Myth RPG 2.5 – The Wheel of Time

An MC production

The One Power (Spells)
0 Level

	Animal Messenger
	Foretell Weather
	Mending

	Arcane Mark
	Ghost Sound
	Open/Close

	Dancing Lights
	Light
	Prestidigitation

	Detect Secret Doors
	Magic Hand
	Unseen Servant


1st Level

	Alarm
	Cure Moderate Wounds
	Obscuring Mist

	Animate Rope
	Disguise Self
	Remove Fear

	Cause Fear
	Faerie Fire
	Sense Shadowspawn

	Charm Person
	Feather Fall
	Sound Burst

	Chill Touch
	Floating Disk
	Spectral Hand

	Command
	Force Field
	Spider Climb

	Comprehend Languages
	Hold Portal
	Ventriloquism

	Continual Flame
	Magic Armor
	Voice of Power


2nd Level

	Arcane Lock
	Flame Blade
	Pyrotechnics

	Barrier to Sight
	Fog Cloud
	See Invisibility

	Blindness/Deafness
	Glitterdust
	Shatter

	Blur
	Invisibility
	Shocking Grasp

	Burning Hands
	Knock
	Sleep

	Circle of Silence
	Magic Missile
	Trace

	Cure Critical Wounds
	Mirror Image
	Web

	Darkness
	Produce Flame
	Whispering Wind


3rd Level

	Clairaudience/Clairvoyance
	Grenade
	Sepia Snake Sigil

	Confusion
	Harden Air
	Shield

	Dispel Magic
	Illusory Script 
	Stinking Cloud

	Displacement
	Immolate
	Suggestion

	Explosive Runes
	Rend
	Tongues

	Fire Trap
	Restoration
	Water Breathing


4th Level

	Arcane Eye
	Passwall
	True Seeing

	Cutting Lines of Fire
	Riven Earth
	Use Portal Stone

	Heal
	Skimming
	Wall of Fire

	Lightning
	Touch of Death
	Wall of Ice


5th Level
	Balefire
	Create Gateway
	Telekinesis

	Bridge Between Worlds
	Dominate Person
	Veil

	Control Winds
	Fly
	Wall of Force


Spell Format:

Spell Name

Level: The Level to which the spell belongs.

Difficulty: Equal or exceed this number with your Casting Roll to successfully cast the spell. 

Casting Time: This is the number and type of action required to cast the spell. Spells that take longer than 10 full actions to cast have casting times expressed in minutes or hours instead.

Range: Personal, Touch, Close (10m + 2m per SP), Medium (40m + 4m per SP), Long (160m + 16m per SP), Unlimited, or Fixed.

Area of Effect: The area affected by the spell.

Duration: How long the spell lasts.

Save: Whether or not the target gets a saving throw and the effect of this save.

Cost: The Saidin/Saidar cost to cast the spell, and the amount of Saidin/Saidar required to increase the Spellpower.
Description: What does the spell do?
Alarm

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: Close  

Area: 8-meter-radius emanation centered on a point in space 

Duration: 2 hours/SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 2 (+1)
Description: Alarm sounds a mental or audible alarm each time a creature of Tiny or larger size enters the warded area or touches it. A creature that speaks the password (determined by you at the time of casting) does not set off the alarm. You decide at the time of casting whether the alarm will be mental or audible. 

Mental Alarm

A mental alarm alerts you (and only you) so long as you remain within 1 km of the warded area. You note a single mental “ping” that awakens you from normal sleep but does not otherwise disturb concentration. 

Audible Alarm

An audible alarm produces the sound of a hand bell, and anyone within 10 meters of the warded area can hear it clearly. Reduce the distance by 4 meters for each interposing closed door and by 8 meters for each substantial interposing wall. 

In quiet conditions, the ringing can be heard faintly as far as 70 meters away. The sound lasts for 1 round. 

Animal Messenger

Level: 0
Difficulty: 10
Casting Time: 1 half action 

Range: Close  

Target: One Tiny animal 

Duration: One day/SP 

Saving Throw: None; see text 

Spell Resistance: Yes 

Cost: 1 (+1)
Description: You compel a Tiny animal to go to a spot you designate. The most common use for this spell is to get an animal to carry a message to your allies. The animal cannot be one tamed or trained by someone else. 

