
	0
	-
	-
	-

	Combo: Corpse-Light
	0
	-
	-
	-

	Combo: Holy Light
	0
	-
	-
	-

	Combo: Burning Smite
	0
	-
	-
	-

	Combo: Unholy Darkness
	0
	-
	-
	-

	Combo: Frozen Smite
	0
	-
	-
	-



Basic Shape
Cantrip: turns on a flame within range. 
The caster may use this flame to turn on a lamp, a candle, or a campfire, but it cannot cause harm to anyone but bugs and insects.
The caster must be able to see that which he wishes to ignite with this flame.
Cantrip: This cantrip turns off a flame, such as a candle, a torch, or a campfire. The flame cannot be greater than that of a normal campfire.
The fire must be within line of sight. Being able to see the light of the fire, is not enough.
Spell: If the victim does not resist this spell, they are set on fire.
Inverted spell: This spell extinguishes all fire within range.
Combo: Healing Touch
Spell: This spell burns away damage sustained by the victim, the fire burns for as long as the victim is damaged, then it is extinguished. The fire can be put out as any other fire.
Combo: Healing Touch + Corpse-Light
Spell: See Combo: Healing Touch. The target of this spell cannot die, for as long as the fire is burning.
If the target suffers lethal damage, they will burn permanently. The target then counts as being undead, until the flame is put out, then they die.
Combo: Holy Light
Spell: The fire ignited by this spell cause 0 points of divine radiant damage on all targets within 1 area of the ignited flame.
Dedicated power levels may be spent to increase the damage caused by this spell by 1 for each power level.
Combo: Holy Light + Burning Smite
Spell: The fire ignited by this spell cause 0 points of divine fire damage on all targets within 1 area of the ignited flame.
Dedicated power levels may be spent to increase the damage caused by this spell by 1 for each power level.
Combo: Unholy Darkness
Spell: This spell ignites a black flame, which burns with a freezing cold fire damage, and spread unholy darkness instead of light.
Combo: Unholy Darkness + Frozen Smite
Spell: The fire ignited by this spell cause 0 points of divine cold damage on all targets within 1 area of the ignited flame.
Dedicated power levels may be spent to increase the damage caused by this spell by 1 for each power level.




[bookmark: _Toc201225133]Interception
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell, Reaction
	Touch
	Instant

	Reaction Spell
	2
	Spell, Reaction
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Arcane Maelstrom
	1
	-
	Touch
	-

	Field Small
	0
	Disc, Flat Square
	-
	Combat

	Field Medium
	1
	Disc, Flat Square
	-
	Combat

	Field Large
	2
	Disc, Flat Square
	-
	Combat




Basic Shape
Reaction Spell: This spell intercepts another spell casters spell causing it to miscast.
Aura
Spell: See the basic shape. This aura affects anyone within range of it with the same effect as the basic shape.
Dome and Bubble, Fields 
Spell: To cast spells within these shapes, the spell must have a greater might than the might of the shapes.
Combo: Arcane Maelstrom
Spell: See the basic shape. This spell increases the might of the misfired spell by its own might.







[bookmark: _Toc201225134]Imbue Courage
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Touch
	Single Day

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell
	Touch
	Single Day

	Quick Ritual
	2
	Ceremony
	Touch
	Single Week

	Inverted Quick Ritual
	2
	Ceremony
	Touch
	Single Week

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Ward
	0
	-
	Touch
	Combat

	Combo: Phantom Image
	0
	-
	-
	-




Basic Shape
Spell, Quick Ritual: For each power level of this spell, the target gain +1 morale.
Inverted Spell, Inverted Quick Ritual: For each power level of this spell, the target suffers -1 Morale.
Augmentation
Spell, Quick Ritual: The target gain scaling 1 morale.
Inverted Spell, Inverted Quick Ritual: For each power level of this spell, the target suffers scaling -1 Morale.
[bookmark: _Hlk20505265]Ward
Spell, Quick Ritual: The target gain Scaling -1 to all rolls on the fear table.
Inverted spell, Inverted Quick Ritual: The target suffers scaling +1 to all rolls on the fear table.
Ward + Augmentation 1
Spell, Quick Ritual: The target gain Scaling -1 to all rolls on the fear table and Scaling 1 Morale.
Inverted spell, Inverted Quick Ritual: The target suffers Scaling +1 to all rolls on the fear table and Scaling -1 Morale.
[bookmark: _Toc312338583][bookmark: _Ref313478042][bookmark: _Toc318414261][bookmark: _Toc318415161][bookmark: _Toc326312532][bookmark: _Toc437600528][bookmark: _Ref476202802]
Combo: Phantom Image
Spell, Quick Ritual: For each power level of this shape, the target may add 1 to all speech craft checks.
Inverted Spell, Inverted Quick Spell: For each power level of this shape, the target suffers -1 to all speech craft checks.
Augmentation + Combo: Phantom Image
Spell, Quick Ritual: The target may add scaling 1 to all cultural lore checks.
Inverted Spell, Inverted Quick Spell: The target suffers scaling -1 to all cultural lore checks.
Aura
All Methods: This shape may be combined with any shape that Imbue Courage may use.
Anyone within the aura, is affected by the spell, according to the shape used.




[bookmark: _Toc80627965][bookmark: _Toc201225135][bookmark: _Toc312338588][bookmark: _Toc318414266][bookmark: _Toc318415166][bookmark: _Toc326312538]Isari’s Tics
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Medium – 50 areas
	Instant

	Counter Spell
	3
	Spell, Reaction
	Medium – 50 areas
	Instant

	Reaction Spell
	1
	Spell, Reaction
	Short – 10 areas
	Instant

	Inverted Spell
	1
	Spell, Reaction
	Short – 10 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	Long Actions

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-

	Combo: Seizure
	1
	-
	-
	-




All spell methods used with Isari’s Tics follow the rules described in the Cantrip Casting Table. See page 14.
Basic Shape
Spell: This spell causes the victim to stumble. If he can pass a hard DEX check he regain his balance, but loose 3AP. Otherwise he falls and must spend 6AP to get back up.
If the victim fall, the caster chose in which direction he falls.
Reaction Spell: This reaction spell increases the victims dice roll by 1D3, for each power level.
EXP: A check which would not have granted the character EXP without this spell, will not improve upon a characters EXP in that skill.
Inverted Spell: This spell decreases the targets dice roll by 1D3, to no less than 1, for each power level dedicated to the dice roll.
Reaction: This spell may be cast as a reaction to any other character attempting an action which requires a skill check.
EXP: A check which would not have granted the character EXP without this spell, will not improve upon a characters EXP in that skill.

Fields
Spell: See the basic shape. Everyone who are within the field, is subject to the basic shape, though the caster has no control over how the victims fall within the field.
[bookmark: _Ref476015684][bookmark: _Toc437600549][bookmark: _Ref476201934]Augmentation
Spell: The victim suffers +2 to the flaw: Clumsy and an additional +1 for each power level spent on augmentation, to a maximum of +4, for the duration of the spell.
Augmentation + Combo: Seizure
Spell: The victim suffers +2 to the flaw: Stutter and an additional +1 for each power level spent on augmentation, to a maximum of +4, for the duration of the spell.




[bookmark: _Toc80627947][bookmark: _Toc201225136][bookmark: _Toc437600517][bookmark: _Ref476201338][bookmark: _Ref535397494][bookmark: _Ref535397448]Ley line Scrying
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Distant – 50km
	Short Hours

	Quick Ritual
	1
	Ceremony
	Touch
	Instant



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Immunity
	1
	-
	Touch
	Combat – 30 minutes

	Bubble
	2
	9 stone marbles
	Touch
	Special




Basic Shape
Spell: This spell makes the character able to sense magical ley lines within range, for the duration of the spell.
Quick Ritual: If the character succeeds with this ritual on an enchanted map, with Combo: - Ley line Scrying, he finds out where a specific target is upon the map.
Immunity
Spell: A character who are affected by this immunity, does not distort the arcane weave, when they move through it. Thus, they leave no tracks, for lithomancy to follow.
In addition, the character cannot be found by Ley line Scrying, Sensing, mark of attachment or any other spells that search for the character.

Bubble
Spell: See Immunity. This bubble and the area within it are affected the same as a character affected by immunity. this of course includes everything and everyone within that area.







[bookmark: _Toc80627915][bookmark: _Toc201225137]Lens
	Methods
	Division
	Type
	Range
	Duration

	Spell
	4
	Spell
	Touch
	Combat

	Counter Spell
	4
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	4
	Spell
	Touch
	Combat

	CC of subject
	7
	Ceremony
	Touch
	CC subject

	Inverted CC of subject
	7
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Disc
	0
	9 stone marbles
	Touch
	Special

	Combo: Arcane Vision
	1
	-
	-
	Medium - 50 areas / 75 meters

	Combo: Darkness
	0
	-
	-
	-




[bookmark: _Toc318414316][bookmark: _Toc318415216][bookmark: _Toc326312583][bookmark: _Toc437600468][bookmark: _Ref476119004]This spell creates a lens, which covers the victim’s eye. How this lens looks and what it does, depends on the shape of the spell.
Basic Shape
Spell: This lens function as binoculars. The distance to that which the character is looking at is divided by 1E+power level. 
(1E+1 = 10, 1E+2 = 100, 1E+3 = 1000, etc)
Example: A character who use Power level 3 and look at something that is 1km away, will see it as though he were standing right next to it.
Disc
Spell: This shape can be used with all other skill extensions, which then affect the disc. Everyone who look through the disc, is affected by the spell.
Combo: Arcane Vision
Spell: If the target of the spell is blind, the target gain vision for the duration of the spell. 
NB! This spell cannot give sight to creatures who do not naturally have eyes, though it can give sight to a person who have lost his eyes or is born blind.
Inverted Spell: The victim loose his sense of vision, for the duration of the spell.
CC of subject: See the Spell. If this consecration reaches max SL, the target fully gains his vision, and the consecration becomes permanent.
Inverted CC of subject: See Inverted Spell. If this curse reaches max SL, it becomes permanent.
Combo: Unholy Darkness
Spell: The character gain +1 Darkvision for each power level.









[bookmark: _Toc437600469][bookmark: _Ref476119037]
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Short – 10 areas
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Enchanted Tool
	0
	-
	Touch
	-

	Enhanced Durability
	1
	-
	Touch
	-

	Blur
	2
	-
	Touch
	-

	Slippery
	2
	-
	Touch
	-

	Clingy
	3
	-
	Touch
	-




Victims can only try to resist this spell if they see it being cast and recognize it. They are not aware that they have been enchanted.
The spell does not remove the victim’s survival instincts. This spell cannot force the victims to expose themselves to immediate danger if the victims are aware of the danger.
Basic Shape
Cantrip: The target of the spell becomes aware of the caster.
Spell: The target of the spell becomes curious of the caster and gain a strong urge to talk with them.
The victim can try to resist this urge, if they succeed with a willpower check, at -2 DC for each power level.
Aura
Cantrip and spell: Everyone within range of this aura, becomes affected by the basic shape.
Enchantments
Cantrip: This cantrip can be used along with any parry, to increase the difference number by +2.
Spell: When using a weapon enchanted with this spell, the adversary’s focus is diverted towards that weapon. This increases his dodge and DC for parries against that weapon by 2 for each power level.
The adversary s dodge and DC for parries suffers a -2 modifier, for each power level, for simultaneous actions with any other weapon.

[bookmark: _Toc437600520][bookmark: _Ref476201963]
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	Method
	Type
	Range
	Duration

	Cantrip
	Cantrip, ISE
	Touch
	Instant

	Spell
	Spell
	Touch
	Instant

	Ritual
	Ceremony
	Touch
	Long Weeks



	Shape
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Combo: Mana-Vault
	0
	A set of rings
	
	



Basic Shape
Cantrip: This cantrip establish an arcane flow from the caster to his target. This can be used in their distinct ways:
· The caster transfers 2 MP to another character or creature.
· The caster activates a magical symbol by supplying it with MP.
· The caster draws 1 point of MP from a willing or sleeping target or drains 2 MP from a Mana-vault.
Spell: Se the cantrip.
· The caster transfers up to 12 MP for each power level.
· The caster fully drains a Mana-Vault
Combo: Mana-Vault
Ritual: This spell creates a shared mana pool between its members. The size of the mana pool is equivalent to the sum of the members Maximum MP.
So long as a character is a member of a Mana Pool, they do not have individual MP but only use the MP pool. A character may leave a Mana Pool at any time, but when they do, their MP is reduced to 0.
During the ritual, the focus rings are placed upon the finger of each member. So long as that ring remains on the finger of the member, that member remains as part of the mana pool.
A character who performs a suicide spell, while being a member of a Mana-Pool, do not die. Instead, they must make a resistance check, willpower against the power level of the spell. if this check fails, they permanently lose their arcane consonance.
NB! This spell requires a Mark. Whether it’s a mage mark, a mark of attachment, or a different mark, is irrelevant, so long as the spell caster have a global mark to all the targets of this ritual.



[bookmark: _Toc201225140]Maquillage
	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Touch
	Short Hours

	Spell
	1
	Spell
	Touch
	Long Weeks

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Ritual
	3
	Ceremony
	Touch
	Long Weeks

	CC of Subject
	4
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Rapid Growth
	0
	-
	-
	Instant

	Combo: Mending
	0
	-
	-
	-

	Combo: Healing Ritual
	0
	-
	-
	-

	Combo: Cleanse
	0
	-
	Short – 10 areas
	Instant



Basic Shape
Cantrip: This cantrip changes the colour of things in accordance with the characters wishes. This spell can affect organic matter of all kinds.
Examples: By touching a person, the caster could change the targets eyes, skin, and hair colours and by touching a cooked stake, the caster could make it blue.
Spell: For the duration of this spell, the target’s looks and smells as though the character have just been through a bath house.
Their clothes and body thus stay clean, and the spell remove all stains and residue on the characters clothes, regardless of what muddy swamps they wade through.
The spell also prevent visible signs of exhaustion in the face, heals broken nails, keeps the hair glossy and healthy.
CC of Subject: See the Spell. If this consecration reaches skill level 0, it is dissolved. If this CC reach max skill level, it becomes permanent.
Combo: Healing Ritual
Ritual and CC of subject: The character may change his appearance completely. This applies to both bone structure, skin colour, eye colour and every other aspect of the characters body.
This spell may change the character to look like a completely different person, of a completely different race or gender.
Note that this spell cannot change the character into a completely different creature. A human may get to look like and elf or a gorilla, but he cannot grow a tail or regain a lost limb through this spell.
Combo: Rapid Growth
Spell: This spell makes the targets hair grow up to 50cm and up to an additional 50cm for each power level dedicated to hair growth.
In addition, the spell may change the fullness of the hair, alter its natural colour, and change how the hair curls when it grows naturally.
Combo: Mending
All Methods: For the duration of the spell, the characters clothes, shoes, jewels, and other equipment regenerate 1 durability or BV every 10 minutes.
Combo: Cleanse
Cantrip: This cantrip is used for cleaning. The following rules apply:
· Either everything within range or a single object within range, becomes clean from dust, mud, dirt, or other undesirable substances such as blood.
· The spell polish cleaned metal and glass surfaces.
· The spell may dry wet clothes or remove spilled fluids which vanish without leaving stains.
· We documents may be dried, without removing the ink or damaging the documents.








[bookmark: _Toc80627922][bookmark: _Toc201225141]Mending
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Touch
	Special

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	0
	Ceremony, F
	Touch
	Special

	Ritual
	1
	Ceremony, F
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-




Tasks
This spell can accomplish a few different tasks, depending on what the character wish to do with it. This is not different spells or methods, but simply a choice made by the caster when he cast the spell.

	Purpose
	Duration

	Repair
	Instant

	Reinforce
	Combat CC

	Combine Shards of broken object
	Instant

	Combine Separate Objects
	Combat CC



Repairing: An object which have been damaged or broken, can be repaired with this spell, so long as all parts of the object is available. Note that, though a burnt paper can be restored to prime condition, it’s text will still be lost.

Reinforcing: The spell can increase an objects durability or BV above the value it had when it was first created.
Reinforced clothes gain 1 ABS for each 5 durability, rounded up.

Examples of reinforced objects:
· A dress gain ABS and durability.
· A cloth armour gain durability and ABS.
· A sword gain BV.
· A stick gain BV.

Combining: Two separate objects can be combined into a single object, using this spell. The two objects must fit together or belong together one way or another. 

Examples of broken objects: 
· Broken sword blade to broken sword blade.
· Two ends of a broken shaft.
· Two ends of a broken string.

Examples of separate objects:
· Door to frame.
· Lid to box.
· Boot to floor.

When the spell is cast, the two objects must lay completely still.
The two objects become one and cannot be separated without violence.
Note that if the two objects did not have the same BV or durability, the new object have the as much BV or durability as the one item of the two, which had the highest.
[bookmark: _Toc437600484][bookmark: _Ref476119578]Basic Shape
Spell: The target objects is affected for 1 BV or 2 durability for each power level.
Quick Ritual: The target object is affected for 2 BV or 4 durability for each power level.
Ritual: The target object is affected for 3 BV or 6 durability for each power level.
Augmentation
Spell: The target object is affected for scaling 2 BV or scaling 4 durability.
Quick Ritual: The target object is affected for scaling 3 BV or scaling 6 durability.
Ritual: The target object is affected for scaling 4 BV or scaling 8 durability. 


[bookmark: _Toc201225142][bookmark: _Toc80627962]Metric Eye
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Personal
	Short Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




Basic Shape
Spell: For the duration of the spell, the caster can determine exact measurements, of distance, area, and volume at a glance.
He does not need any measuring tools, but he must be able to see all that he is to measure.
For instance, the caster cannot tell the volume of a murky lake, as he cannot see all corners and edges of the lake.
He would be able to determine the volume of a bucket or a cart or the area of the lake, so long as he can see all edges.
Distance Weapons: When using a distance weapon, the character has a +6DC to his difference number.
[bookmark: _Toc312338620][bookmark: _Toc318414298][bookmark: _Toc318415198][bookmark: _Toc326312567][bookmark: _Toc437600587][bookmark: _Ref476201279]NB! Power levels cannot increase this effect.






[bookmark: _Toc201225143]Mind Shield
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Medium – 50 areas
	Single Day

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Hours

	Ward
	0
	-
	Touch
	Combat

	Augmentation
	1
	-
	-
	-




Basic Shape
Spell: The target’s conscious mind is shielded from detection. The character can still be detected by the Detection, but he will be detected as an unintelligent primate.
The shield does not affect the mind of the target in any way. The spell cannot be detected without magic.
[bookmark: _Hlk80297163]Example: a character trying to detect “intelligent creatures” will not find the character with the Mind Shield, and the spell will overlook the characters intelligence.
Had the character instead been searching for animals, it would be a different case.
Aura
Spell: See the basic shape. Everyone within this aura is affected by the spell. The aura can be augmented.
Augmentation
[bookmark: _Toc312338791][bookmark: _Toc318414469][bookmark: _Toc318415369][bookmark: _Toc326312737][bookmark: _Toc437600544][bookmark: _Ref476201420][bookmark: _Toc312338790][bookmark: _Toc318414468][bookmark: _Toc318415368][bookmark: _Toc326312736]Spell: The character is fully immune against all detection and mind reading spells. Spells such as detection and mind-link simply detect nothing when trying to read the characters mind or detect him.
Ward
Spell: The character gain increased resistance against all emotional magic, thought magic and all other effects which might try to take control over the characters thoughts.
This includes spells such as control undead, possession, control demon, a vampire’s control over its children, charm and so on and so forth.
The ward has a scaling 2 willpower.




[bookmark: _Ref442991256][bookmark: _Toc437600546][bookmark: _Ref476201974]
[bookmark: _Toc80627974][bookmark: _Toc201225144]Mind-link
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Long – 500 meters
	Combat

	Counter Spell
	1
	Spell, Reaction
	Long – 500 meters
	Instant

	Quick Ritual
	1
	Ceremony
	Long – 500 meters
	Short Hours

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-




[bookmark: _Ref423544623][bookmark: _Toc437600562][bookmark: _Ref476201438]Basic Shape
Spell, Quick Ritual: This spell establishes a telepathic link between the caster and the target. Through this telepathic link the caster and the target can share conscious thoughts.
NB! The telepathic link can only reach within the range of the spell.