Using some type of food desirable to the animal as a lure, you call the animal to you. It advances and awaits your bidding. You can mentally impress on the animal a certain place well known to you or an obvious landmark. The directions must be simple, because the animal depends on your knowledge and can’t find a destination on its own. You can attach some small item or note to the messenger. The animal then goes to the designated location and waits there until the duration of the spell expires, whereupon it resumes its normal activities. 

During this period of waiting, the messenger allows others to approach it and remove any scroll or token it carries. The intended recipient gains no special ability to communicate with the animal or read any attached message (if it’s written in a language he or she doesn’t know, for example). 

Animate Rope

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Medium  

Area of effect: One ropelike object, length up to 15 meters + 2 meters/SP; see text 

Duration: 1 round/SP
Saving Throw: None 

Spell Resistance: No 

Cost: 2 (+2)
Description: You can animate a nonliving ropelike object. The maximum length assumes a rope with a 2½ cm diameter. 

Reduce the maximum length by 50% for every additional 2½ cm of thickness, and increase it by 50% for each reduction of the rope’s diameter by half. 

The possible commands are “coil” (form a neat, coiled stack), “coil and knot,” “loop,” “loop and knot,” “tie and knot,” and the opposites of all of the above (“uncoil,” and so forth). You can give one command each round as a half action, as if directing an active spell. 

The rope can enwrap only a creature or an object within half a meter of it—it does not snake outward—so it must be thrown near the intended target. Doing so requires a successful ranged touch attack roll (range increment 4m). A typical hempen rope has 2 hit points, Defense 10, and requires a DC 23 Strength check to burst it. The rope does not deal damage, but it can be used as a trip line or to cause a single opponent that fails a Reflex saving throw to become entangled. A creature capable of spellcasting that is bound by this spell must make a DC +5 Spellcasting check to cast a spell. An entangled creature can slip free with a DC 20 Acrobatics (Escape Artist) check. 

The rope itself and any knots tied in it are not magical. 

The spell cannot animate objects carried or worn by a creature.

Arcane Eye

Level: 4 
Difficulty: 14
Casting Time: 10 minutes 

Range: Unlimited 

Effect: Magical sensor 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 8 (+4)
Description: You create an invisible magical sensor that sends you visual information. You can create the arcane eye at any point you can see, but it can then travel outside your line of sight without hindrance. An arcane eye travels at 12 meters per round (120 meters per minute) if viewing an area ahead as a human would (primarily looking at the floor) or 4 meters per round (40 meters per minute) if examining the ceiling and walls as well as the floor ahead. It sees exactly as you would see if you were there. 

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

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

Arcane Lock

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Target: The door, chest, or portal touched, up to 10 m2/SP in size 

Duration: Permanent 

Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+2)
Description: An arcane lock spell cast upon a door, chest, or portal magically locks it. You can freely pass your own arcane lock without affecting it; otherwise, a door or object secured with this spell can be opened only by breaking in or with a successful dispel magic or knock spell. Add 10 to the normal DC to break open a door or portal affected by this spell. (A knock spell does not remove an arcane lock; it only suppresses the effect for 10 minutes.) 

Arcane Mark

Level: 0
Difficulty: 11
Casting Time: 1 half action 

Range: 0
Effect: One personal rune or mark, all of which must fit within 1 m2 

Duration: Permanent 

Saving Throw: None 

Spell Resistance: No 

Cost: 1 (-)
Description: This spell allows you to inscribe your personal rune or mark, which can consist of no more than six characters. The writing can be visible or invisible. An arcane mark spell enables you to etch the rune upon any substance without harm to the material upon which it is placed. 

See invisibility, or true seeing likewise allows the user to see an invisible arcane mark. 
If an arcane mark is placed on a living being, normal wear gradually causes the effect to fade in about a month. 