Field, Aura
Spell: See the basic spell. The basic spell affects everyone within the field or aura.



[bookmark: _Toc80627985][bookmark: _Toc201225145][bookmark: _Toc312338554][bookmark: _Toc318414232][bookmark: _Toc318415132][bookmark: _Toc326312503]Open
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell, F
	Touch
	Instant

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




Basic Shape
Spell: This spell open locks, loosen binds, open doors, chests, buckles, and knots.
If used upon a seal or trap, that is not permanent, the seal must resist the opening spell’s might with its own. If this fails, the spell in the seal is cast.







[bookmark: _Toc80627958][bookmark: _Toc201225146]Paralysis
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Medium – 50 areas
	Combat

	Counter Spell
	2
	Spell, Reaction
	Medium – 50 areas
	Instant

	CC of Subject
	5
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Immunity
	1
	-
	Touch
	Combat

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-




Basic Shape
Spell: The victim of this spell is paralyzed. To affect a victim, a certain power level is needed, see the table below:
	Power Levels
	Size

	1
	Fine-Large

	2
	Enormous

	3
	Gigantic

	4
	Colossal

	6
	Small Titan

	8
	Medium Titan

	10
	Large Titan



Immunity
Spell: For the duration of this spell, the target cannot be paralyzed in anyway. In addition, this spell is in conflict with all types of magical paralysis.
CC of Subject: For the duration of this consecration, the target is healed from all types of natural paralysis.
Fields
[bookmark: _Ref418286703][bookmark: _Toc437600536]Spell: See the basic shape. Everyone within this field will start feeling numb in their legs. This reduces movement by 1 for each power level dedicated to movement, though no less than 1.


[bookmark: _Toc437600537][bookmark: _Ref476202542]

[bookmark: _Toc201225147][bookmark: _Toc80627987][bookmark: _Toc80627913]Permafrost
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Personal
	Long Actions

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip, F
	Personal
	Instant

	Inverted Spell
	0
	Spell, F
	Touch
	Long Actions

	Ritual
	1
	Ceremony, F
	Extreme – 5km
	Single Week

	Inverted Ritual
	1
	Ceremony, F
	Extreme – 5km
	Single Week

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	2
	-
	-
	-

	Path
	1
	-
	Touch
	Combat

	Partial Transformation
	2
	-
	Touch
	Combat

	Full Transformation
	3
	-
	Touch
	Combat

	Spirit
	1
	Special
	Short – 10 areas
	Con.

	Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	3
	Special
	Short – 10 areas
	Long Weeks

	Ward
	0
	-
	Touch
	Combat





Basic Shape
Ritual: Frozen Smite decrease the temperature of the air and the water within range, by 3°C. This does not affect water that is bound in living organisms.
Inverted Ritual: Inverted Frozen Smite increase the temperature of the air and the water within range, by 3°C. This does not affect water that is bound in living organisms.
Path
Spell: The character may burrow through solid ice and snow. The speed by which the character burrow through the ice is 1 area each round, for each power level. Note that the tunnel the character creates with this spell, have no risk of collapsing.
Partial transformation
Spell: The character transforms his body partially into that of an ice elemental. This grants him the following abilities:
· See Path. The character may burrow 2 areas each round, for each power level of this spell.
· The character can see through ice, snow, and heavy snowstorms, without any kind of hinderance. In addition, if the character is so far under ice that no light penetrates, the character can see clearly, as though it was bright daylight.
· The character has a ward against cold of 2 for each power level.
Full transformation
Spell: The character transform into an ice elemental. See elementals in the summoners monster manual. 
[bookmark: _Toc312338662][bookmark: _Toc318414341][bookmark: _Toc318415241][bookmark: _Toc326312610][bookmark: _Toc437600489]Spirits
This shape summons an ice elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a spirit of ice. Using this bond, the caster tries to banish the spirit and return it to its home world. Each round, the spirit may try to resist the caster with its willpower against his willpower. 
A spirit with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the spirit does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of frost. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
[bookmark: _Ref476119739]The Angel is an intelligent, ascended, or damned person.

[bookmark: _Toc201225148]Phantom Image 
	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip, I
	Touch
	Short Combat

	Spell
	0
	Spell, F, I
	Medium – 50 areas
	Combat

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	0
	Ceremony, I
	Touch
	Single Week

	Ritual
	1
	Ceremony, I
	Touch
	Long Weeks – 10 weeks

	Stabilization
	2
	Ceremony, I
	Touch
	Long Weeks – 10 weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Ward
	0
	-
	Touch
	-

	Immunity
	3
	-
	Touch
	Short – 6 actions

	Disc
	0
	9 stone marbles
	Touch
	Special

	Dome
	1
	9 stone marbles
	Touch
	Special

	Bubble
	2
	9 stone marbles
	Touch
	Special

	Magic Missile
	0
	-
	Medium – 50 areas
	Short – 6 actions

	Create Trinket
	0
	-
	Touch
	Combat

	Create tools and weapons
	1
	-
	Touch
	Combat

	Create Armour
	2
	-
	Touch
	Combat

	Create Hardened Armour
	3
	-
	Touch
	Combat

	Wall 1
	0
	-
	Short – 10 areas
	Combat

	Wall 2
	1
	-
	Short – 10 areas
	Single Day

	Wall 3
	2
	-
	Short – 10 areas
	Instant

	Spirit
	0
	Special
	Short – 10 areas
	Con.

	Manifestation
	1
	Special
	Short – 10 areas
	Long Weeks – 10 weeks

	Intelligent Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks – 10 weeks

	Combo: Bind Demon
	1
	Special
	Short – 10 areas
	-



Phantom Image creates an illusion which follow the commands of the caster.
Each time the caster gives an illusion an impossible command, it becomes 2 point easier to see through it and the victims may try to overcome it.
A character has +10 to see through an illusion which does not conform to the rules of reality.
Examples: A chair which defies gravity by being offset from the ground, held up only by a staircase.
Basic Shape
This spell creates something incorporeal from the characters imagination. This could be a holographic object, a sound a smell or something else.
Spell: The object must be able to fit within 1m3 for each power level.
Cantrip: The object must be able to fit within 1dm3.
Cantrip: This cantrip adds taste to or enhance the taste of food and drink.
The caster may choose how he wish for something to taste.
This spell can make any consumable substance taste well, this does not make the substance eatable, just tasteful.
Tasting have a -10DC modifier, if a character tries to taste poison or decay, in food which have been affected by this cantrip. 
Ritual: The object must be able to fit within 1hm3 for each power level.
Stabilization: The stabilized illusion is still not corporeal. Instead, objects created this way is holographic images rather than solid objects.
[bookmark: _Toc312338707][bookmark: _Toc318414384][bookmark: _Toc318415284][bookmark: _Toc326312651][bookmark: _Toc437600466]Ward
Spell and Ritual: This spell grants the character scaling 1 to the Merit: Sceptical.
Immunity
Spell: The enchanted character automatically sees through all magical illusions.
Shields
Spell, Quick Ritual and Ritual: Shields are used to hide whatever is inside or behind them.
The caster of the shield determines what the beholder of the shield see, when looking at the shield.
Example: A dome can make a camp look like a thorny thicket. Or a disc can make a hole in the ground look like part of a meadow.
Magic Missiles
Spell: These magic missiles cause 1D6 point Astral damage.
Cantrip: These magic missiles cause 1D3 points of astral damage.
Create Object
Cantrip, Spell, Quick Ritual, Ritual and Stabilization: See create object. Weapons created with this illusion are exactly as they would be if a craftsman created them. If the character is a craftsman, the weapon has the same boons as they would have if the craftsman had made them himself. In addition, their difficulty is increased by the craftsman’s skill division.
Wall
Illusions of walls cannot be destroyed through physical violence. Instead, the victim must try to see through them. Each attack which would have damaged the wall, reduce the walls difficulty by 2 points.
Spell: Walls have scaling 2 + 2 difficulty.
Quick Ritual: Walls have scaling 4 + 3 difficulty.
Ritual: Walls have 6 + scaling 4 difficulty.
Stabilization: See Stabilization.
Spirit
Illusions create with this shape, cause astral damage. How they look, is completely up to the character who created them.
These illusions cannot take physical damage, but each attack which would have caused them harm, reduce their difficulty by 2 and the attacker may try to see through them.
Spell and Stabilization: The illusion is fully controlled by the caster and thus use the casters skills.
Manifestation
See Spirit. 
Ritual and Stabilization: The character summon a will-less manifestation. A will-less manifestation completes a task once, then stop and do nothing. 
The will-less manifestation has 1 of the caster’s skills at the same skill level as the caster, for each power level dedicated to skills.
Ritual and Stabilization: The character summon a bestial manifestation. A bestial manifestation behaves like the character think that the animal which it looks like behave. The bestial manifestation has the same skills as the animal it is supposed to mimic.
Manifestation + Combo: Bind Demon
Ritual & Stabilization: The character summons a bestial manifestation. A bestial manifestation behaves like the animal which it looks like. The bestial manifestation has the same skills as the animal it is supposed to mimic.
This spell has 5% risk of corruption.
Intelligent Manifestation
See spirit.
NB! Normal illusions cannot possess skills and abilities which require Magical Consonance or Magical Dissonance.
Ritual: The intelligent manifestation has a talent in all the skills which the caster possess. For each power level, one of the intelligent manifestations skills is increased to the same skill level as the caster have in that skill. This also grant the spirit all the casters skill extensions.
NB! An intelligent manifestation cannot cast spells.
[bookmark: _Ref476118939]Intelligent Manifestation + Combo: Bind Demon
Ritual & Stabilization: See intelligent manifestation. This manifestation may cast spells.
This spell has 25% risk of corruption. 




[bookmark: _Toc80627911][bookmark: _Toc201225149]Possession
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Combat/Instant

	Counter Spell
	3
	Spell, Reaction
	Medium – 50 areas
	Instant

	Ritual
	3
	Ceremony
	Touch
	Permanent

	CC of Object
	6
	Ceremony
	Touch
	Permanent

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Enchanted sleep
	1
	-
	-
	-

	Combo: Mana-vault
	0
	-
	-
	-

	Combo: Teleportation
	0
	A Spirit Vault
	-
	-




Basic Shape
Spell: This spell allows the character to take possession of another living creature’s body. The character has full control of the possessed body and may only be detected through danger sense, detection spells or lithomancy.
The victim: If the victim was awake when he was possessed, he will feel it as though his body is acting without his control.
If the victim can overcome the possessor’s willpower with his own after the resistance table, he casts the possessor out.
If the victim was asleep, he may not resist the possessor. He will retain no memories of his activities during the possession.
Note that the possessor and the possessed share their conscious thoughts.
NB! This spell can only be used by spirits, who are not currently inside a body.
Bodily limitations
Which creatures a character can possess, depends on which school the character have:
Cosmos: The character can possess their familiar.
Animal Magic: The caster can possess any creature with a basic spirit.
Necromancy & Chaos Magic: The caster can possess any intelligent creature.
Instant possessions: A caster whose body is dead, may choose to take permanent residence in a body, who have no spirit.
Permanent possessions: If the possessed body dies while, the possessor dies too, unless he undoes his spell before that.
Combo: Mana-vault (Spirit-vault)
Ritual: The character enchants an object so that it can contain a spirit. This is called a spirit vault. A spirit vault follows the rules bellow:
· It can be possessed by a character using the basic shape.
· A spirit vault can only be created if the character has either necromancy or chaos magic.
· The basic shape of this spell will target the spirit vault by default if the victim has a spirit vault on his person. Note that the possessor may chose not to target the spirit vault, if he is aware that it is there.
· [bookmark: _Ref476118593]A character who are trapped inside a spirit vault, may use all spells that he can cast by his thoughts alone.
· If a character cast hibernation with combo: possession, while being trapped inside a spirit vault, he may try to overcome the wearers willpower with his own after the resistance table. If he does, the spirit vault is destroyed. Note that this only destroy the spirit vault enchantment, not its physical object.
Combo: Enchanted sleep
Spell: See the basic shape. The victim of the possession is forced into a deep, magical sleep for the duration of the possession.
Combo: Teleportation
CC of Object: If the body which the character inhabit is destroyed, his spirit is instantly returned to the focus object. 



[bookmark: _Toc201225150]Protection
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Combat

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Reaction Spell
	0
	Spell
	Touch
	Con.

	Inverted Spell
	0
	Spell
	Touch
	Combat

	Cantrip
	0
	Cantrip, P
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Ward
	0
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Wall 1
	0
	-
	Short – 10 areas/15 meters
	Combat – 30 minutes

	Wall 2
	1
	-
	Short – 10 areas/15 meters
	Single Day

	Wall 3
	2
	-
	Short – 10 areas/15 meters
	Instant

	Augmentation
	1
	-
	-
	-

	Combo: Teleportation
	0
	-
	-
	-*


* When using Reaction Spell, the duration is: Bated Breath, Otherwise it is 1 round.





Basic Shape
Cantrip: If the character succeeds with this cantrip, the character deflects an attack with it.
Inverted Spell: This spell increases the characters willpower by its power level.
Ward
Spell: This spell grants the character a magical ward of scaling 1 ABS.
Inverted Spell: This spell grants the character scaling 1 magic resistance.
NB! A character cannot spend MP, so long as he has magic resistance.
Reaction Spell: This spell creates an armour around the caster, with scaling 2 BV.
While the armour last, the character is immune to damage.
If the armour is broken by force, the character has a risk of shock equivalent to the damage that broke the armour.
Shield
Spell: This spell creates a magical shield with a BV of 6 and an additional 3 for each power level.
Inverted Spell: This spell creates a shield which dissolve all spells with a might less than that of the shield.
[bookmark: _Ref456350215][bookmark: _Ref476118516][bookmark: _Toc437600464]Wall
Spell: This spell creates a physical wall, made from raw magic.
Inverted Spell: This wall is neither physical nor visible. All spells passing through this wall is dissolved unless it might be higher than the walls.
Augmentation + Shield or Wall
Spells which touch the physical barrier is dissolved, unless they have a might which is higher than that of the barriers. 
Combo: Teleportation
When using this spell, the character step partially into a different dimension. This follows the rules bellow:
· The character is visible.
· Physical attacks pass through the character as though the character was not there.
· The character pass through physical barriers as though they were not there.
· The character is only affected by psychic damage types, mystical damage types and radiant damage.
· The character may only cause psychic damage and mystical damage, regardless of whether the character cast spells or use enchanted equipment.
Spell: The character step out of phase for power level rounds.

[bookmark: _Toc312338653][bookmark: _Toc318414332][bookmark: _Toc318415232][bookmark: _Toc326312601]Reaction Spell: The character step out of phase for as long as he can hold his breath.




[bookmark: _Toc80627932][bookmark: _Toc201225151][bookmark: _Toc437600497][bookmark: _Toc312338768][bookmark: _Toc318414444][bookmark: _Toc318415344][bookmark: _Toc326312713][bookmark: _Toc80627912]Quickness
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Medium – 50 area
	Combat

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 area
	Instant

	Inverted Spell
	0
	Spell
	Medium – 50 area
	Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Spell
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Augmentation
	1
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Rejuvenation
	0
	-
	-
	-

	Combo: Metric Eye
	1
	-
	-
	-



Basic Shape
Spell: The target of this spell gains +2 points of initiative each round, for each power level.
Inverted Spell: The target of this spell suffers -2 initiative each round, for each power level.
Augmentation
Spell: See basic shape. Instead of 2 initiative the target gains 2+ scaling 2 initiative.
Inverted Spell: See basic shape. Instead of -2 initiative the victim suffers -2 + scaling -2 initiative.
Aura and Field
Spell: At the beginning of each round, everyone within this aura or field grain +2 initiative.
Inverted Spell: At the beginning of each round, everyone within this aura or field suffers -2 initiative. 
[bookmark: _Toc437600498][bookmark: _Ref476120133]Combo: Rejuvenation
Spell: The target of this spell gains +1 movement, for each power level.
Inverted Spell: The target of this spell suffers -1 movement, for each power level.






[bookmark: _Toc80627959][bookmark: _Toc201225152]Rain
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Distant – 50km
	Special

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Combat – 30 min

	Inverted Spell
	1
	Spell
	Distant – 50km
	Special

	Quick Ritual
	0
	R
	20 areas
	Single Week

	Ritual
	2
	Ceremony
	Distant – 50km
	Short Hours

	CC of object
	0
	R
	20 areas
	CC object

	
CC of subject
	0
	R
	20 areas
	CC subject

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Ward
	0
	-
	-
	-




Basic Shape
Cantrip: This spell summons a little raincloud over the casters head, for the duration of the cantrip. The rain falling from the cloud is enough to make the caster slightly moist, provide him with shade and to keep him cool on a warm day, it is not to soak his clothes.
Spell: This spell causes it to rain heavily from natural clouds, already in the sky. When the clouds are gone, the rain stops. If there are no clouds, the spell does nothing.
With this spell 1D6mm of water fall each hour, for each power level of the spell.
If the natural temperatures are below 0°C, the rain fall as snow.
Inverted spell: This spell cause natural rain to cease and not return for 1D6 hours for each power level.
[bookmark: _Ref442991364][bookmark: _Ref476202664][bookmark: _Toc312338689][bookmark: _Toc318414368][bookmark: _Toc318415268][bookmark: _Toc326312636][bookmark: _Toc437600541][bookmark: _Ref476201863][bookmark: _Ref476201868]Ritual: See the spell. This spell summons the clouds from which the rain pours down.
Ward
Cantrip: This cantrip prevent that rain hit the enchanted target. The spell can be cast on either living or dead things. The larger the target, the longer it takes to cast the spell.
Quick ritual & CC of object: See cantrip.
The spell is cast on a location with a diameter of the spells range. 
CC of subject: See Cantrip. Once this CC reach 0SL, character have full control of it and may cast the Rain ward cantrip, as a reflex. If the CC reach Max SL, the spell becomes permanent.







[bookmark: _Toc80627933][bookmark: _Toc201225153][bookmark: _Toc312338784][bookmark: _Toc318414462][bookmark: _Toc318415362][bookmark: _Toc326312730][bookmark: _Toc312338569][bookmark: _Toc318414247][bookmark: _Toc318415147][bookmark: _Toc326312518][bookmark: _Toc312338543][bookmark: _Toc318414226][bookmark: _Toc318415126][bookmark: _Toc326312495]Rapid Growth
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Combat – 30min

	Counter Spell
	3
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Touch
	Combat – 30min

	Ritual
	1
	Ceremony
	Touch
	Combat – 30min

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-



NB! The duration of this spell determines how long it takes the plant to grow to the desired stage.
Basic Shape
Spell: This spell makes a plant, or a fungus grow rapidly, to a stage determined by the caster.
Regardless of what the caster wanted, the target will stop growing, once it runs out of space to grow in. For instance, an oak tree in a pot will only grow to the capacity of the pot.
The caster decides, before casting this spell, which state the plants flowers, fruits, sprouts, leaves, and other details should be in once the plant have stopped growing.
Cantrip: See the spell. This cantrip affect an herb, the same as the spell affect other plants and fungi.
Ritual: This ritual makes an herb or fungi grow unnaturally large and gives them treelike attributes, such as wood like stems and corklike bark.
The height of a target is increased by 1 meter for each power level and all its other attributes are increased proportionally to the height.

Augmentation
See the basic shape. This spell increases the size of a plant’s fruits, by a multiplier, depending on the augmentation level and method.
Note that augmentation is specifically aimed at growing the plants fruits, therefore the augmentation warps the plants roots and branches, to optimize fruit growth.
Spell: For each augmentation level, the fruits grow twice as large as they would normally be.
Ritual: For each augmentation level, the fruits grow 16 times as large as they would normally be.
Fields
[bookmark: _Hlk19785231][bookmark: _Toc437600499][bookmark: _Ref476118030]Spells: All plants within this field grows long tentacles. Anything moving faster than 2 areas in a round, is entangled and have their movement reduced by 1, for each power level.





[bookmark: _Toc80627926][bookmark: _Toc201225154]Rejuvenation
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	0
	Spell
	Touch
	Instant

	Quick Ritual
	1
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	A vial of pure water
	-
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-



[bookmark: _Toc437600488][bookmark: _Ref476119706][bookmark: _Toc312338575][bookmark: _Toc318414253][bookmark: _Toc318415153][bookmark: _Toc326312524]Basic Shape
Spell: The target regains 1D6 SP for each power level.
Inverted Spell: The target loose 1D6 SP for each power level.
Fields
Spell: Everyone inside of this field regain power level SP each round.
Inverted Spell: Everyone inside of this field loose power level SP each round.
Augmentation
Quick Ritual: Being affected by this quick ritual is equivalent to 8 hours of sleep. This restores all the characters SP as well as MP.




[bookmark: _Toc201225155][bookmark: _Toc80627919]Scorched Earth
	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Touch
	Short Actions

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell, F
	Touch
	Short Actions

	Cantrip
	0
	Cantrip, F
	Touch
	Instant

	Ritual
	2
	Ceremony
	Extreme – 5km
	Single Week

	Inverted Ritual
	2
	Ceremony
	Extreme – 5km
	Single Week

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	2
	-
	-
	-

	Field Small
	1
	Disc, Flat Square
	Short – 10 areas
	Short Combat

	Field Medium
	2
	Disc, Flat Square
	Short – 10 areas
	Short Combat

	Field Large
	3
	Disc, Flat Square
	Short – 10 areas
	Short Combat

	Partial Transformation
	2
	-
	Touch
	Combat

	Full Transformation
	3
	-
	Touch
	Combat

	Spirit
	1
	Special
	Short – 10 areas
	Con.

	Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	3
	Special
	Short – 10 areas
	Long Weeks

	Combo: Cleanse
	1
	-
	-
	-





Basic Shape
Ritual: Burning Smite increase the temperature of the air and the water within range, by 3°C. This does not affect water that is bound in living organisms.
Inverted Ritual: Inverted Burning Smite decrease the temperature of the air and the water within range, by 3°C. This does not affect water that is bound in living organisms.
Fields
Spell: Fire fields does not cause direct damage. Roll 1D6 for each power level of the spell, each round of combat. If the value exceeds any victims ABS, those victims ignite. Ignited victims add 1D4 points of damage to their burning damage. It is not possible to extinguish fire, within a fire field.
Inverted Spell: Inverted Fire Fields extinguish all fire within them. The field affect a height of 3 areas and an additional 3 areas for each power level dedicated to the height.
Partial Transformation
Spell: The character transforms his body partially into that of a fire elemental. This grants him the following abilities:
· Immunity to heat and fire damage.
· The characters touch cause 1 point of heat damage for each power level.
Partial Transformation + Combo: Cleanse
Spell: see Partial Transformation. This spell heals a character from all natural toxins and illnesses.
Magical toxins and illnesses are healed, if this spell can overcome their might with its might, after the resistance table.
Full Transformation
Spell: The character transforms his body into that of a fire elemental. See the summoners monster manual.
Spirits
This shape summons a fire elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a fire elemental. Using this bond, the caster tries to banish the elemental and return it to its home world. Each round, the elemental may try to resist the caster with its willpower against his willpower. 
An elemental with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the spirit does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of fire. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, ascended, or damned person.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Short – 10 areas
	Short Actions

	Counter Spell
	2
	Spell, Reaction
	Medium – 50 areas
	Instant

	Reaction spell
	2
	Spell
	Short – 10 areas
	Instant

	CC of subject
	5
	Ceremony
	Touch
	CC subject

	Inverted CC of subject
	5
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-
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Spell: This spell causes a seizure in part of the victim’s body. This costs the victim 1 SP and 1D10 points of initiative for each power level.
Reaction Spell: The action which this spell is cast as a reaction to have a reduced difference number, by 1D3+3 for each power level.
If the victims triggered the reaction by moving, the victim’s legs spasm and he must make a DEX check to keep his balance. The 1D3+3 for each power level, is then removed from the difference number of victims balance check. A failure means the character fall and must spend 6AP getting back up.
Augmentation
Spell: See basic shape. This seizure targets the victim’s whole body. Instead of 1 SP, the victim loose scaling 2 SP.
NB! If this spell renders the victim unconscious because of SP reaching 0, he forgets all memorized spells and must rememorize them from his grimoire.
CC of subject: For the duration of this curse, the victim gets the epilepsy flaw. If the SL reach max, it becomes permanent. If it reaches 0, it is dispelled.
Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Medium – 50 areas
	Short Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell
	Medium – 50 areas
	Short Combat

	Reaction Spell
	0
	Spell
	Medium – 50 areas
	Short Actions

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Combo: Metric Eye
	1
	-
	-
	-




Silenced
The silence of this spell renders all living creature’s incapable of using the voice and throat. 
This silence renders the character unable to cast spells which requires a verbal component.
Basic Shape
Spell: The victim of this spell, is silenced.
Reaction Spell: The victim of this spell is silenced. This reaction spell may be used as a reaction, to someone initiating a spell.
Inverted Spell: The targets voice is amplified, so that anyone within 200meters for each power level, can hear him clearly, even though the noise of a battlefield.

Fields
Spell: Anyone within this field is silenced.
The field have a height of 2 areas and an additional 2 areas for each power level, dedicated to its height.
Aura
Spell: Anyone within this aura is silenced.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Touch
	Short Actions

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell, F
	Touch
	Short Actions

	Cantrip
	0
	Cantrip, F
	Touch
	Instant

	Ritual
	2
	Ceremony
	Extreme – 5km
	Single Week

	Inverted Ritual
	2
	Ceremony
	Extreme – 5km
	Single Week

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	1
	-
	Personal
	Short Combat

	Enchanted Tool
	1
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat

	Sphere
	1
	A stone marble
	Long – 500 meters
	Instant

	Cone Small 
	1
	-
	Special
	Special

	Cone Medium
	2
	-
	Special
	Special

	Cone Large
	3
	-
	Special
	Special

	Chain
	1
	-
	Short – 10 areas
	Instant

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Ward
	0
	-
	Touch
	Combat

	Immunity
	3
	-
	Touch
	Combat

	Combo: Metric Eye
	1
	-
	-
	-





Variations
This spell may be learned in a range of variations, each of which requires +1 Division:
Burning Smite: Causes Fire Damage.
Frozen Smite: Causes Cold Damage.
Shocking Smite: Causes Lightning Damage.
Stone Smite: Causes Blunt, Slashing or Piercing Damage (Chosen upon casting).
Properties
A character can learn a smite spell with properties. Each property increases the division of the spell by 1.
Example: A character learns Stone Smite with the Divine and Silver properties. Stone Smite +2 properties has a division of 3.
Basic Shape
Cantrip: This cantrip cause +1 point of Bashing Damage.
Spell: This spell cause +1 point of Bashing Damage, for each power level.
Aura
Spell: Bashing damage within this aura cause +1 point of damage for each power level.
Inverted Spell: Bashing damage within this aura cause -1 points of damage for each power level.
Enchantments
Spell: This spell enchants a weapon, so that it causes +1 point of damage for each power level.
Inverted Spell: This spell enchants a weapon, so that it causes +1 point of damage for each power level.
Spheres, Cones, Chains & Magic Missiles
Cantrip: This method causes 1D3 points of bashing damage.
Spell: This method causes 1D6 points of bashing damage for each power level.
Inverted Spell: This method causes 1D6 points of bashing damage for each power level.
Ward
Cantrip: This spell grants the caster a ward with 3 points of ABS against bashing damage.
Spell: This spell grants the character ward against bashing damage with scaling 2 ABS.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Long - 500 meters
	Con.

	Counter Spell
	0
	Spell, Reaction
	Long - 500 meters
	Instant

	Cantrip
	0
	Cantrip
	Medium – 50 areas
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Touch
	Bated Breath

	Combo: Silence
	0
	-
	-
	Bated Breath

	Combo: Teleportation
	1
	-
	Line of sight
	-




Basic Shape
Cantrip: This cantrip change the casters voice, to whatever voice he desires. The sound of the casters voice can also be increased to a loud tone without straining the vocal cords, but no louder than the character can yell naturally.
Cantrip: This cantrip play music as though the character were playing and/or singing himself.
The caster chose which kind of music, and how loud it should be. Though the music is never louder than the character could sing himself.
Spell: See the cantrip. Anyone within the range of this spell, can hear what the character says, as though they stood immediately next to the character.
Combo: Silence
Spell: Anyone trying to listen for the character have a -3DC and an additional -2 for each power level of the spell.
Cantrip: Anyone trying to listen for the character have a -3DC for as long as the character hold his breath.
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Aura + Combo: Silence
All Methods: See Combo: Silence. The spell affects everyone within the aura.
Combo: Teleportation
All Methods: See the Basic Shape. The caster may choose any location within his line of sight. The sound of the voice originates from that location.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Touch
	Instant

	Counter Spell
	2
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Confusion 
	0
	-
	-
	Combat*

	Combo: Healing Touch
	0
	-
	-
	Short Hours*

	Combo: Burning Smite
	0
	-
	-
	Short Hours*

	Combo: Frozen Smite
	0
	-
	-
	Short Hours*

	Combo: Unholy Darkness
	0
	-
	-
	-

	Combo: Holy Light
	0
	-
	-
	-

	Combo: Corpse-light
	0
	-
	-
	-



*The summoning of the spores is always instant. This is the duration of their effect, after consumption.
The caster summons a handful of spores which may cause a variety of effects when they are inhaled or eaten.
The spores take effect immediately upon consumption.
Magic Mushrooms
The spores can be grown to create mushrooms. They grow best on a heap of compost or other such decomposing material.
From they are planted under ideal conditions, they grow to an edible size within 2 months. A single handful of spores is enough to fill 5m3 of compost with edible mushrooms, from which 1D10+20kg of mushrooms can be harvested, every two month.
Each mushroom has the same effect as its spell, so long as it is eaten, rather than inhaled.
NB! When reproducing, the spores created by the mushrooms, work only as the cantrip.
Mushrooms as a spice
As a spice, the mushrooms have no magical effects, but they might alter the taste of food.
Toxic Spores
Spores that are toxic have a toxicity level equivalent to the caster’s willpower.
Basic Shape
Cantrip: The spores summoned by this spell may either be eaten, as one day worth of food or planted to grow food over time.
Combo: Confusion
Spell: These spores are toxic. They cause mild dizziness and disorientation. The victim suffers -2DC to all DC checks, for each power level.
Taste: Bitter.
Combo: Healing Touch
Spell: When inhaled, these spores cause 1D6 points of healing.
Taste: Sweet.
Combo: Burning Smite
Spell: See the cantrip of the basic shape. These spores grant the consumer a feeling of heat, which flow through their body, warming them up.
For the duration of the feeling, the target has a ward against cold damage with 2 ABS for each power level.
Taste: Spicy.
Combo: Frozen Smite
Spell: See the cantrip of the basic shape. These spores grant the consumer a chilling feeling, which flow through their body, cooling them down.
For the duration of the feeling, the target has a ward against heat and fire damage with 2 ABS for each power level.
Taste: Fresh.
Combo: Unholy Darkness
Spell: See the cantrip of the Basic Shape. The mushrooms which these spores grow into glow with a strange light that darkens everything within range, so that all other than they seem to be covered by twilight.
Taste: Dusty.
Combo: Holy Light
Spell: See the cantrip of the Basic Shape. The mushrooms which these spores grow into glows so that everything within range is illuminated with a dim light, of a colour determined by the caster.
Taste: Creamy.

Combo: Corpse-light
Spell: Anyone who dies after inhaling these spores returns as spore zombies. See the summoner’s monster manual.
The spore zombies are fully under the casters control.
Taste: Rotten.
NB! These spores can only grow in corpses.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Long – 500 meters
	Instant

	Counter Spell
	0
	Spell, Reaction
	Long – 500 meters
	Instant

	Reaction Spell
	1
	Spell, F
	Personal
	Con.

	Inverted Spell
	1
	Spell, F
	Long – 500 meters
	Instant

	Cantrip
	0
	Cantrip, F
	Special
	Con.

	Quick Ritual
	1
	Ceremony
	Short – 10 areas
	Permanent

	Ritual
	2
	Ceremony
	Short – 10 areas
	Long Weeks

	CC of Subject
	4
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	2
	-
	
	Short Turns

	Field Small
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	3
	Disc, Flat Square
	Short – 10 areas
	-

	Create Trinket
	0
	-
	Touch
	Combat

	Create tools and weapons
	1
	-
	Touch
	Combat

	Create Armour
	2
	-
	Touch
	Combat

	Create Hardened Armour
	3
	-
	Touch
	Combat

	Wall 1
	1
	-
	Short – 10 areas
	Combat

	Wall 2
	2
	-
	Short – 10 areas
	Single Day

	Wall 3
	3
	-
	Short – 10 areas
	Instant

	Path
	1
	-
	Touch
	Combat

	Partial Transformation
	2
	-
	Touch
	Combat

	Full Transformation
	3
	-
	Touch
	Combat

	Spirit
	1
	Special
	Short – 10 areas
	Con.

	Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	3
	Special
	Short – 10 areas
	Long Weeks

	Combo: Metric Eye
	1
	-
	-
	-




Basic Shape
Spell, Quick Ritual, Ritual: This spell causes a small, localized earthquake, causing 1D3 points of damage to buildings within range, each round.
Anyone standing on the shaking ground must pass DEX check with a -1D3 DC. each round. Failure means they are downed for the duration of the quake spell.
Fields
Spell: This spell hardens the earth in such a way, that it become like stone, with a BV of 5 for each power level.
The field have a depth of 10cm, for each power level dedicated to depth.
Fields + Create trinket
Spell: This field cause small clusters of crystal to form on the ground. The crystals follow the rules of caltrops. 1D6 clusters of crystals form in each area, for each power level. The crystals cause piercing damage.
Fields + Create trinket + Augmentation
Spell: Se fields. These crystals cause +1 point of damage for each power level of augmentation.
Create Object
Spell: Items created through this spell, have the same bonuses as though the caster had made the item himself, in a conventional manner.
Walls
Spell: This spell creates a wall of stone.
Inverted Spell: This spell creates a hole in the ground, with the same dimensions as the wall. The dirt that was in the hole, vanish.
NB! The inverted wall always has an instant duration.
Path
Spell: The character can burrow through rock, earth, and minerals with a movement of 2 for each power level. The tunnel created by the character, is not magical.
Partial transformation
Spell: The character transforms his body partially into that of an earth elemental. This grants him the following abilities:
· See Path. The character may burrow 2 areas each round, for each power level of this spell.
· The character can sense the movement of the earth and its minerals, making him able to see, as though it was bright daylight even in complete darkness, so long as he is under ground.
· The character has a ward with 1 point of ABS, for each power level.
Full transformation
Spell: The character transform into an earth elemental. See elementals in the summoners monster manual. 
Reaction Spell: The character and all his equipment are transformed into an unmoving statue, with as many BV as the characters Max Health Total + 2 for each power level.
For the duration of the spell, the character cannot move, but he does not need to eat, drink, sleep or otherwise rectitude in any way, he does not age and his weight is multiplied by 10.
NB! Use the duration of the method. When the spell ends the character have 0AP.
CC of Subject: This curse changes a living creature to stone, little by little. The spell can affect both plants and creatures.
The curse does not affect dead things, such as the clothes on a character back.
The curse increases the victims natural ward by 1 and decrease their DEX by 1, for each SL.
SL 0: The curse is broken and fully dispelled.
SL 5+: The victim’s skin is grey.
DEX 0 or max SL: The character’s body have fully petrified.
Spirits
This shape summons an earth elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit.
Inverted Spell: The caster establishes an arcane bond with a lightning elemental. Using this bond, the caster tries to banish the elemental and return it to its home world. Each round, the elemental may try to resist the caster with its willpower against his willpower. 
An elemental with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the spirit does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of earth. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The angel is an ascended or damned person.
Create Trinket + Magic Missile
Quick Ritual: This ritual creates 10 arrows for each power level. 
These arrows count as regular arrows and must thus be fired from a mechanical weapon. They cause piercing damage.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Short – 10 areas
	Combat

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	0
	Spell
	Short – 10 areas
	Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	-

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	-

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	-

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special




Basic Shape
Spell: The target must stop and cannot move closer to the caster.
This does not prevent the target to move further away from the caster.
Inverted Spell: The target must stop and cannot move further away from the caster.
This does not prevent the target to move closer to the caster.
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Aura, Fields, Shields
Spell: To move within a stop aura or stop field or to move through a stop shield, one must overcome the casters willpower with one’s own willpower after the resistance table.
Inverted Spell: To move out from a stop aura or stop field or to move through a stop shield, one must overcome the willpower of the caster with one’s own willpower, after the resistance table.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell, F
	Personal
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell, F
	Personal
	Instant

	Cantrip
	0
	Cantrip, F
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Wall
	1
	-
	Short – 10 areas
	Combat

	Partial Transformation
	2
	-
	Touch
	Combat

	Full Transformation
	3
	-
	Touch
	Combat

	Spirit
	1
	Special
	Short – 10 areas
	Con.

	Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	3
	Special
	Short – 10 areas
	Long Weeks

	Combo: Metric Eye
	1
	-
	-
	-




NB! Damage from this spell can only ever hit total health. It is not possible to aim with any shape of this spell for any reason.
Basic Shape
Spell: This spell causes a powerful surge of energy within the caster. The caster suffers 1 point of lightning damage and regains 1D3 points of MP and SP for each power level.
Fields
Spell: This spell creates a static field. For the duration of the spell, anyone who stand within the field have 5% risk of shock for each power level of the spell.
Field: Circle + Chain 
Spell: A lighting strike at the centre of this field. Everyone within the field suffers 1D3 points of lightning damage for each power level. They must all resist a STR of 3 for each power level or be knocked down. It cost 6AP to get back up.
NB! Use the range and duration of the chain, when casting this spell.
Wall
Spell: A wall of lightning is invisible. It causes no direct damage but have 10% risk of shock upon entry. Each power level dedicated to shock, increase the risk by another 4%.
Partial Transformation
Spell: All attacks made by the character cause lightning damage, in addition to their other damage types.
All attackers who hit the character suffer 1 point of lightning damage, for each power level.
Full Transformation
Spell: The character transform himself into a lightning elemental, for the duration of the spell.
Spirits
This shape summons a lightning elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a lightning elemental. Using this bond, the caster tries to banish the elemental and return it to its home world. Each round, the elemental may try to resist the caster with its willpower against his willpower. 
An elemental with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the spirit does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
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	Methods
	Division
	Type
	Range
	Duration

	Cantrip
	0
	Cantrip
	Personal
	Instant

	Spell
	1
	Spell
	Personal
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Inverted Spell
	1
	Spell
	Personal
	Combat

	Quick Ritual
	2
	Ceremony
	Personal
	Single Week

	Ritual
	3
	Ceremony
	Personal
	Long Weeks

	CC of subject
	6
	Ceremony
	Personal
	CC subject

	Inverted CC of subject
	6
	Ceremony
	Personal
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	Personal
	-

	Path
	0
	A tooth of the animal
	Touch
	Combat

	Partial Transformation
	1
	A tooth of the animal
	Touch
	Combat

	Full Transformation
	2
	A tooth of the animal
	Touch
	Combat

	Augmentation
	1
	-
	-
	-






Basic Shape
Cantrip: The character must bite someone to use this cantrip. That bite causes vampiric damage.
Spell: The characters teeth grow into the ferocious teeth of a predator.
Inverted spell: The character grows venomous fangs. 
· He may choose one of the following types of venom for each power level. 
· If a character resists the venom, the spells duration is halved.
· The venoms toxicity level is equivalent to the characters willpower.
	Destroying venom: For each power level dedicated to this venom, it causes 1 point of damage each round of combat for the duration of the spell.
	Painful venom: For each power level dedicated to this venom, the victim loses 2 points of Initiative for the duration of the spell.
	Hallucinogenic venom: The character loses the ability to know friend from foe, for the duration of the spell.

Path
Spell: This spell only works with animals which the character is specialist in. See animal specialist in the players manual.
The character gain one of the following abilities from the animal:
· Natural ward.
· One natural weapon.
· One of the animal’s main attributes.
· One of the animal’s skills.
· One of the animal’s abilities, such as dark vision.
Partial Transformation
Quick Ritual: See Path. The character gain one of the following abilities from the animal:
· The animal’s natural ward and weapons.
· The animal’s size.
· The animal’s speed.
· The animal’s skills.
NB! The animal must be within one size of the character.

Full Transformation
Ritual: The caster changes entirely into an animal and gain all its abilities, except its spirit and the MA based on it.
NB! The animal must be within one size of the character.
CC of subject: The victim becomes a ware-beast. See magical ware-beasts in the summoners monster’s manual.
Once SL of this curse becomes 0, the victim gain control over the curse and may change his shape as he please. If the curse hit max SL, it becomes permanent.
Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.

Full Transformation + Augmentation
See Full transformation. The animal’s size is increased by the power level of augmentation, from the caster.
Combo: Blight + Full Transformation
CC of subject: See Full Transformation. The curse of the ware-beast’s bite is contagious and have a toxicity level of 3 and another 3 for each power level dedicated to its toxicity level.
NB! This blight work with augmentation.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Long – 500 meters
	Combat

	Counter Spell
	1
	Spell, Reaction
	Long – 500 meters
	Instant

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	
	-

	Field Small
	0
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Medium
	1
	Disc, Flat Square
	Short – 10 areas
	Combat

	Field Large
	2
	Disc, Flat Square
	Short – 10 areas
	Combat

	Combo: Corpse-Light
	0
	A hand
	-
	-

	Combo: Metric Eye
	1
	-
	-
	-

	Augmentation
	0
	-
	Touch
	Concentration



Basic Shape
Cantrip: This cantrip allows the character to move small objects around, within range. The following rules apply:
· This spell can cause no damage, except to bugs and other creatures of comparable size.
· The character must concentrate on the object he wishes to affect with this spell.
· The object must be within line of sight.
· This spell affects as much material as the caster’s Willpower/3.
Examples of actions:
Pull: The caster pulls an object to himself. 
Throw: The spell throws an object as though the character threw it himself.
Turn: The character turns the pages of a book. 
Open/Close: The character opens or closes a door, a window, a chest, a button, or something similar.
Lockpick: This spell may be used instead of a set of lock picks, at a -10DC to lock picking if the caster has divided concentration.
Spell: This spell enchants a target within range, allowing the caster to control the item with telekinesis.
For this, the caster has a STR equivalent to his willpower, multiplied by the power level of the spell.
The spell allows the caster to move the object with a movement equivalent to the STR division of the spell.
NB! This spell cannot be cast on living subjects.
Augmentation
Cantrip: The character makes a heavy object levitate, at most 10cm above the ground. The character cannot make the object move, using this spell, even though an object which is hanging in midair, is rather easy to push around.
This cantrip has a strength equivalent to the caster’s willpower, however, the spell cannot get encumbered and may therefore lift willpower x9.
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Cantrip: This spell creates a telekinetic hand which slaps the victim 1 point of bashing damage.
This spell must target a specific body region.
Spell: Armour does not protect against this spell, but all types of magical and natural ward do. This spell must be aimed at a specific body region.
Chest: The character tries to dig his victims heart out, using a hand of pure Corpse-Light.
The spell has a Damage Modifier equivalent to the caster’s willpower and causes that much damage each round of combat.
The Throat: The hand of Corpse-Light grip the targets throat and tries to choke him.
This cause 1D6 points of damage to the victim’s breath, each round, with a damage modifier equivalent to the caster’s willpower division.
See choking in the players handbook. 
Combo: Corpse-Light + Fields
Spell: This spell creates a field of arms or tentacles manifested from Corpse-Light.
Anyone who step into the field are grappled by numerous arms and pulled towards the centre of the field, where they are held fast. 
The field grapple the victim with a STR of 1D6+6 and an additional 1D6 for each power level.
To resist the grapple, the victim must overcome the fields STR with their own STR after the resistance table. This check must be made for each area through which the victim tries to move. Any failure means the victim is pulled 1 area back, towards the centre of the field.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Personal
	Single Day

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	1
	-
	-
	Instant

	Combo: Far-sight
	0
	-
	-
	Con.

	Combo: Teleportation
	0
	-
	-
	Instant




Basic Shape
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In addition, the point at which this spell was cast becomes an anchor point for the characters sense of direction, thus he knows exactly where that point is, compared to his current location.
Combo: Far-sight
Spell: For the duration of this spell, the character sees the world from a vantage point, 1km above the point where he stands, for each power level.
Combo: Teleportation
Spell: If the caster cast this spell before the basic shape end, he is teleported to the basic shape’s anchor point.
Combo: Teleportation + Aura
Spell: See combo teleportation. Everything within this aura, is teleported with the caster of the spell, retaining its relative position within the aura.
NB! The spell cannot teleport things which are tied down or rooted.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Touch
	Short Hours

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Augmentation
	1
	-
	-
	-

	Combo: Mind-Shield
	1
	-
	-
	-




Basic Shape
Spell: Through this spell the target can move freely in nature, without leaving a single track. This spell even prevents the character from emitting trackable smells.
[bookmark: _Toc437600550][bookmark: _Ref476202970]Aura
Spell: See the basic shape. Anyone within the aura is affected by the basic shape.
Combo: Mind-Shield
Spell: See the basic shape. This spell affects only tracks left in the arcane weave.
Combo: Mind-Shield + Aura
Spell: See Combo: Mind-Shield. Anyone within the aura is affected by this spell with Combo: Mind-Shield.
Augmentation
Spell: See the basic shape and Combo: Mind-Shield. This spell affects both physical tracks and tracks left in the arcane weave.
Augmentation + Aura
Spell: Augmentation. Anyone within the aura is affected by Augmentation.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Personal
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	1
	Ceremony
	Touch
	Short Hours

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Mind-Link
	1
	-
	-
	-



Basic Spirits: Basic spirits usually cannot give clear messages and speaking with them require much interpretation.
To determine the meaning which a basic spirit tries to convey, the character must succeed with a hard INT check. 
If the basic spirit is unwilling to aid the character, the check is very hard.
Due to their low intelligence, the information given by basic spirits are often unreliable. They do, however, not lie on purpose.
Specialized Animal Training: If the character is specialized in training the animal, no check is needed. Instead, for the duration of this spell, the characters SL in Animal Training count as a language skill for that animal.
NB! This spell has no effect on things that have no intelligence or means of communication.
Schools
This spell can be used to speak with a wide variety of creatures. Depending on what kind of creature the character wish to speak to, specific schools is required.
Animal Magic: Allow the character to speak with animals.
Chaos Magic: Allow the character to speak with demons. This has 5% risk of corruption.
Thought Magic: Allow the character to speak with humanoid creatures, with intelligent spirits, who belong on the material plane of existence.
Basic Shape
Spell: Through this spell, the character can communicate with creatures of the right group through their means of communication.
Combo: Mind-Link
Quick Ritual: See the Spell of the basic shape. In addition, and for the duration of this quick ritual, the target of this spell is able to process information through the casters mind, thus gaining his level of INT.
[bookmark: _Toc437600561][bookmark: _Ref476203460]This does not grant the target of the spell access to the caster’s memories or thoughts, but merely to the processing power of his mind.
Prolonged Exposure: For each 24 hours, during which a basic spirit is continually subject to this quick ritual, the spirit has 1% risk of corruption.
A basic spirit who are corrupted by this spell, gain +1 to its spirit level. If this changes the spirit into an intelligent spirit, the spirit gains the language of the one who corrupted it.
Sorcery: A sorcerer may cast this Quick Ritual as a spell.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Long - 500 meters
	Short Combat

	Counter Spell
	0
	Spell, Reaction
	Long - 500 meters
	Instant

	Cantrip
	0
	Cantrip, F
	Short – 10 areas
	Short hours

	Ritual
	1
	Ceremony
	Touch
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	Short Combat

	Intelligent Manifestation
	2
	Special
	Short - 10 areas
	Long Weeks

	Chain
	0
	-
	Short - 10 areas
	Instant

	Magic Missile
	0
	-
	Medium – 50 areas
	Short Actions

	Ward
	0
	-
	Touch
	Combat

	Disc
	0
	9 Stone marbles
	Touch
	Special

	Dome
	1
	9 Stone marbles
	Touch
	Special

	Bubble
	2
	9 Stone marbles
	Touch
	Special

	Combo: Arcane Vision
	0
	-
	Touch
	Single Day

	Combo: Frozen Smite
	1
	-
	-
	-




Unholy darkness is not just caused by the absence of light. It is a blinding radiance of negative light, which shine darkness upon the world, hiding away all light.
Light from holy sources, may try to contest against this darkness as per the rules of conflicting magic.
Basic Shape
Cantrip: This cantrip can dim the light in a room, no larger than the range of the spell.
In a small room with closed shutters and curtains, the twilight becomes complete darkness.
Spell: This spell radiates unholy darkness within range.
Aura
Spell: The target radiates an aura of unholy darkness.
[bookmark: _Toc437600529][bookmark: _Ref476201269]Intelligent Manifestation
Ritual: The character summons an angel of darkness. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, damned person. 
The player responsible for the summoned angel must make a character sheet for it.

Combo: Arcane Vision
Spell: The character gain +1 to the heroic ability dark vision, for each power level. In unholy darkness the character can see the world in negative colours.
Combo: Arcane Vision + Aura
Spell: See arcane vision. The spell affects everyone within this aura.
Chain & Magic Missiles
This spell creates a beam of light, so potent that it causes unholy radiant damage.
Cantrip: This cantrip cause 1D3 points of unholy radiant damage.
Spell: This spell cause 1D6 points of unholyradiant damage for each power level.
Ward
Spell: This spell grants the character ward against light and cold damage with scaling 2 ABS.
Shields
To anyone incapable of seeing in unholy darkness, these shields seem to be made from solid, impenetrable darkness.
Spell: These shields cause 1D6 points of unholy radiant damage for each power level. When a character pass through them.
NB! This does not prevent people from passing through the shield.

Combo: Frozen Smite
Spell: See the basic shape. This spell decreases the temperature within the unholy darkness, by 10°C for each power level dedicated to cooling off the area.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell
	Touch
	Single Day

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Cantrip
	Touch
	Short Combat

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Aura
	0
	-
	Personal
	-

	Augmentation
	1
	-
	-
	-

	Combo: Healing Touch
	0
	-
	-
	Instant




Basic Shape
All Methods: The character can breathe in any atmosphere. So long as there is enough oxygen to keep him alive.
Combo: Healing Touch
Cantrip: The target regains 1D3 points of breath.
Spell: The target regains 2D6 points of breath for each power level.
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All Methods: The character may breathe freely, even if there is no oxygen in the air.

Augmentation 2
All Methods: The character does not need to breath at all.
Aura
All Methods: Anyone within this aura is affected by the basic shape.
If used with augmentation, the spell functions the same as the augmentation.
Combo: Healing Touch + Aura
Spell: Anyone within this aura regain 1D6 points of breath each round of combat.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Combat

	Counter Spell
	1
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	1
	Ceremony
	Touch
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-



Basic Shape
Spell: For the duration of this spell, the caster gains +2 DC to climbing, for each power level.
Quick Ritual: For the duration of this spell, the caster may walk on any solid surfaces, as though gravity pulled the character and their equipment towards that surface.
This allows the character to scale smooth walls or to walk upon the ceiling of a building.
For the duration of the ritual, the character automatically succeeds with all climbing checks.
Example: The character may use this spell to crawl, head down, across a glass ceiling.

Augmentation
Spell: This spell increases the casters DC in climbing by scaling 2 DC.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell
	Distant - 50km
	Instant

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Cantrip
	0
	Spell, F
	Extreme - 5km
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-





Basic Shape
Cantrip: The caster of this spell predicts the natural weather for the next day.
NB! If the current weather is affected by magic, the caster cannot predict anything, but will know that the weather is in the control of a magical force.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	Spell, F
	Distant – 50km
	Single Day

	Counter Spell
	1
	Spell, Reaction
	Distant – 50km
	Instant

	Inverted Spell
	1
	Spell, F
	Distant – 50km
	Single Day

	Cantrip
	0
	Cantrip
	Short – 10 areas
	Short Hours

	Quick Ritual
	0
	Ceremony
	Long – 500 meters
	Single Week

	Ritual
	2
	Ceremony, F
	Distant – 50km
	Single Day

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Magic Missile
	0
	-
	Medium – 50 areas
	Short actions

	Cone Small 
	0
	-
	Special
	Special

	Cone Medium
	1
	-
	Special
	Special

	Cone Large
	2
	-
	Special
	Special

	Enchanted Tool
	0
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat

	Sphere
	0
	A stone marble
	Long – 500 meters
	Instant

	Path
	0
	-
	Touch
	Combat

	Full Transformation
	2
	-
	Touch
	Combat

	Spirit
	0
	Special
	Short – 10 areas
	Con.

	Manifestation
	1
	Special
	Short – 10 areas
	Long Weeks

	Intelligent Manifestation
	2
	Special
	Short – 10 areas
	Long Weeks

	Ward
	0
	-
	Personal
	Combat – 30 minutes






[bookmark: _Toc312338698][bookmark: _Toc318414378][bookmark: _Toc318415278]

Basic Shape
Cantrip, Spell, Ritual: The caster changes the direction of the wind within the range of the spell and the speed of the wind.
The windspeed is changed by maximum 5 meters per second for each power level.
Magic Missiles & Spheres
Spell: These spells cause 1D6 points of damage for each power level.
Cones
Spell: This cone has a STR of 6 and an additional 3 for each power level. 
If the cone with its STR can overcome the STR of a victim inside the cone after the resistance table, the victim will fall and be pushed 1 area away, for each power level. It cost 6AP to get back up.
If power levels have been spent on the duration of the cone, it is impossible to get back up, so long as the cone is pointed at the victim.
It cost 6AP to get back up, after the cone have ended.
Enchantments – of melee weapons
Spell: The enchanted weapon can strike enemies with a range of STR areas.
Enchantments – of ranged weapons
Spell: The weapon has +1 DC to hit its target for each power level.
Inverted Spell: The weapon has -1 DC to hit its target for each power level.

Path
Spell: The target of this spell can fly with a movement of 1 for each power level.
The spell can make up to 200kg fly, for each power level.
Transformation
Spell: The character transform himself into a wind elemental. See elementals in the summoners monster manual.
Spirits
This shape summons a wind elemental. See elementals in the summoners monster manual.
Spell: The character may use the shape: Spirit. 
Inverted Spell: The caster establishes an arcane bond with a wind elemental. Using this bond, the caster tries to banish the elemental and return it to its home world. Each round, the elemental may try to resist the caster with its willpower against his willpower. 
An elemental with no will of its own, may use the willpower of its controller, if the controller is in direct control of it and focus on it.
If the elemental does not resist, it is banished.
Ritual: This method must be used to summon manifestations and intelligent manifestations.
Medium: A medium may summon an angel of the sky. See the summoners monster manual.
The power level of the spell will then only determine the angel’s duration.
The Angel is an intelligent, ascended, or damned person.
Ward
Cantrip: Wind ward create an invisible circle with a diameter of 5 areas. Within this area, all wind is slowed down to an imperceptible level.
This ward only affects natural wind. Magical bursts of wind pass straight through it.
Spell: This spell causes a strong current to blow around the character. He gains scaling 1 dodge against ranged attacks.
Quick Ritual: The windward ritual creates a stationary area, which function the same as the cantrip. 
The diameter of the area is equal to the spells range.



[bookmark: _Ref476015715][bookmark: _Ref476202472][bookmark: _Toc437600585]
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	Methods
	Division
	Type
	Range
	Duration

	Quick Ritual
	2
	Ceremony
	Short – 10 areas
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Control Undead
	1
	-
	-
	-





Ancestral Communion allow the character to commune with people in the realm of the dead.
The dead have all their memories from their life and can, if they chose, reveal secrets of the past to the caster of the spell.
Unwilling Spirit: An unwilling spirit will stay only to answer a single question for each power level. 
The questions are answered by the dead spirit, with either a yes, a no or with a riddle or a rhyme.
Willing Spirit: A spirit who are willing to speak with the caster of the spell, may stay for as long as the caster wish.
With such a spirit, the caster may hold a normal conversation.
Not A summoning: The spirit is not summoned physically to the world of the living and can thus not be used or controlled through any necromantic spells.
Requirements: The caster of the spell must fulfil all the following requirements:
· The caster must either be the direct descendant of the deceased, be in possession of the body of the deceased or be on their grave.
· The caster must know the name of the deceased.
· [bookmark: _Toc437600560][bookmark: _Ref476201503][bookmark: _Ref476201848][bookmark: _Ref476203451]The caster must have at least one language in common with the deceased.
· If the spirit of the deceased is located in the material plane, this spell will not work, unless the caster is in touch with those spirits corporeal container.
Symbols: Symbols only function if they are drawn upon a part of the deceased remains.

Basic Shape
Quick Ritual: If the spell succeeds, the spirit of the dead show itself to the caster of the spell, as it looks in the next world.
Combo: Control Undead
Spell: This spell is cast upon an undead creature, which is controlled by someone else.
The caster must overcome the willpower of the controller. If this succeed the undead being gain full control of its own body.
If the undead creature is created as a regular spirit, it is destroyed.

[bookmark: _Toc201225176][bookmark: _Toc80627952]Animate Object
	Methods
	Division
	Type
	Range
	Duration

	Quick Ritual
	3
	Ceremony
	Touch
	Medium weeks – 4 weeks

	Ritual
	3
	Ceremony
	Touch
	Long weeks – 10 weeks

	CC of object
	4
	Ceremony
	Touch
	CC object

	Inverted CC of object
	4
	Ceremony
	Touch
	Instant

	CC of subject
	5
	Ceremony
	Touch
	CC subject

	Inverted CC of subject
	5
	Ceremony
	Touch
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Spirit
	1
	Special
	-
	Con.

	Manifestation
	2
	Special
	-
	Permanent

	Intelligent Manifestation
	3
	Special
	-
	Permanent

	Combo: Metric Eye
	1
	-
	-
	-






Animate object binds a spirit to an object and thus, the spell grant life to a dead material.
Basic Shape
Ritual: Arms, legs and other extremities can be substituted through an animated prosthesis. The character may even add new limbs, such as extra arms or a tail. In this manner, the prothesis becomes part of the characters body.
The animated prothesis have the same abilities as the limb that was lost.
On the first power level, the new body region is completely identical to the lost limb, with the exception that it has BV instead of HP and that which have been lost, when the body region was lost, is not returned.
The prothesis may be hollow, but it must be rigid, and it must be of approximately the same size as the old one.
Whoever create the body region must be a sculpture or an armorer.
The material of the new body region affects the BV of the body region in accordance with the following table:
	Material
	Solid BV
	Hollow BV

	Straw
	-1
	-2

	Clay
	±0
	-1

	Wood
	+5
	+2

	Granite
	+10
	+4

	Bronze
	+15
	+9

	Iron
	+17
	+11

	Steel
	+19
	+13

	Mithril
	+21
	+15

	Armour
	-
	As the Armours BV.



Quick Ritual: This quick ritual function the same as the ritual, though it cannot affect anything stronger than straw.
CC of subject: A body region which have been consecrated to a person, function the same as a ritual. When the CC reach max SL, it becomes permanent. If it reaches 0 SL, it falls off and dies.
Inverted CC of subject: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.
Spirits
The character binds a spirit to a dead object and create an animated construct. Through such means, the character may create a gargoyle or animate an armour.
Creatures which have been raised in this manner, are described in the summoners monster manual.
The Spirit: This spell does not summon any spirits. Instead, it must either sacrifice a living person, a ghost, a demon, an elemental, a familiar or, for the spell only, a familiar spirit.
Spell: The character temporarily binds a familiar spirit to an object, using the shape “Spirit”.
Ritual and CC of object: The character can use the shapes “Manifestation” and “intelligent Manifestation” with these methods.
Inverted CC of object: This method dissolves a CC of subject. See the rules for conflicting magic on page 4.


[bookmark: _Toc80627945][bookmark: _Toc201225177]Baelfire
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	4
	Ceremony
	Touch
	Long Weeks

	CC of Subject
	7
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Hibernation
	1
	-
	-
	-

	Combo: Corpse-light
	1
	-
	-
	-

	Augmentation
	1
	-
	-
	-



Baelfire is related to Corpse-light, though it can only target the living. While balefire is burning, the victim’s spirit cannot leave their body and thus, the victim’s body may expire, without the character dying.
While a subject is affected by balefire, the following apply:
· The victim cannot feel their bodily needs or depravations. This takes away all negative modifiers from exhaustion or depravation of any kind.
· Though the victim cannot feel his needs, they are very much still there and if the character does not care for his body, it will expire from lack of care.
· A character whose body expires, will not be aware of it until they notice that their flesh start smelling or that their bodily functions stopped working.
· A death caused by any of the following damage types, will end the effect of this spell: Astral damage, silver damage or any regular, mystical, or elemental damage, except poison.
· A character affected by Baelfire feel cold to the touch and his eyes glow with a faint, quivering light in the dark.
Basic Shape
Ritual: This spell ignite balefire in a living subject.
CC of Subject: This spell ignite balefire in a living subject. For the duration of the curse, the subjects Health is increased by the SL of the curse. If this SL of this curse reach 0, it is dissolved. If the SL of this Curse reach max, it becomes permanent.
Augmentation
Ritual and CC of Subject: See The basic shape. The caster can still feel his basic needs, he simply is not bothered by them if he chose to ignore them. 
In addition, the character knows when his neglect pushes him near to his end.
Combo: Hibernation + Augmentation
Ritual and CC of Subject: Se Augmentation. In addition, the characters physical needs are put in a state of hibernation for the duration of the spell. The character may live 10 times the duration, without food, water, or sleep, without his body dying.
Combo: Corpse-light
CC of Subject: See the basic shape. If this curse reaches max SL, the victim becomes an arcane vampire. See the summoners monster manual.
This shape may be combined with Augmentation and Combo: Hibernation if the caster so wishes.




[bookmark: _Ref535397471]

[bookmark: _Toc201225178]Blessing of Life
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	5
	Ceremony
	Touch
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Control Undead
	1
	-
	-
	-



Basic Shape
Ritual: This ritual grants the target success, during their next intercourse.
NB! This ritual can create unnatural half breeds.
Combo: Control Undead
Ritual: See the basic Shape. The caster of this ritual may choose a specific person, who will then be reborn, as a result of this spell.
NB! The spirit of that person must either be present, or be claimed by the patron, which the character invokes when casting this ritual. In addition, the spirit of the character who are to be reborn, may not currently reside in a physical body.







[bookmark: _Toc201225179]Bind Demon
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Ceremony
	Medium - 50 areas / 75 meters
	Instant

	Ritual
	3
	Ceremony
	Medium - 50 areas / 75 meters
	Instant

	Inverted Ritual
	3
	Ceremony
	Medium - 50 areas / 75 meters
	Instant

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation*
	1
	-
	-
	-

	Ward
	0
	-
	Instant
	Combat

	Immunity
	3
	-
	Instant
	Combat

	Disc
	1
	9 stone marbles
	Instant
	Special

	Dome
	2
	9 stone marbles
	Instant
	Special

	Bubble
	3
	9 stone marbles
	Instant
	Special

	Manifestation*
	2
	Special
	Short – 10 areas
	Instant

	Intelligent Manifestation*
	3
	Special
	Short – 10 areas
	Instant


*This shape is used to create a demon after the rules in the summoners monster manual.
The use of Possessed Items
A character who has a possessed item may choose to use it, through either of the skills in the following table. Depending on which skill the character is using, the character may gain certain abilities from the item. Note the risk of corruption; see page 9.
	Used Ability/Skill
	Abilities
	Risk of corruption

	Medium
	The character gain chaos magic as a domain.
	1% for each power level, spent on spells from chaos magic.

	Chakra 
	The user draw Chakra from the demon.
	1% For each point of Chakra.

	Channelling
	The character can use 1 of the demon’s demonic abilities. See demonic abilities and mutations in the summoners monster’s manual.
	1% for each mutation point.

	Lithomancy
	The character may use Arcane Vision with combo: Blindness + Augmentation 1 as a passive spell.
The characters eyes change drastically, as the whole eye becomes reptilian. This may affect even the skin around the eyes as well as the eyelids.
If the character is corrupted from using this cantrip, he gains Arcane Vision as a sorcery to his perception and the visual change to the eyes become permanent.
	1% upon initiating this passive spell and 1% further for each 10 minutes until the caster stop using it.
When the spell is deactivated, the character makes a check on the accumulated risk, to see if he gets corrupted.

	Siphoning
	The character enters a wild berserk where he is incapable of recognizing friend from foe. During his frenzy, his STR and END is increased to their maximum values.
	10%.

	Two-way Telepathy
	The character may speak with the demon through telepathy.
	1% upon initiation of a conversation with the demon and 1% for each 10 minutes during which the character speaks with the demon.
Roll for the accumulated risk after the conversation.
Note that the risk never increases above 50%.


NB! If the demon is not controlled, the character must build a positive relationship with the demon, to be able to use any of these abilities. Remember that, even though demons originate from chaos, they are no more chaotic or malignant than humans. They are often childish, curious and want to be set free and they always have an agenda of their own and they will do almost anything to achieve their goals.




The name and type of the demon
To be able to bind a demon, the caster must know the demon’s type, as a bare minimum. To have this information, the character must make a demonology check.
If the character knows, and can pronounce, the demons true name, them the demon have no resistance to this spell.
To know the demons true name, the character must make a demonology check, with a negative modifier equivalent to the demons INT.
To be able to pronounce the demons name, the character must be able to speak the demon’s language with a SL division of at least 4.
Basic Shape
Ritual: This spell binds a demon in an object.
Inverted Ritual: The character free a demon which have been bound in an object, through this spell.
Augmentation 1
Ritual: The character binds a demon, with a basic spirit, in a living creature. The caster must overcome the sum of the victims and the demon’s willpowers with his own, to bind the demon in the victim.
Inverted Ritual: The caster free a demon who are bound in a living creature.
Augmentation 2
Ritual: The caster binds a demon in a person. The caster must overcome the sum of the victims and the demon’s willpower with his own after the resistance table, to bind the demon.
Augmentation 3
Ritual: This fuses his spirit with the demon. If the character overcome the demon’s willpower with his own willpower -10, the demon’s psyche is destroyed.
If not, the demon may try to take control of the caster in the same manner.
This magical battle continues, until either the demon or the caster have won. If the demon wins, a new demon is born in accordance with the rules in the summoners monster manual.
if the character wins, he becomes corrupted by 1D3 points of corruption +1 for each power level. 
Spirits
Ritual: The character summons a demon from chaos. The demon who arrives will automatically try to possess the most advantageous body available to it.
If the character succeeds with a demonology check, he may choose which skills and abilities the demon has.
Miscast: If this spell miscast, in addition to the regular rules for miscast, the demon is summoned with an additional 3D10 power levels.
The caster has no control over the demon and any protective measures he might have created is destroyed.
Inverted Ritual: If the caster can overcome a demon’s willpower with his own, the demon is banished into chaos.
This ritual adds a scaling -6 to the demon’s willpower.
Ward
Spell: This spell adds a scaling +2 willpower to the character, against all forms of possessions.
Immunity
Spell: This spell enchants a body. The enchanted body cannot be possessed, neither by magic nor by demons.
If there is a demon in the enchanted body, it must try to resist the casters willpower with its own after the resistance table. If the demon fails, it is expelled from the body.
Each power level of this spell increases the casters willpower by 2.
NB! This does not force the demon to leave the world. If the demon can maintain its spirit in the world, it may try to possess another body.
Immunity + Augmentation
Spell: See Immunity. The casters willpower is boosted by scaling +3 willpower.
[bookmark: _Toc437600467][bookmark: _Ref476118962]Shields
Spell: The demon must overcome the shields might with its own willpower, after the resistance table, to pass into and out from this shield.
This shield has a might equivalent to the caster’s willpower + scaling 6 might.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	0
	Spell, F
	Personal
	Combat

	Counter Spell
	0
	Spell, Reaction
	Medium – 50 areas
	Instant

	Quick Ritual
	3
	Ceremony
	Short – 10 areas
	Single Week

	Inverted Quick Ritual
	3
	Ceremony
	Short – 10 areas
	Single Week

	Ritual
	4
	Ceremony
	Personal
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Blight
	1
	-
	Touch
	Instant





Basic Shape
[bookmark: _Toc437600471][bookmark: _Ref476119091]Quick Ritual: This spell cause 1 point of corruption for each power level, to the victim.
CC of subject: The victim of this curse gains 1 point of corruption for each SL of the curse.
If the curse is removed, the character ceases to be a demon and lose all unspent points of corruption but retains all mutations they gained from the corruption.
If the curse reaches its maximum SL, the victim becomes a true demon and the curse ceases.
Combo: Blight
Ritual: This spell creates a contagious blight with a toxicity level of 6 for each power level. This blight corrupts its victims with 1 point of corruption for each power level.
The first corrupted victim gets random corruption. Every victim thereafter is corrupted in the same manner as the first.




[bookmark: _Toc201225181]Casting Circle
	Methods
	Division
	Type
	Range
	Duration

	Spell
	1
	ISE, Spell
	Special
	Con.

	Quick Ritual
	1
	ISE, Ceremony
	Special
	Con.

	Ritual
	2
	ISE, Ceremony
	Special
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Any
	1
	-
	-
	-




Stability
A casting circle have a stability based on its method and power level.
The minimum stability of a casting circle must be equal to or higher than the might of the master spell. Otherwise, the master spell fails as it dispels the casting circle.
Spell: Each power level of the spell increases the stability of the circle by 1.
Quick Ritual: Each power level of the quick ritual increases the stability of the circle by 2.
Ritual: Each power level of the ritual increases the stability of the circle by 4.
Stabilization: Each power level of stabilization increases the power level of the spell by 8.
Combinations
A pillar may use a combination with whatever spell he wishes. If he does, he may add power levels to a master spell, dedicated to whatever the pillar chose.
NB! This does not affect the DC of the master spell, even though it affects the spells might.

Basic Shape
A casting circle is used to establish and maintain a magical field, for use with master spells.
Pillars: Casting this spell requires five spellcasters, with either channelling, medium or lithomancy. These casters are called pillars, as they hold up the magical field.
The pillars stand in a pentagon, before they try to cast this spell.
Casting the spell: When casting the spell, each pillar must chant the spell and make a separate DC check to succeed. 
This is done in a special harmonious, almost singing manner, so that all casters finish the spell at the same time.
Success: The magical field is established.
Significant Success: The magical field is established with a +1 stability for each power level, cast by that pillar.
Perfect Success: The magical field is established with a +1 stability for each power level, cast by each pillar.
Failure: If anyone in the circle fail his DC check, the circle is dissolved.
Fumble: If anyone in the circle fumbles the DC check all participants in the circle must roll to tame the miscast.
MP in the casting circle: There can be as much MP in the magical field, as the stability of the magical field.
Any excessive MP escape the field and are lost.
The field can receive MP from the pillars of the field or from outside sources such as a Mana-link.
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	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Long – 500 meters
	Con.

	Quick Ritual
	2
	Spell
	Long – 500 meters
	Con.

	Ritual
	3
	Ceremony
	Touch
	Con.

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation 1
	1
	-
	Extreme - 5km
	Con.

	Augmentation 2
	2
	-
	Distant - 50km
	Con.

	Augmentation 3
	3
	-
	Global
	Con.

	Immunity
	3
	-
	Touch
	Combat

	Disc
	1
	9 Stone marbles
	Touch
	Special

	Dome
	2
	9 Stone marbles
	Touch
	Special

	Bubble
	3
	9 Stone marbles
	Touch
	Special

	Combo: Lens
	1
	-
	-
	-

	Combo: Teleportation
	1
	-
	-
	-




Basic Shape
Spell: The caster can see and hear everything that happens in an area, as though he was there in person, standing still at a fixed location.
The caster must be well acquainted with the area, and it must be within range.
Quick Ritual: See the spell. In addition, the caster sees events that have transpired 1 day in the past, for each power level.
Ritual: The caster sees the previous owner of an item. Initially, the spell shows the point in time where the owner first acquired the item.
The caster may then choose to shuffle through time to find specific events, during which that person was in possession of the item.
The character can only follow one owner, for each power level, and when shuffling through time, he must actively choose to shuffle past the point where the item was passed to a new owner. Thus, the points in time where the item was passed from one person to another, is anchoring points that the character can always go to.
Augmentation
Augmentation cannot see the past.
Spell: Augmentation 1 must use the spell method.
Quick Ritual: Augmentation 2 must use the Quick Ritual method.
Ritual: Augmentation 3 must use the Ritual method.
Immunity
Spell: Far-sight cannot see the enchanted character.
Disc + Combo: Lens
Spell: This shape can be used with all other shapes except teleportation.
The disc becomes a window for the Far-sight spell, allowing those who look through it to see the vision along with the caster of the spell.
Dome, Bubble
[bookmark: _Toc312338688][bookmark: _Toc318414367][bookmark: _Toc318415267][bookmark: _Toc326312635][bookmark: _Toc437600559][bookmark: _Ref476202482]Spell: Far-sight cannot see inside these shields.
Banish + Augmentation 3
Ritual: This ritual allows the character to see places on other planets. It cannot show the past.
Combo: Teleportation
Spell: See Disc + Combo: Lens. This spell allows the character to step through the window created by the disc. Doing so will leave the character disoriented and confused for 1D6 days.
Note that there is no window on the other side of the Disc.

[bookmark: _Toc80627930][bookmark: _Toc201225183]Healing Ritual
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	5
	Ceremony
	Touch
	-

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Corpse-light
	1
	A body
	Touch
	Permanent



Basic Shape
Ritual: This ritual heals the target for 100% of its health. This includes critical injuries and lasting injuries, which have not yet caused death.
It is possible to reattach body parts with this ritual, so long as they are not fully destroyed.
Note that if a body part has been detached from the body for more than 1 hour, this ritual can no longer reattach it.
The target of this ritual is stabilized as soon as this ritual is initiated.
Combo: Corpse-light
Ritual: See the basic shape. This spell makes the character able to revive dead body parts, even if all that is left of them is the bones.
The character can even resurrect a completely dead character, through this ritual, regenerating their flesh and their body, so long as all bones are present.
To do this, the caster must have the deceased characters spirit to be present and both must, willingly, sacrifice 1 MP permanently.
NB! The victim of this spell has Corpse-light burning within them and thus count as being undead.



[bookmark: _Toc201225184]Hibernation
	Methods
	Division
	Type
	Range
	Duration

	Quick Ritual
	4
	Ceremony
	Personal
	Single Week

	Ritual
	5
	Ceremony
	Personal
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Combo: Permafrost
	1
	-
	-
	-

	Combo: Scorched Earth
	1
	-
	-
	-

	Combo: Stoneward
	1
	-
	-
	-

	Combo: Possession
	1
	-
	-
	-

	Combo: Life Extension
	1
	-
	-
	-






All shapes of this spell may be combined with each other.
Chakra: This ritual may be learned and used through the skill Chakra.
Medium: The character may have an active aura during the hibernation.
Basic Shape
Quick Ritual: For the duration of this spell the caster sleep in a deep, dreamless, deathlike sleep. Only magic can detect that the character is alive.
Ritual: See the Quick Ritual. If the caster spends a CC when performing this ritual, he may choose a condition that will wake him up, such as “When the king dies” or “When a worthy man sit upon the throne” or “in 15 years and 4 days”.
NB! This ritual does not prevent the character from aging and the characters physical needs are not halted from the spell. If the character is not positioned in a safe way, he will experience bedsores. Ultimately, this ritual may kill the character, if everything is not taken into consideration for a long hibernation.
Augmentation 1
All Methods: See the basic shape. The character has no need for food and water, for the duration of the spell.
Augmentation 2
All Methods: See Augmentation 1. The character has no need for breathing, for the duration of the spell.
Augmentation 3 + Combo: Frozen Smite + Combo: Life Extension
Ritual: See Augmentation 2. The character enters a cryogenic sleep during which he is frozen in time. During this sleep, the character has no needs. Once the character awakens from the hibernation, the character is subject to dizziness, confusion, and nausea for 1D3 hours.
Combo: Life Extension
Ritual: See the basic shape. The character does not age during the hibernation.
Combo: Permafrost
All methods: Se the basic shape. During the hibernation, the character is completely immune to any cold damage.
Combo: Scorched Earth
All methods: Se the basic shape. During the hibernation, the character is completely immune to any fire or heat damage.
Combo: Stoneward
Ritual: During his hibernation, the character is covered by a thick layer of stone, with a BV of 6 and an additional 2 BV for each power level dedicated to increasing the BV.
Combo: Possession
All Methods: See Basic Shape. While the characters body is in hibernation, the characters spirit is ejected from it and may roam the world as an invisible ghost.






[bookmark: _Ref476015928]

[bookmark: _Toc201225185]Life Extension
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	4
	Ceremony
	Personal
	Long Weeks

	Spell
	4
	Spell
	Personal
	Long Weeks

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Maquillage
	1
	-
	-
	-

	Enchanted Tool
	1
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat





[bookmark: _Toc437600518][bookmark: _Ref476202502]Basic Shape
Ritual: For the duration of this ritual, the caster does not age.
Combo: Maquillage
Ritual: During this ritual, the caster sacrifices a living creature. This makes the caster younger, by an amount which depend on the victim’s spirit.

	Spirit
	Amount

	Basic Spirit
	PSY months

	Intelligent Spirit
	PSY years

	Ascended Spirit
	The caster gains perpetual youth.



Combo: Maquillage + Enchantments
Spell: A character who kill someone, during combat, with an object that is enchanted with this spell, become younger by an amount which depend on the victim’s spirit.

	Spirit
	Amount

	Basic Spirit
	1 day

	Intelligent Spirit
	1 week

	Ascended Spirit
	The caster gains perpetual youth.



This enchantment cannot drain the life of victims who do not defend themselves.





[bookmark: _Toc201225186]Mark of attachment
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	CC

	Quick Ritual
	2
	Ceremony
	Touch
	Con.

	Ritual
	1
	Ceremony
	Touch
	CC

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Teleportation
	1
	A mirror or a container 
With a water mirror
	Interplanar
	-

	Augmentation (Quick ritual)
	1
	-
	Distant – 50km
	-

	Augmentation (Spell and Ritual)
	1
	Special
	Global
	-



NB! A caster can only find marks of attachment which he has placed himself.
Basic Shape
Quick Ritual: This spell places a mark of attachment on an object.
[bookmark: _Toc437600490][bookmark: _Ref444520075][bookmark: _Ref476119760]Ritual: This ritual place a mark of attachment on a person.
Spell: Casting this spell grant the character general knowledge of a specific mark of attachment:
· The location of the marked item, relative to the caster’s location.
· The condition of the marked item.
· If the marked item is moving.
Combo: Teleportation
Quick Ritual: See the basic shape. This shape allows the character to see objects which have travelled to other planes of existence.
Augmentation
Quick Ritual: The character may find things or people which he has not marked, so long as they have been in his possession or company for more than a total of 48 hours.
NB! This spell only works on people, with whom the caster has a positive relation. A relationship that is only positive for the caster, is not regarded positive.
Augmentation
To cast this spell the caster must first have a focus, made from something which is part of the victim’s body. This could be a strand of hair, a drop of blood, a toenail, a piece of his skin, a tear, a chunk of flesh or any other part of the victim’s body.
Spell and Ritual: See the basic shape. A person may be marked at a global range.
· 



[bookmark: _Toc80627978][bookmark: _Toc201225187][bookmark: _Toc437600566][bookmark: _Ref476201361][bookmark: _Toc80627976][bookmark: _Toc80627931][bookmark: _Toc312338559][bookmark: _Toc318414237][bookmark: _Toc318415137][bookmark: _Toc326312508]Mist 
	Methods
	Division
	Type
	Range
	Duration

	Quick Ritual
	3
	Ceremony, F
	Extreme – 5km
	Short Hours

	Ritual
	4
	Ceremony
	Extreme – 5km
	Single Day

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Detection
	1
	-
	-
	-

	Combo: Healing Touch
	1
	-
	-
	-

	Combo: Fear
	1
	-
	-
	-

	Combo: Corpse-Light
	1
	-
	-
	-

	Combo: Frenzy
	1
	-
	-
	-

	Combo: Dispel
	1
	-
	-
	-







NB! All the shapes of this spell can be combined.
Basic Shape
[bookmark: _Hlk80783563]Quick Ritual, Ritual: The caster summons a heavy fog with a visibility distance of 1 area.
Everyone within the fog suffer a -1DC modifier to spotting for each power level.
It is impossible to see anything in the mist, which is further away than the DC in spotting, measured in areas.
Combo: Detection
[bookmark: _Toc312338592][bookmark: _Toc318414270][bookmark: _Toc318415170][bookmark: _Toc326312542][bookmark: _Toc437600569][bookmark: _Ref476118068][bookmark: _Toc312338585][bookmark: _Toc318414263][bookmark: _Toc318415163][bookmark: _Toc326312534]Quick Ritual, Ritual: See the basic Shape. This spell makes the caster able to sense all movement within the mist. With a successful perception check, the character may determine what is moving where.
Combo: Healing Touch
Quick Ritual, Ritual: See the basic Shape. Everything living, both plants and creatures within this mist, is healed for 1 health every 10 minutes.
Combo: Fear
Quick Ritual, Ritual: See the basic Shape. Everyone within this mist loose 1DC to all actions for each power level, due to anxiety. This also increase the characters DC in Danger sense and listening by 1, for each power level.

Combo: Corpse-Light
Quick Ritual, Ritual: See the basic Shape. Small stars of Corpse-Light are visible in this mist. Anyone who dies within this mist, is resurrected as a masterless zombie. See Corpse-Light for further information on zombies. 
The creator of the mist must decide on a single command that all the animated zombies gain, upon revival.
Combo: Frenzy
Quick Ritual, Ritual: See the basic Shape. The Berserk Value of everyone within this mist is increased by 1, and an additional 1 for each power level dedicated to the Berserk Value.
Combo: Dispel
Quick Ritual, Ritual: See the basic Shape. All spells cast within this mist have a -1 DC modifier, for each power level dedicated to this purpose.

[bookmark: _Ref442991326][bookmark: _Ref442991313][bookmark: _Toc437600570][bookmark: _Ref476202854]


[bookmark: _Toc201225188][bookmark: _Toc80627971][bookmark: _Toc80627917][bookmark: _Toc437600512][bookmark: _Ref476202676][bookmark: _Ref476202980]Nathorn’s Curse of Loyalty
	Methods
	Division
	Type
	Range
	Duration

	CC of Subject
	5
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Confusion
	1
	-
	-
	-




Basic Shape
CC of Subject: The caster of this curse must select a target. The victim gains a sense of loyalty towards that target.
This spell does not prevent the victim from thinking for himself and they are fully aware of their actions and of what is going on around them.
The victim will however gain a strong wish to aid the caster in any way possible, and will do things for the caster, without being given specific orders to do so.
The victim will only try to reject an order if the order is in direct conflict with the characters character traits and ideologies or his true feelings.
To reject a direct order, the victim must overcome the curse with their own willpower after the resistance table.
0 SL: The is dispelled.
Max SL: The curse becomes permanent. 

Examples: A character with the character trait: Knowledge, can try to disregard a command, if he is ordered to destroy important knowledge. 
A character with the character trait: Love, can try to disregard a command to kill or harm his loved one.
A character with the character trait: freedom, can try to disregard a command to enslave a victim.







[bookmark: _Toc80627977][bookmark: _Toc201225189]Spirit Call
	Methods
	Division
	Type
	Range
	Duration

	Spell
	2
	Spell
	Extreme – 5km
	Short Hours

	Cantrip
	0
	Cantirp
	Long – 500 meters
	Combat

	Quick Ritual
	3
	Ceremony
	Extreme – 5km
	Short Hours

	Ritual
	4
	Ceremony
	Distant – 50km
	Short Hours

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Teleportation
	1
	-
	-
	Combat

	Combo: Nathorn’s Curse of Loyalty
	1
	-
	-
	Combat






Types of creatures: There are three distinct types of beings that this spell can affect, depending on which schools the caster have.

	School
	Creatures

	Chaos Magic
	Demons

	Animal Magic
	Animals

	Necromancy
	Lesser Undead beings and Ghosts


NB! Only basic spirits and lesser undead beings can be summoned through this spell!
Basic Shape
All Methods: This spell makes a spirit call that resonate in the spirit of all creatures within range. 
Creatures of the right type will feel a need to move towards the caster, for the duration of the spell.
Upon their arrival, they are not aggressively inclined towards the caster, but curious.
The caster may specify exactly which animals they wish to come.
NB! Creatures controlled by someone else, are only affected by this spell, if the caster can overcome the controller’s willpower with his own, after the resistance table. 
Combo: Teleportation + Combo: Nathorn’s Curse of Loyalty
All methods: See Combo: Teleportation. In addition, the summoned creatures are imbued with a strong devotion towards the caster, for the duration of the spell.

Combo: Teleportation
All methods: See the Basic Shape. Instead of the creatures having to walk up to the caster, this spell teleports a number of them to his location, see the tables here after. After the spell end, the creatures are returned to whence they were summoned.

	Cantrip

	Fine
	Diminutive

	3
	1



	Spell

	Power Level
	Tiny
	Little
	Average

	1
	2
	1
	1

	2
	3
	2
	2

	3
	4
	3
	3

	4
	5
	4
	4

	5
	6
	5
	5

	6
	7
	6
	6



	Quick Ritual

	Power Level
	Large
	Enormous
	Gigantic

	1
	1
	-
	-

	2
	2
	1
	-

	3
	3
	1
	1

	4
	4
	2
	1

	5
	5
	2
	1

	6
	6
	3
	2

	7
	7
	3
	2



	Ritual

	Power Level
	Colossal
	Little Titan
	Average Titan

	1
	1
	-
	-

	2
	1
	-
	-

	3
	1
	-
	-

	4
	1
	-
	-

	5
	2
	1
	-

	6
	2
	1
	-

	7
	2
	1
	1





[bookmark: _Toc201225190]Summon Familiar
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Instant

	Ritual
	4
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Intelligent manifistation
	3
	-
	-
	-

	Combo: Mind-link 1
	1
	-
	-
	-

	Augmentation 1
	1
	-
	-
	-

	Combo: Covenant 2
	0
	-
	-
	-


1: These shapes must be combined with Intelligent manifestation.
2: Can only be cast by a medium.

A familiar is a magical spirit. Read the next page for further information.
Basic Shape
Spell: This spell teleports the casters familiar from its current location to a spot immediately in front of the caster.
[bookmark: _Ref476120081]Intelligent Manifestation
Ritual: This ritual binds a familiar to an animal’s body.
· The caster sacrifices 1 MP, permanently, upon casting this ritual.
· A familiar is a faithful servant to its master, until it dies or until its master dies. 
[bookmark: _Toc312338551][bookmark: _Toc326312500]The Size of the familiar: The familiar may possess a body with a size Diminutive or lower. For each power level dedicated to size, the size of the body which the familiar may possess increase by 1.
The Spirit of the familiar: The familiar’s spirit is dumb. Each power level dedicated to its spirit increase it by 1 level, to a maximum of Genius.

Combo: Mind-link*
Ritual: The familiar can communicate with its master through telepathy when they have eye contact.
Combo: Mind-link + Augmentation 1*
Ritual: The telepathy no longer requires the familiar to have eye contact. The range is 10 areas.
Combo: Mind-link + Augmentation 2*
Ritual: The range of the telepathy is 50km.
Combo: Mind-link + Augmentation 3*
Ritual: The range of the telepathy is global.
Combo: Covenant 
Ritual: See Intelligent Manifestation. The character makes a covenant with an ascended spirit, thus creating an ascended familiar.
The Spirit of the familiar: The familiar’s spirit is Wise. Each power level dedicated to its spirit increase it by 1 level, to a maximum of Divine.




Familiars

A familiar is a benevolent spirit, which the caster binds within a physical body. The spirit of the animal which the body belonged to, is consumed by the familiar.
It is possible for a character to have multiple familiars, but he must sacrifice permanent MP each time he creates one.
Familiar Spirits
People who practice spellcasting, attract familiar spirits who feast upon the magical residue created when a spell is cast. These spirits are shy and try to remain hidden, but they can be seen by people with a strong magical affinity or by people affected by arcane vision.
The number of familiar spirits surrounding a spell caster, depends on their abilities and power. As a rule of thumb, a character has at least as many spirits as their PSY division and at most as many as their PSY division + the sum of the division of all their spell casting skills.
When casting this spell, the character charms one of these spirits, and sacrifice a living creature to it. The familiar spirit consumes the spirit of its host and possess its body.
Due to their time spent with the caster, before the spell was cast, the familiar has adopted the casters personality traits and share his life goals and ideologies.
Familiar spirits are devoted to their creator, to an almost fanatical degree. They will suffer a significant amount of abuse before they abandon him.
A familiar’s life is bound to its caster, so long as he lives, the familiar remain young. Upon his death, the familiar will wither and age and within its body’s normal life span, it will die.

Skills, Abilities and MA
A familiar have:
· The MA of the animal which it possessed.
· All the abilities of its host race.
· The familiar has all the skills which its host body had, though with a maximum SL of 18.
· Talent in its creator’s mother tongue.
· Like any other intelligent creature, a familiar may spend EXP to learn skills and skill extensions, so long as they suit its body.
· To learn mystical skills of any kind the familiar must be intelligent or above.
· A familiar gain exp and may become a hero, just as a regular character.
The Nature of the Spirits
The spirits attracted by the spell caster, is related to the type of magic which the spell caster use.
A spell caster with chaos magic will attract demonic spirits, a spell caster with animal magic will attract wild spirits, a character with primal magic will attract primal spirits etc.
If a character settle in the same place for an extended period, over time, these spirits will manifest more strongly, as they affect the atmosphere of the place.
Ascended Familiars
While all magi attract familiar spirits, some spirits are more powerful than others. On rare occasions, a familiar spirit becomes so powerful, that it ascended to a higher level of consciousness.
Maintaining such power is tough and if it is not bound to a mortal frame, the familiar spirit will fade into oblivion, destroyed by its own power. Something similar will happen God or Arch Angel fall, or a Demon enters the world unbound by a mortal frame. 
Such spirits might make a pact with a medium, whom it will take as it’s vasal, making them a witch. The familiar of a witch then possess an animal, just like a regular familiar would, thus binding its life to the witch’s.
Becoming the familiar of a witch, alters the ascended spirits nature. Whether it was divine, demonic, or natural, is entirely irrelevant after the fact, as the process of creating a witch makes it something new and entirely unique. It always has its own agenda and whether that is for good or evil, the player may or may not know, depending on the individual GM and the familiar. 
Of course, it will help and follow the witch, as their lives are bound together, but it is by no means under her control.
Creating an ascended familiar
A familiar have skills and abilities such as any other familiar. 
For the skill medium, the familiar count as a mage and not an ascended sprit.

In addition to the regular skills and abilities of a familiar, the ascended familiar has:
· Channelling: SL 21
· Dominion: SL 16
· 3 schools of magic.
· At least 25 EXP worth of spells.

As the familiar have its own agenda, GM is in full control of it, though they may outsource some control to the player, as though it was a regular familiar, whenever it suits the familiar and the GM.

· 




[bookmark: _Toc201225191]Teleportation
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Personal
	Instant

	Reaction Spell
	0
	Spell
	Personal
	Short Combat

	Inverted Spell
	3
	Spell
	Personal
	Instant

	Quick Ritual
	3
	Ceremony
	Personal
	Instant

	Inverted Quick Ritual
	3
	Ceremony
	Touch
	Instant

	Ritual
	4
	Ceremony
	Personal
	Instant

	Inverted Ritual
	4
	Ceremony
	Touch
	Instant

	CC of Object
	5
	Ceremony
	Touch
	Special

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	Special
	-
	-

	Augmentation
	1
	-
	-
	-

	Enchanted Tool
	1
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat

	Disc
	2
	9 Stone marbles
	Touch
	Special

	Combo: Unholy Darkness
	1
	-
	-
	-

	Combo: Mist
	1
	-
	-
	-

	Combo: Burning Smite
	1
	-
	-
	-

	Combo: Frozen Smite
	1
	-
	-
	-

	Combo: Bind Demon
	1
	-
	-
	-

	Combo: Enchanted Sleep
	1
	-
	-
	-

	Combo: Holy Light
	1
	-
	-
	-

	Combo: Unholy Darkness
	1
	-
	-
	-




[bookmark: _Toc437600567][bookmark: _Ref476201496][bookmark: _Ref476201561][bookmark: _Ref476201577][bookmark: _Ref476201831]

Receiving Disc
A Receiving Disc is a disc with a unique signature in the arcane weave. No two Receiving Disc’s can exist at the same time.
An unrestricted number of Transfer Disc’s can be connected to a Receiving Disc. If the Receiving Disc is destroyed, so are all the Transfer Disc’s connected to it.
All Receiving Discs have Interplanar range.
Transfer Disc
When a Transfer Disc is created, it must be connected to a Receiving Disc within range.
A Transfer Disc can only be connected to a single Receiving Disc.
The Transfer Disc have a range after the same rules that apply for the Basic Shape.
Transfer Focus
A Transfer Focus is a focus item which allow the caster to teleport to a Receiving Disc. See focus object on page 167.
Basic Shape + Augmentation
This spell teleports the caster to a place within range. One additional person may be teleported, for each power level.
That person must touch the caster of the spell. If more people touch the caster of the spell than the spell can teleport, the spell automatically fail.
Scaling: The Basic Shape is the first level of augmentation, in regard to the scaling of this spell.
Spell: This spell has a range of scaling 10 areas, and the caster must be able to see the place he wishes to teleport to.
Quick Ritual: This ritual uses a Transfer Focus to teleport the character to a Receiver Disc. The range of this quick ritual is scaling 1.5 km.
Ritual: This ritual uses a Transfer Focus to teleport the character to a Receiver Disc. The range of this quick ritual is scaling 15 km.
Enchantments
Reaction Spell: This spell summons an object within range. The object must be enchanted with the CC of Object.
Inverted Spell: This spell banishes an object to a location within range. The location must be enchanted with the CC of Object.
CC of Object: An Object which are consecrated with this CC, can be summoned by the reaction spell.
A location which is consecrated with this CC can receive objects that are banished by the Inverted Spell.
Disc
Spell, Quick Ritual, Ritual: These methods create a Transfer Disc.
Inverted Ritual: These methods create a Receiving Disc.
Disc + Augmentation
Spell, Quick Ritual, Ritual: These methods create a Transfer Disc scaling range.
Combinations
Ritual: It is possible to travel to another plane of existence, through this ritual. This is extremely dangerous and will likely cost the caster his life destroys his spirit.
See a description of the realms and the creatures who lurk there, in the summoners monster manual!
The table below show which planes are associated with what Combinations:

	Combo:
	Plane

	Unholy Darkness
	The Shadow-realm

	Mist
	The Mists

	Burning Smite
	The realm of fire

	Frozen Smite
	The realm of frost

	Bind Demon
	Chaos

	Enchanted Sleep
	The realm of dreams

	Holy Light
	The realm of a God

	Unholy Darkness
	The realm of a God


Disc + Combinations
Sculpture: This sculpture creates a Transfer Disc with Interplanar range. The Sculpture creating the disc, must be shaped like a door frame or a portal.


[bookmark: _Toc201225192]The Rite of Ashkente
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	4
	Ceremony
	Touch
	Con.



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




Basic Shape
Ritual: This ritual summons the Angel of Death. It cannot, however, bind the angel in anyway. See The Angel of Death in The Summoners Monster Manual.
Ferryman’s Quest
The angels of death are always busy. They do not let people get away with summoning them, without some form of worthwhile payment.
Usually, this payment may come in the form of a Quest, with a time limit, to hunt down and slay an undead being, a spirit or a necromancer.
Ferryman’s Coin
A person who has a pact with death who summon him with the intent to receive a quest, will be rewarded with a Ferryman’s Coin.
A person who dies, with such a coin upon their body, may choose to spend the coin for a second chance. If they do, their body is fully restored within a single round of combat and their spirit return to it upon that moment.
NB! It does not matter who fulfilled the quest, so long as the one who gave it are responsible for it being fulfilled. The character could for instance summon death, get a quest, and hire a band of adventurers to fulfil it.




[bookmark: _Toc201225193][bookmark: _Toc437600580][bookmark: _Ref476202920]Weather Control
	Methods
	Division
	Type
	Range
	Duration

	Meditation
	6
	Ceremony
	Distant – 50km
	Short Hours

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Frozen Smite
	1
	-
	-
	-

	Combo: Create Water
	1
	-
	-
	-

	Combo: Burning Smite
	1
	-
	-
	-

	Combo: Holy Light
	1
	-
	-
	-

	Combo: Unholy Darkness
	1
	-
	-
	-







Basic Shape
Meditation: Through this ritual the caster can control all weather within range of the spell.
First the caster decides which weather he wish, then he cast the spell.
The wished weather must fit the time of year and climate. For instance, it is not possible to cause snowstorms during summer or heatwaves during winter.
If the weather is possible, it will slowly build up while the ritual is being performed and take full effect once the ritual succeeds.
Combo: Frozen Smite
Meditation: See the Basic Shape. This spell can cause snow, frost, and wintery weather, regardless of the natural conditions, climate, and time of year.
Combo: Create Water
Meditation: See the basic shape. This spell can cause rain even during a drought or in the heat of a dry dessert.
Combo: Burning Smite
Meditation: See the basic shape. This spell can cause drought and warm weather, during winter or in the frozen wilderness of the arctics.
Combo: Holy Light
Meditation: See the basic shape. Through this spell, a sphere of light illuminates the sky, like a small sun. The light of this sphere is strong enough to look like sunshine and the rays of light warm up the land to a comfortable level.
Combo: Unholy Darkness
Meditation: See the basic shape. Through this spell, a sphere of darkness seems to cover the sun, moon, and stars, shining unholy darkness upon the land. During the day, the darkness of this sphere is as thick as midnight and during the night, the darkness is so complete that even a torch seems dimmed and will only illuminate the area in which it is located.
This spell reduces the temperatures in the area, as though it was night.







[bookmark: _Toc201225194]Schools of Combat
The schools of combat are not pure schools of magic. Rather they contain semi magical martial abilities, which are not generally regarded as magic. These may not require any magical understanding or preceding, magical knowledge. Rather they require extensive combat knowledge.


Schools of Stances
To learn Stances, the character must know a school that allows for that stance to be learned, these schools are extensions to a range of skills.
A stance provides a passive benefit for the character, so long as he is utilizing that stance. Most characters can only use one Stance at a time, but there are abilities that allow the character to use more.

Entering and switching Stance: 
Action Type: Quick Action
No DC check is necessary, as this action always succeed. 
Forcefully leaving a stance: If the character is knocked off his feet or lose his balance, for any reason, his stance is cancelled, and he must re-enter it.
Sure Footing: Usually, a stance can only be utilized if the character has solid ground under his feet. A stance is thus useless, if the character is submerged under water, if he is flying, mounted, or when the ground under his feet is unsteady, like when a spell caster turns the ground to mud, or when the character is fighting on dunes of sand, ice or deep snow.
Duration: A character remains in his stance, until he chose to switch it, he is downed, loose his footing.
Preparation Turn: All stances may be used in the preparation turn.


Momentum
Momentum focuses on controlling the flow of the battle and breaking enemy lines.

	Stance
	Division
	Price
	Weapons & Requirements

	ADVANCE
	0
	1
	-

	Crushing Wave
	4
	5
	Heavy, Blunt

	Wrath Stance
	4
	5
	-

	Blitz Stance
	2
	3
	-

	Engaging Stance
	2
	3
	-

	Trample
	3
	4
	-

	Knights Stance
	2
	3
	-

	Relentless Assault
	3
	4
	-

	Guerilla Stance
	2
	3
	-






0. Advance
The character gain +1 movement while moving towards an enemy.
0. Crushing Wave
Weapons: Heavy, Blunt
Whenever parrying the characters attacks, an opponent must resist the characters SL + Damage, with their END or STR, whichever is higher, or be Downed.
0. Wrath Stance
The character has advantage on all combat actions.
0. Blitz Stance
The character is immune to movement impeding abilities and terrain.
0. Engaging Stance
When first engaging an enemy, the character may add their SL-division to their DM and to the DC of their attacks
0. Trample
When moving over a field with a downed enemy, the character automatically use Stomp on that enemy, twice. This does not cause any openings and does not slow the character down.
0. Knights Stance
The character may add his Tactics Division to his DM.
0. Relentless assault
The character may exchange 1 reaction for a Tactical Action at the end of each turn, so long as the turn was spent in this stance.
0. Guerilla Stance
The character is always flanking their opponent.




 Duelling
Duelling stances are meant for duels. They may not be used in real combat.

	Stance
	Division
	Price
	Weapons & Requirements

	FENCER’S STANCE
	3
	20
	Slashing, Piercing

	Waiting Stance
	5
	30
	Slashing, Piercing

	Trial Stance
	4
	25
	Slashing, Piercing

	Ghost Stance
	4
	25
	Slashing, Piercing

	Memory Stance
	2
	15
	Slashing, Piercing, shields



0. Fencer’s Stance
The character lowers their guard granting their opponent +3DC. The character may make counter attacks on all parried attacks.
0. Waiting Stance
The character may exchange tactical actions for DM. Each tactical action increases the characters DM by 3 for a single attack.
0. Trial Stance
The characters significant or perfect successes gain + 1 Critical Hit Effect.
0. Ghost Stance
Whenever the characters opponent misses with an attack, the character gain 1 tactical action.
0. Memory Stance
Each time the opponent repeats the same action in a row, the character gain +3 dodge and +3 to defensive actions.



Bulwark
Bulwark focus on protection and defensive stances, while holding the ground.

	Stance
	Division
	Price
	Weapons & Requirements

	Defender’s Stance
	3
	20
	-

	Guarding Stance
	4
	25
	-

	Iron Hold
	2
	15
	-

	Wall Guard’s Stance
	2
	15
	-

	Turtle Stance
	3
	20
	-

	Dodging stance
	1
	5
	-



0. Defender’s Stance
The character has advantage on reactions.
0. Guarding Stance
While engaged in melee combat, the character may utilize reactions as though they were tactical actions. These actions may not be used on movement.
0. Iron Hold
Any ability which would cause the character to move or be knocked down, creates an opening for the character.
0. Wall Guard’s Stance
While in this stance, enemies have disadvantaged to hit the character with ranged attacks.
0. Turtle Stance
The character regains 1 SP each round.
0. Dodging Stance
The character may add his Tactics Division to his Dodge.



Harmony
Harmony stances are ways to focus the mind, rather than postures of the body. These stances do not require solid ground but otherwise work the same as any other stance.

	Stance
	Division
	Price
	Weapons & Requirements

	PREDICTIVE FLOW
	4
	25
	-

	Inner Peace
	2
	15
	-

	Crimson Stance
	3
	20
	-

	Ebony Stance
	3
	20
	Changeling

	Mage Stance
	3
	20
	Changeling

	Meditation Stance
	3
	20
	-

	Serinity Stance
	3
	20
	-

	Reckless Casting
	5
	30
	Changeling

	Mind’s Eye
	2
	15
	Metric Eye & Combo

	Lacronious Stance
	2
	3
	Lithomancy, Dragon Armour, Lacromancy

	Combat Channelling
	0
	-
	-


0. 
0. Predictive Flow
The character makes a DC check in the Preparation Turn. A success indicates that the character has predicted the flow of the coming fight. The character may add their SL Division to their initiative.
Battle Intuition: If the character has battle intuition, the character may choose to add their SL division to their Battle Intuition instead.
0. Inner Peace
The character may add their Strategy Division to their Morale and subtract it from roles on the fear table.
0. Crimson Stance
The character suffers no negative DC modifiers from damage.
0. Ebony Stance
The character may move while casting spells. Half the AP spent on casting spells may be used for movement.
0. Mage Stance
The character’s willpower is increased by their tactics division.
0. Meditation Stance
For each 2 unspent AP, at the end of the turn, the character regains 1 MP.
0. Serinity Stance
For each 2 unspent AP, at the end of the turn, the character regains 1 SP.
0. Reckless Casting
The character may choose to ignore the DC modifier of their spells, so long as the character use less power levels than their Tactics division.
NB! Spells cast in this manner must add 5 to the spells Skill Level, when calculating might, if they miscast.
0. Mind’s Eye
So long as the character is in this stance, the character count’s as using Combo: Metric Eye, on all spells which can uses that combo.
0. Lacronious Stance
While in this stance, the character may use the Arcane Offense cantrip on his Lacronium Weapon.
0. Combat Channelling
The mage can cast spells in melee combat, without creating an opening. Instead, the mages Dodge is reduced by 5.



[bookmark: _Hlk201657906]Formations
Formations function as battle stances, which all members of the formation must use, for the formation to work.
It is not possible to instruct people in formations during combat. This must be practiced, either during downtime or when setting up camp.
Initiating a Formation: To initiate a formation, the character must use the Battle Cry: Formation Command.
Moving Into Position: When the character initiates a formation, everyone willing to participate must move into the formation.
Joining a formation: A subordinate can join a at any time, provided one share the commander’s initiative. Note that any benefits from Formation Command only apply when it initially used.
Moving formations: Formations move as one, with a movement equivalent to the leaders movement, on the leader’s initiative.

	Skill Extension
	Division
	Price
	Requirements & Weapons

	Base Formation
	1
	2
	Formation Command

	Lance formation
	3
	4
	Base Formation, Horse & Polearms

	Shield wall
	2
	3
	Base Formation, Shields

	Shield ring
	2
	3
	Base Formation, Shields

	Hunker down
	2
	3
	Shield Wall or shield ring & Shields

	Spear formation
	2
	3
	Base Formation, Polearms

	Improvised formation
	4
	5
	Base Formation, Any other stance



0. 
0. Base Formation
When moving in this formation, no member of the formation create openings when moving in an enemy’s reach.
0. Improvised Formation
See Base Formation. This formation allows the use of any stance as a formation.
0. Lance Formation
[image: A picture containing building, arch

Description automatically generated]
See Base Formation. A lance formation has a strength equivalent to the number of areas it has moved.
A shield wall or a shield ring, have a strength equivalent to the average BV of the shields in the formation. If a lance formation attacks a shield wall or a shield ring, the defensive formations must resist the lance formation with their own formation’s strength, after the resistance table.
Should this fail, the first line of the defensive formation is broken. The characters forming up the lance formation may try to hit the first line with their Polearms. The hit from the Polearms follows the normal rules for mounted charge.
Repeat this process once for each line in the defensive formation, until the defensive formation stops the onslaught of the lance formation, or the lance formation breaks out on the opposite side of the defensive formation.
Enemy formations cannot have a strength bellow 3, even if it is not a defensive formation, without shields.
NB! A lance formation must have at least 3 riders.
0. Spear Formation
See Base Formation. Lance formations attacking a spear formation make an opening for each member of the spear formation, which the members of the spear formation may utilize.
Spear formations always use the rules for long weapons against charging enemies. See Long Weapons in the merchant’s handbook.
0. Shield Wall
[image: A picture containing electronics, indoor, telephone, calculator

Description automatically generated]
See Base Formation. Each member in the shield wall grants anyone in base contact with him +2 to the heroic ability Protected and to the merit Lucky.
Failed Shield Wall: If the leader of the shield wall fails his roll to set up the shield wall, the members get +1 instead of +2, to the same abilities.
NB! A shield wall must have at least 2 members.
Shield Ring
See Base Formation. [image: A picture containing electronics

Description automatically generated]All members in a shield ring have +8 to the heroic ability Protected and the merit Lucky.
Failed shield ring: If the leader fails at setting up the shield ring, the members have +4 instead of +8, to the same skills.
NB! A Shield ring must have at least 6 members.
The members of a shield ring must stand in a circle. If the circle is broken all members in it lose the benefit of it until it has been restored.
0. Hunker Down
The movement of the members of the shield wall is reduced to 0 and they cannot attack, while hunkering down.
The shield walls strength is doubled against lance formations and all attacks against the shield wall is parried automatically.



Schools of Battle Cries
To learn Battle Cries, the character must know a school that allows for that Battle Cry to be learned, these schools are extensions to a range of skills.

Range: END areas
Action Type: Quick Actions
Battle cries affect all enemies or all allies within range.
Battle cries are cast in power levels and consumes 1 SP for each power level.
Resistance: Enemies may resist a battle cry, by resisting the casters morale with their own on the resistance table.
Duration: See duration in the spell casters handbook
Condition: Some battle cries require a specific condition to work.
Preparation Turn: All battle cries may be used in the preparation turn.



Command
Commands are Battle Cries aimed at directing allies to take specific actions, granting bonuses to actions, or ensuring tactical advantages.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Formation Command
	0
	S, Q
	1
	1

	Reckless Command
	2
	S, Q
	3
	3

	Tactical Command
	2
	S, Q
	3
	3

	Empowering command
	3
	S, Q
	4
	4

	Defensive command
	4
	S, Q
	5
	5

	Logistic Command
	4
	S, Q
	5
	5

	Aggressive Command
	5
	S, Q
	6
	6



0. Formation Command
Target: Allies
Duration: Instant
This battle cry initiates a formation.
Focused Battle Cry: The commanders subordinates have +3 Movement when getting into position.
0. Defensive Command
Target: Allies
Duration: Instant
Allies within range gain +1 reaction per power level.
Focused Battle Cry: The first power level of this command grant allies s within range CHA-division reactions. Each consecutive power level grant allies +1 reaction.
0. Aggressive Command
Target: Allies
Duration: Instant
Allies within range gain 1 tactical action for each power level.
Focused Battle Cry: The first power level of this command grant allies CHA-division tactical actions. Each consecutive power level grant allies +1 tactical action.
0. Empowering Command
Target: Allies
Duration: Short Actions
The maximum number of power levels allies within range of this command may cast is increased by +1, for each power level.
Focused Battle Cry: In addition, significant and perfect successes with spells consumes 0MP for the duration of this command.
0. Logistic Command
Target: Allies
Duration: Short Combat
Allies gain +1 movement.
Focused Battle Cry: allies may exceed the normal maximum movement for their race while affected by this battle cry.
0. Tactical Command
Target: Allies
Duration: Instant
Allies may immediately move as many areas as the characters CHA-division.
Focused Battle Cry: Allies may exceed the normal maximum movement for their race while affected by this battle cry.
0. Reckless Command
Target: Allies
Duration: Short Combat
Allies may add the character’s CHA-division to their Berserk value.
Focused Battle Cry: For the duration of this Battle Cry, every round the character and his allies may make a berserk check.

Inspiration
Inspirations are morale-boosting cries that uplift allies, granting temporary bonuses to stats, actions, or focus.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Glorious Battle Cry
	2
	S, Q
	3
	3

	Powerful Battle Cry
	2
	S, Q
	3
	3

	Warning Battle Cry
	2
	S, Q
	3
	3

	Stubborn Battle Cry
	3
	S, Q
	4
	4

	Momentary Battle Cry
	4
	S, Q
	5
	5

	Urgent Battle Cry
	4
	S, Q
	5
	5



0. Glorious Battle Cry
Target: Allies
Duration: Short Combat
For each power level, targets gain +1 DC to all combat actions.
Focused Battle Cry: The first power level of this command grant allies within range CHA-division DC to all combat actions. Each consecutive power level grant allies +1 DC.
0. Powerful Battle Cry
Target: Allies
Duration: Short Combat
For each power level, allies gain +1 DM.
Focused Battle Cry: For each power level, allies gain +2 DM.
0. Warning Battle Cry
Target: Allies
Duration: Short Combat
For each power level allies gain +1 Dodge.
Focused Battle Cry: For each power level, allies gain +2 Dodge.
0. Momentary Battle Cry
Target: Allies
Duration: Power level combat actions
Allies gain advantage on combat actions.
Focused Battle Cry: The duration of this battle cry is 2 combat actions for each power level instead of 1.
0. Stubborn Battle Cry
Target: Allies
Duration: Combat
Allies gain +2 to their morale and reduce roles on the fear table by -1 for each power level.
Focused Battle Cry: In addition, characters willpower gains a +1 modifier for each power level.
0. Urgent Battle Cry
Target: Allies
Duration: Instant
The initiative of all allies is rounded up to nearest 10.
Focused Battle Cry: In addition, if they are tied with anyone else, they strike first.

Rally
Rallies are battle cries that restore characters or rekindle hope, encouraging allies to persist in the face of adversity.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Rallying battle cry
	
	S, Q
	
	

	Ambushers battle cry
	
	S, Q
	
	

	Defensive Battle Cry
	
	S, Q
	
	

	Soothing Battle Cry
	
	S, Q
	
	

	Courageous Battle Cry
	
	S, Q
	
	

	Galvanizing Battle Cry
	
	S, Q
	
	



0. Rallying Battle Cry
Target: Allies
Duration: instant
Allies which are under the effect of fear, or failed morale checks, are forced to make a morale check at +2 Morale for each power level. Success negates all fear and negative effects from failed morale checks.
Focused Battle Cry: This count as a conflicting spell to all spells which cause fear or reduce morale.
Ambushers Battle Cry
Target: Allies
Duration: Combat
Condition: Targets are part of a failed ambush.
This battle cry causes their allies to gain +1 to the heroic ability: Battle Intuition, for each power level.
Focused Battle Cry: The first power level of this rally grant allies within range CHA-division to the heroic ability: Battle intuition. Each consecutive power level grant allies +1 to the heroic ability: Battle intuition.
0. Defensive Battle Cry
Target: Allies
Duration: Short Combat
Allies receive a ward with 1 ABS for each power level.
Focused Battle Cry: The first power level of this rally grant allies within range a ward with CHA-division ABS. Each consecutive power level increases the ward by 1 ABS.
0. Soothing Battle Cry
Target: Allies
Duration: Instant
Allies regain 1 HP for each power level.
Focused Battle Cry: Any HP beyond the characters MAX is added as temporary HP.
0. Courageous Battle Cry
Target: Allies
Duration: Short Combat
The character and his allies gain advantage on all morale checks.
Focused Battle Cry: The character and his allies become immune to negative modifiers to morale.
0. Galvanizing Battle Cry
Target: Allies
Duration: Instant
Condition: The sum of the targets turns must be less than the sum of their opponents turns.
For each power level the target gains 1 AP.
Focused Battle Cry: The first power level of this rally grant allies within range CHA-division AP. Each consecutive power level grant allies 1 additional AP.

Intimidation
Intimidations are fear-inducing cries that lower enemy morale, making them hesitate or even causing them to flee or enter a state of shock.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Terrifying battle cry
	3
	S, Q
	4
	4

	Intimidating Battle Cry
	2
	S, Q
	3
	3

	Threatening Battle Cry
	2
	S, Q
	3
	3

	Repelling Battle Cry
	4
	S, Q
	5
	5

	Harrowing Battle Cry
	3
	S, Q
	4
	4



0. Terrifying Battle Cry
Target: Enemies
Duration: Instant
Targets morale is reduced by 1 for each power level.
Focused Battle Cry: Targets morale is reduced by 2 for each power level.
0. Intimidating Battle Cry
Target: Enemies
Duration: Instant
Targets initiative is rounded down to nearest 10+1.
Focused Battle Cry: In addition, if they are tied with anyone else, they strike last.
0. Threatening Battle Cry
Target: Enemies
Duration: Short Combat
Targets suffer a -1 penalty to Willpower for each power level.
Focused Battle Cry: Targets suffer a -2 penalty to willpower for each power level.
0. Repelling Battle Cry
Target: Enemies
Duration: Short Combat
Targets movement is reduced by 1, no less than 0, for each power level.
Focused Battle Cry: Enemies movement may become negative. Negative movement indicates how fast the enemy flee.
0. Harrowing Battle Cry
Target: Enemies
Duration: Instant
Enemies within range suffer a 3% risk of shock for each power level.
Focused Battle Cry: Enemies within range suffer a 6% risk of shock for each power level.

Suppression
Suppressions are cries that undermine an enemy’s combat effectiveness by weakening their attacks, impairing precision, or disrupting their ability to act efficiently in battle.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Weakening Battle Cry
	0
	S, Q
	1
	1

	Discouraging Battle Cry
	0
	S, Q
	1
	1

	Confounding Battle Cry
	3
	S, Q
	4
	4

	Numbing Battle Cry
	2
	S, Q
	3
	3

	Debilitating Battle Cry
	4
	S, Q
	5
	5

	Withering Battle Cry
	2
	S, Q
	3
	3



0. Weakening Battle Cry
Target: Enemies
Duration: Short Combat
Enemies DM is reduced by 1 for each power level.
Focused Battle Cry: Enemies DM is reduced by 2 for each power level.
0. Discouraging Battle Cry
Target: Enemies
Duration: Short Combat
Targets lose 1 DC for each power level.
Focused Battle Cry: The first power level of this command cause targets within range tu suffer a CHA-division DC penalty to all combat actions. Each consecutive power level further reduces their DC by 1.
0. Confounding Battle Cry
Target: Enemies
Duration: Power level combat actions
The characters enemies have disadvantage on their actions.
Focused Battle Cry: The duration of this battle cry is 2 combat actions for each power level instead of 1.
0. Numbing Battle Cry
Target: Enemies
Duration: Power level combat actions
For the target, significant and perfect successes have 1 less critical hit effect.
Focused Battle Cry: Perfect successes instead have 2 less critical hit effects.
0. Debilitating Battle Cry
Target: Enemies
Duration: Short Actions
The target automatically fails with a risk of fumbling on 1 less for each power level.
Focused Battle Cry: The duration of this battle cry is doubled.
0. Withering Battle Cry
Target: Enemies
Duration: Short Combat
Targets suffer a -1 Dodge penalty for each Power Level.
Focused Battle Cry: Targets suffer a -2 Dodge penalty for each Power Level.


Provocation
Provocations are aggressive cries that force enemies to focus their attention on the user, manipulating their actions and compelling them to act against their own tactical interest.

	Commanding Battle Cries

	Skill Extension
	Division
	Type
	EXP
	Specialization Price

	Provoking Battle Cry
	1
	S, Q
	
	

	Challenging Battle Cry
	3
	S, Q
	
	

	Enraging Battle Cry
	0
	S, Q
	
	

	Distracting Battle Cry
	4
	S, Q
	
	

	Fainting Battle Cry
	4
	S, Q
	
	



0. Provoking Battle Cry
Target: Enemies
Duration: Instant
Targets must spend their next 1 AP for each power level, on the character.
Focused Battle Cry: Targets must spend their next 2 AP for each power level, on the character.
0. Challenging Battle Cry
Target: Special
Duration: Combat
This battle cry issues a challenge to dual a specific enemy. If the challenge is ignored, that enemy suffers a -2 DC, Morale and leadership penalty for each power level.
Focused Battle Cry: Add the characters CHA division to the suffered penalty.
0. Enraging Battle Cry
Target: Enemies
Duration: Combat
Enemies must add 2 to their Berserk value for each power level.
Focused Battle Cry: Targets must make a berserk check each new round for the duration of the Battle Cry.
0. Distracting Battle Cry
Target: Enemies
Duration: Short Actions
All affected enemies create an opening with their actions, which may be exploited for attacks.
Focused Battle Cry: If the openings are exploited, the attacks have advantage.
0. Fainting Battle Cry
Target: Enemies
Duration: Short Actions
All affected enemies suffer disadvantage on their parries.
Focused Battle Cry: If the opening is exploited, the attack has advantage.

Magical Artifacts
[bookmark: _Ref423538179][bookmark: _Toc437600426][bookmark: _Toc463064722][bookmark: _Toc471442405][bookmark: _Toc534957562] 

[bookmark: _Toc80627996][bookmark: _Toc201225195]Introduction To Permanent Magic
The GM can introduce magical artefacts in his game. This can serve many purposes, but a powerful object should aways be balanced out with one flaw or another, that prevent the objects from getting in the way of the game.
Magical artifacts are not mean to solve all the problems that the characters might face, as the game would quickly become monotone and boring if the entirety of the game is using a single magical item.
In this chapter, we are going to give the frame for personal magical items, spells that create magical items and spells that affect symbols, to make them permanent. These can be learned by players, and they can be relevant for NPCs to have.
Do remember that no caster will sacrifice permanent MP of their own volition, for the sake of someone they do not know.


[bookmark: _Toc80627997][bookmark: _Toc201225196]Personal Magical Artefacts
Requirements: Channelling.
Personal Magical artefacts must be created by the one who enchant them. They are so tightly bound to their creator that no one else can use them, though arguments can be made for a necromancer in possession of the creator’s spirit.
The creator must, carefully and with great passion, create the object from scratch. From selecting and cutting down the tree or the extraction of a mineral, until the final change is placed upon the work.
Creating a magical object of this type, takes no less than 6 months of perpetual rituals and ceremonies.
For these months, the caster must devote his full attention to the artifact and literally sleep with the object in their arms.
Power Levels: For each power level beyond the first, the caster must spend an additional month on the magical artifact.
Abilities: For each power level, the caster may either enhance a specific ability or add another ability.
The Power: A magical artifact must contain a nexus, with 1 power level for each unique ability of the magical artifact.
[bookmark: _Toc80627998][bookmark: _Toc201225197]Mage Staff
The staff of a spellcaster is more than just a support for tired legs. To many magi, their staff is a magical artifact that help them further their magical abilities.
There are many types of staffs, and the GM must decide on whether he allow players to create other types than those mentioned here.
BV: Mage staffs have an increased BV equivalent to the Division of the creators SL. This SL is increased, in accordance with the SL of the magi.
Mana Staff
The spellcaster create a pool that is filled with MP from the nexus in the staff. For each power level, the staff can contain 1 MP. When the spellcaster spend MP from the staff, it recovers MP in the same rate as the spellcaster.
Consecration Staff
A consecration staff have 1 CC for each power level. If the staff is destroyed, its CCs are broken.
Memory Staff
This staff can contain memories from the spellcaster. For each power level, the spellcaster can memorize 1 spell, in the staff.
Ceremonial Staff
The ritual staff decrease the time spent to cast ceremonies, by 1 hour for each power level. This cannot decrease the time needed to less than 1 hour.
Staff of Resistance
This Staff grant the caster an increased willpower of 2 for each power level, for resisting the spells of other casters.
Witch Staff
This Staff reduce the negative modifiers by 1, for each power level with which the staff is made.
[bookmark: _Toc80627999][bookmark: _Toc201225198][bookmark: _Ref423538192][bookmark: _Toc437600427][bookmark: _Toc534957563][bookmark: _Ref28535165]Amulets
An amulet is a magical trinket that grant’s its wearer certain magical abilities.
There are many types of amulets, some of the more common ones are described here. The GM may allow the player to create his own variations at his volition.
Magical Sense
The character gains the ability to sense something, within 10 meters for each SL of arcane sense.
	Magical Sense
	Description

	Magic
	The amulet reacts to active magic, traps and spells being cast, within its range.

	Demons
	The amulet reacts to demons within its range.

	Spirits
	The amulet reacts to spirits and undead creatures within its range.

	Ware-beasts
	The amulet reacts to wear-beasts within its range.

	Dragons
	The amulet reacts to dragons within its range,


Each sense is a separate amulet!
Protection
This amulet increases the characters dodge by his arcane sense division.
[bookmark: _Toc80628000][bookmark: _Ref139112688][bookmark: _Toc201225199]Grimoire
All spells which a caster have learned, must be written in a special book. This book is often the most prized possession of a spellcaster, and it is highly valued by other casters, as well.
Because a caster cannot have all his spells memorized at the same time, and because a blow to the head might cause him to lose consciousness and forget his spells, the grimoire is the place he writes them to keep them safe.
If a caster loses all editions of his grimoire, he can no longer use the spells he has not memorised.
To relearn and rewrite a spell he has lost in this manner, the caster must spend as many days as the EXP cost of the spell.
NB! A spell takes up as many pages in the grimoire as its price in EXP.
The majority of this, is the theory behind the spell, why it works and what it connects to in the arcane weave.
Reading a spell from a Grimoire
For each spell in a grimoire, there is a single page with instructions for how to cast it. These pages are written in such a manner, that the caster will be able to cast the spell while reading it from the grimoire.
Personal Grimoires: A spellcaster cannot use the personal grimoire of another spellcaster, to cast spells. It is not possible to cast spells from a grimoire during combat.
[bookmark: _Toc201225200][bookmark: Academic_Spellbooks]Academic Spell books
An academic spell book is a work written specifically about a single spell, describing it in great detail. The purpose of these books is to pass on knowledge from one generation of spell casters to the next.
And so, at the back of any such volume, an extensive list of scrolls can be found, with all combinations of methods and shapes, that is commonly known to be effective.
A volume such as this, contains 25 pages for each EXP required to learn the spell.
A spell book takes 8 hours to scribe for each page it contains.
Academic Spell book: Any Spellcaster can use an Academic Spell book, to cast spells they do not know, as though they had it themselves.
The spell caster can only cast the spells explicitly as they are written. Trying to use shapes or methods, not described under a certain spell, is impossible if the character has not learned the spell.
Keep in mind that rituals cannot be cast until they have been learned, even though it is possible to buy spell books describing them, in great detail.
[bookmark: Scribing_a_scroll]Scribing a scroll
Most casters are willing to scribe a scroll for a buyer, for a reasonable price.
Scribing a scroll requires the scribe to have at least division 4 in the language and that he knows the language the scroll should be scribed on.
Ceremonies and symbols cannot be scribed.
Whoever use a scroll, must have Channelling or Lithomancy and they must supply the MP needed for the spell.
Reading a scroll follow the same rules as those that apply for reading spells from an academic spell book. See hereafter.
A scroll can be reused so long as it is readable.
How a scroll uses its power levels, shapes and methods is dictated by the scroll and cannot be changed.
The time needed to scribe a scroll depends on the power level and division of the scroll: Hours = (Division +1) × 8* + Power Level.
*4 if it is a cantrip.
Locked Grimoire
The Grimoire can have either of two types of locks: Either the Grimoire can only be opened by the owner, or a special type of object is required to open it.
The Grimoire have 15 points of willpower and an additional 5 points for each power level.
Protected Grimoire
The Grimoire is immune to all types of damage. Even time seems to have no effect on it.
Only the creator of the Grimoire can write in it, as the ink of anyone else are rejected, as are any water, acid, or other fluids.
Infinite Grimoire
The Grimoire have an infinite number of pages.
[bookmark: _Toc80628001][bookmark: _Ref139112828][bookmark: _Toc201225201]
Tattoo needles
Tattoo needles are needed for a character to be able to tattoo magical symbols on a character’s skin. 
These needles are made from pure silver, have a BV of 12 and require the craft jeweling, to be made.
Only one needle is needed for the character to be able to form the magical tattoo. The needle is able to create ink of any colour the caster wants, through the cantrip Colour. If the caster does not have the cantrip, the ink is black.






[bookmark: _Toc80628002][bookmark: _Toc201225202][bookmark: _Ref476015661][bookmark: _Toc437600545][bookmark: _Ref453783829][bookmark: _Ref476118051][bookmark: _Toc437600479][bookmark: _Ref476119283]Artifact Spells

[bookmark: _Toc80628003][bookmark: _Ref139113878][bookmark: _Toc201225203]Focus Objects
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	0
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Mending
	1
	-
	-
	-

	Combo: Mana-vault
	1
	-
	-
	-

	Combo: Corpse-Light
	1
	-
	-
	-

	Combo: Teleportation
	1
	-
	-
	-



Some shapes require focus objects to be cast. These objects are enchanted to form a special knot in the arcane weave, to hold a knot that would otherwise be impossible for the caster to hold himself.
Burn Out: A focus object is destroyed when it has consumed it’s last CC.
Basic Shape
Ritual: This ritual creates a focus object. The object consumes a CC from the caster. When the focus object is spent, the CC is broken, and the focus object becomes useless.
Combo: Mana-vault
Ritual: See the basic shape. A focus object created with this shape, can store up to 3 CC for each power level dedicated to this purpose.

Combo: Corpse-Light
Ritual: See the basic shape. The character must sacrifice a living person with an intelligent spirit or better, to perform this ritual.
This focus object has as many uses as the power level spent on its creation. It recharges 1 use each hour.
NB! The caster does not need to spend CCs on this focus object.
Combo: Teleportation
Ritual: See the basic shape. This shape is used to create a Transfer focus. See teleportation.




[bookmark: _Toc80628004][bookmark: _Toc201225204]Mana-vault
	Methods
	Division
	Type
	Range
	Duration

	Spell
	3
	Spell
	Touch
	Medium Weeks

	Quick Ritual
	3
	Ceremony
	Touch
	Long Weeks

	Ritual
	4
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Burning Smite
	1
	-
	-
	-

	Combo: Frozen Smite
	1
	-
	-
	-

	Combo: Create Water
	1
	-
	-
	-

	Combo: Mist
	1
	-
	-
	-

	Combo: Stone Smite
	1
	-
	-
	-

	Combo: Rapid Growth
	1
	-
	-
	-

	Combo: Holy Light
	1
	-
	-
	-

	Combo: Unholy Darkness
	1
	-
	-
	-

	Combo: Rain
	1
	-
	-
	-




Basic Shape
All Methods: This ritual create a rechargeable battery for MP. Through spells such as the cantrip Mana-link, the caster may fill up a Mana-vault or draw mana from it.
Each power level of a Mana-vault can contain up to 5 points of MP.
It is not possible to enchant an object with mana-vault more than once.
Lithomantic Mana-vault: A character with Lithomancy can create a Lithomantic Mana-vault, from a 5ct Hematite.
A Lithomantic Mana-vault can contain 12 MP, but power levels do nothing to improve that.
Combinations
When combined with other spells, this a Mana-vault may regain MP on an hourly basis, when it is located in a certain environment. See the table below:
	Combo
	Environment:

	Burning Smite
	Located in fire or embers.

	Frozen Smite
	Bellow 0 °C.

	Create Water
	Submerged in water.

	Mist
	In heavy fog.

	Stone Smite
	Buried in earth.

	Rapid Growth
	Inside forest.

	Holy Light
	Direct sunlight.

	Unholy Darkness
	Complete Darkness.

	Shocking Smite
	Thunderstorm

	Combo: Rain
	Rainy weather.







[bookmark: _Toc80628005][bookmark: _Toc201225205]Spirit Stone
	Methods
	Division
	Type
	Range
	Duration

	Spell
	7
	Spell
	Touch
	Instant

	Ritual*
	7
	Ceremony
	Touch
	Permanent

	Simple Symbol
	+1
	Symbol
	Touch
	Until activated

	Trap
	+2
	Symbol
	Touch
	Single Week

	Seal
	+3
	Symbol
	Touch
	Single Week



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Enchanted Tool
	1
	-
	Touch
	Combat

	Enhanced Durability
	1
	-
	Touch
	Combat

	Blur
	2
	-
	Touch
	Combat

	Slippery
	2
	-
	Touch
	Combat

	Clingy
	3
	-
	Touch
	Combat


*This ritual cannot be drawn as a Symbol.


A spirit stone is a stone capable of containing a spirit. The spirit in the stone is aware of what happens around it, but cannot affect its surroundings, in any way.
Communication: It is possible to communicate with the trapped spirit, through any magical means meant for mental communication, such means include telepathy, 
Lithomancy: Through the use of lithomancy, a character may release a spirit, trapped in a spirit stone.
Ascended Spirits
The Basic Shape of this spell can contain an ascended spirit, but it is not strong enough to permanently seal it away.
A demon who has been trapped in a spirit stone, may taint the spirit stone. If it does, the stone becomes the home plane of the demon. Any banishing attempts made on that demon, will send it back to the stone.
An Ascended Spirit may possess anyone who hold the stone, provided they allow the possession, willingly.
Basic Shape
Spell: If a character uses this spell on a dying victim, their spirit is bound within the spirit stone.
Ritual: This ritual creates a spirit stone, capable of trapping a single spirit.
Enchantments
Meditation: This meditation enables the caster to bind a spirit stone to a weapon, during the crafting process.
A weapon which has been created by a craftsman, affected by this meditation, will bind the victims it kills within the spirit stone in the weapon.
Lithomancy: A Lithomancer may try to prevent the spirit from entering the spirit stone, by a successful Lithomancy check.
Augmentation
Ritual: This ritual creates a spirit stone, capable of trapping scaling 1 spirits.

[bookmark: _Ref505417348]



[bookmark: _Hlk80545743][bookmark: _Toc80628006][bookmark: _Toc201225206]Enchant Container
	Methods
	Division
	Type
	Range
	Duration

	[bookmark: _Hlk80546238]Ritual
	3
	Ceremony
	Touch
	Long Weeks

	Spell
	3
	Spell
	Touch
	Long Weeks

	Quick Ritual
	2
	Ceremony
	Touch
	Long Weeks

	Inverted Quick Ritual
	2
	Ceremony
	Touch
	Long Weeks

	CC of Object
	4
	Ceremony
	Touch
	Special



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Augmentation
	1
	-
	-
	-

	Combo: Burning Smite
	1
	-
	-
	Combat

	Combo: Frozen Smite
	1
	-
	-
	Combat

	Combo: Cleanse
	1
	-
	-
	-

	Combo: Permanence
	1
	-
	-
	Permanent



[bookmark: _Toc312338606][bookmark: _Toc318414284][bookmark: _Toc318415184][bookmark: _Toc326312555][bookmark: _Toc437600480]Weight of Content
The contents of an enchanted container become weightless until they’re removed from the container.
Max Size of Containers
The Maximum size of the target container, before enchantment, can be read in this table:

	Shape
	Size

	Basic Shape
	125L

	Augmentation 1
	1,25 m3

	Augmentation 2
	12,5 m3

	Augmentation 3
	125m3


Basic Shape and Augmentation
Spell: This spell targets a bag that have already been enchanted with a ceremony. It increases that ceremony duration by its own.
All Ceremonies: This spell enchant a container, so that it can contain 10 times the normal amount, for each power level.

Original Capacity x 10 x Power Level

Example: A pouch which can contain 0.5L, enchanted with this spell, can contain:
Power level 1: 5L.
Power level 2: 50L.
Power level 3: 500L.
Etc.
[bookmark: _Ref476119292]
Combo: Burning Smite
Spell: The inside of this container is between 20 °C and 300 °C, for the duration of the spell.
Combo: Frozen Smite
Spell: The inside of this container is between 20 °C and -40 °C, for the duration of the spell.
Combo: Cleanse
All Ceremonies: Things which are stored in this container, does not spoil, but remain completely fresh.
Combo: Permanence
All Ceremonies: See the basic shape. This ceremony cost 1 permanent MP to cast.





[bookmark: _Toc80628007][bookmark: _Toc201225207]Enchant Map
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	3
	Ceremony
	Distant – 5km
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	One full inkwell
	-
	-

	Combo: Ley line Scrying
	1
	One full inkwell
	-
	-




NB! Creating an enchanted map cost the caster of the spell 1 point of permanently sacrificed MP.
Basic Shape
Ritual: This ritual must be cast on a piece of parchment, papyrus, paper, or cloth.
The enchanted object draws a precise map on itself, which covers the radius of the ritual, with the caster on the centre of the map.
The map has details such as cities, road names, river names, national borders, and mountain names, written in the language which the caster specifies upon casting the ritual.
NB! The caster cannot specify a language he does not know and if the caster know the language but cannot read and write it, the names are simply omitted.

Combo: Ley line Scrying
Ritual: See the basic shape. This ritual also contains ley lines, drawn as magical lines upon the map. These lines are invisible to the naked eye but can be seen with spells such as arcane vision and it is possible to follow them with a lithomantic pendulum.



[bookmark: _Toc80628008][bookmark: _Toc201225208]Spells That Affect Symbols

[bookmark: _Toc80628009][bookmark: _Toc201225209]Permanence
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	7
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-

	Combo: Spirit Reaping
	1
	-
	-
	-




NB! This spell can only affect Traps, Seals and spells which specifically mention that Permanence work with them in their description.
The CC’s of a Permanent Seal
A Permanent Seal have 1 CC. For each power level specifically dedicated to CC’s, the seal has 1 additional CC, to a maximum of 4.
Basic Shape
Ritual: This ritual is used to change a trap or a seal, to make them permanent.
A permanent trap or seal does not burn out, but can be reused an infinite amount of time, so long as it is supplied with Mana.
This spell must use one power level for each power level of the trap or seal.
Once this spell has been cast, it remains dormant. Once it has been awakened, the permanent seal can be activated. To awaken a permanent Seal, a character with Channelling, Medium, Chakra or Lithomancy must sacrifice 1MP, permanently.
A permanent seal does not contain any MP but must be supplied with MP from another source. If nothing else, then from the user of the magical item. See Mana-link on page 86.

Combo: Spirit Reaping
Ritual: A Seal with Combo: Spirit Reaping always tries to steal MP from the user of the artifact or the one who activated the trap.
The number of MP stolen, is equivalent to the power level of the Trap or Seal.




[bookmark: _Toc80628010][bookmark: _Toc201225210]Nexus
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	7
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




The purpose of a nexus is to supply power to a permanent Trap or Seal. Unless anything else is specified under a spell, those are the only things that can be supplied by a Nexus.
Basic Shape
Ritual: This ritual creates a well of magical power, which can supply a Permanent Seal or Trap with as much power as they need.
Creating a Nexus
· This ritual must have a power level for each Seal or Trap it supply.
· A Mana-vault cannot be filled up by a nexus.
· A magical item can only contain a single Nexus, which may supply more than one Trap or Seal.
· A Nexus can only be cast upon a Dormant, Permanent Trap or Seal.
· When a Nexus is created, it is dormant.
· A dormant Nexus cannot supply anything with power.
· When the Seal or Trap is awakened, so is the Nexus.
· Awakening a Nexus cost 1 Permanently sacrificed MP, for each power level of the nexus.
Using the Artifact
Upon activating a nexus, he pours part of his spirit into it, permanently lowering his MP. As a result, the Nexus inherit 1 of the Character Traits or Ideologies from the one who activate it, for each MP which is sacrifice permanently.
The person who activated the Nexus are automatically attuned to it.
Anyone who share all Character Traits & and Ideologies with the artifact, are automatically attuned to it.
To wield an artifact with a nexus, a person must first attune to it, if he is not automatically attuned to it. To do this, the character must meditate over the artifact for 1 day, using channelling, medium, chakra or lithomancy. After meditating over the artifact, the character gains the artifact as a Curse (Skill) with 1SL.
Each week during which a character is in possession of the artifact, they gain 1 EXP in the Curse.
When doing something that directly contradict the artifacts Character Traits & Ideologies, the character has a negative DC modifier equivalent to the Curses SL.
Once the Curse reach its maximum SL, the character fully adopts the artifact’s Character Traits & Ideologies, the curse vanishes, and the Attunement becomes automatic.
If the curse hit 0SL and 0EXP, the characters Attunement to the artifact vanish and he can no longer use it.
When a Nexus Activate a Trap or Seal
A Nexus lead exactly as much mana into the Seal as it need. Usually there are no risk for the magical item to not work due to Mana Deficiency, but if there are no Mana in the area or if the weave of magic in the area is disrupted, by spells such as Arcane Maelstrom, the Trap or Seal cannot be activated.
[bookmark: _Toc312338776][bookmark: _Toc318414453][bookmark: _Toc318415353][bookmark: _Toc326312721][bookmark: _Toc437600531][bookmark: _Ref476202702][bookmark: _Toc312338617][bookmark: _Toc318414295][bookmark: _Toc318415195][bookmark: _Toc326312564]A seal which contains a Ceremony can only be activated once each hour.




[bookmark: _Toc80628011][bookmark: _Toc201225211]Spirit-prison
	Methods
	Division
	Type
	Range
	Duration

	Ritual
	7
	Ceremony
	Touch
	Permanent



	Shapes
	Power Level
	Focus
	Range
	Duration

	Basic Shape
	0
	-
	-
	-




Spirit-Prison is used to bind spirits to a permanent seal.
Basic Shape
Ritual: The spirit who have been stored in a spirit-prison regain MP as it normally would. 
A magical artifact with a spirit prison, can never be supplied by a nexus.
The spirit in the spirit prison cannot have negative MP.
Casters: A caster who have been trapped inside a spirit-prison may use all spells which he could use by thought alone before he was trapped inside the spirit prison.
[bookmark: _Toc77702458]This is true both for cantrips and spells which have been memorized with the Character Proficiency: Unwavering Concentration.
Elementals: Elementals bound in a Spirit-Prison, lose all their abilities. They will only regain MP, when held in their own respective elements. There they regain MP as though they were resting.
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