Balefire 
Level: 5 
Difficulty: 20
Casting Time: 1 half action
Range: See text 

Area: Beam
Duration: Instantaneous
Saving Throw: Reflex negates
Spell Resistance: No
Cost: 12 (+6)
Description: You point your finger, and a pencil-thin beam of white-hot light, so bright it makes the sun seem dark, leaps instantly forth. The Balefire slices neatly and hotly through any material or object (except cuendillar, the only material impervious to Balefire), out to its maximum range or until it strikes a living creature. A creature struck by this beam is utterly destroyed, vanishing in a fading haze of motes.
Balefire doesn’t just destroy its target instantly – it actually destroys it back through time, as the creature’s thread is literally burned out of the Pattern. The “back-burn” given on the table below indicates how far back in time the creature is destroyed. Everything the creature did over that period, and everything that resulted from that creature’s actions, is undone, leaving only the memories of those who witnessed the target’s actions. 
Because of this effect, which is extremely damaging to the Pattern, Balefire is seen as so dangerous that the Aes Sedai consider it criminal even to learn how to use it.

	Spellpower
	Range
	Backburn

	1
	10 m
	6 seconds

	2
	30 m
	1 minute

	3
	60 m
	10 minutes

	4
	120 m
	2 hours

	5
	240 m
	1 day

	6
	480 m
	10 days

	+1
	x2
	+10 days


Barrier to Sight
Level: 2 
Difficulty: 12
Casting Time: Full action
Range: Close
Area: See text
Duration: Concentration
Saving Throw: None
Spell Resistance: None
Cost: 4 (+3)
Description: You create a dome-shaped weave around an area, through which nothing can be seen. People outside the spell’s area see a dome-shaped, wavering image of the area as it appeared when the spell was cast. Transient items within this area (such as people) are barely visible in this image; more permanent items appear more solid. People within the spell’s area see the same sort of image when looking out. Physical objects, and people – even you – can pass through the boundaries of the dome without affecting the spell.
This spell typically appears as a dome, but its shape can be altered to any equivalent volume when cast. When cast within an enclosed area, such as a room or a cavern, the spell tends to conform to the shape of the space.

	Spellpower
	Area
	Spellpower
	Area

	1
	2 m radius circle
	6
	120 m radius circle

	2
	4 m radius circle
	7
	300 m radius circle

	3
	10 m radius circle
	8
	600 m radius circle

	4
	20 m radius circle
	9
	1-mile radius circle

	5
	60 m radius circle
	10
	5-mile radius circle


Blindness/Deafness

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Medium
Target: One living creature 

Duration: Permanent (D) 

Saving Throw: Fortitude negates 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: You call upon the One Power to render the subject blinded or deafened, as you choose. 

Blur

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Target: Creature touched 

Duration: 1 min./SP (D) 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 4 (+2)
Description: The subject’s outline appears blurred, shifting and wavering. This distortion grants the subject concealment (20% miss chance). 

A see invisibility spell does not counteract the blur effect, but a true seeing spell does. 

Opponents that cannot see the subject ignore the spell’s effect (though fighting an unseen opponent carries penalties of its own). 

Bridge Between Worlds
Level: 5 
Difficulty: 16
Casting Time: 1 round
Range: Close
Area: Creates a gateway to an alternate world
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
Cost: 10 (+5)
Description: You create a gateway between the real world and Tel’aran’rhiod, allowing you to physically enter or exit the dream world. The maximum size of the gateway is 4x4 m, and the maximum length of time it can remain open is 1 round per point of Spellpower. The caster may close it at will prior to this limit. 
Your dream self in Tel’aran’rhiod cannot enter the real world. If you dreamwalk into Tel’aran’rhiod and cast this spell there, the gateway opens, but you cannot cross through it.

Burning Hands

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: 6 meters 

Area: Cone-shaped burst 

Duration: Instantaneous 

Saving Throw: Reflex half 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: A cone of searing flame shoots from your fingertips. Any creature in the area of the flames takes 1d6 points of fire damage per point of Spellpower. Flammable materials burn if the flames touch them. A character can extinguish burning items as a full-round action. 

Cause Fear

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Close  

Target: One living creature  

Duration: 1d4 rounds or 1 round; see text 

Saving Throw: Will partial 

Spell Resistance: Yes 

Cost: 2 (+1)
Description: The affected creature becomes frightened. If the subject succeeds on a Will save, it is shaken for 1 round. 

Cause fear counters and dispels remove fear. 

Charm Person

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Close  

Target: One humanoid creature 

Duration: 1 hour/SP 

Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 2 (+2)
Description: This spell makes a humanoid creature regard you as its trusted friend and ally (treat the target’s attitude as friendly). If the creature is currently being threatened or attacked by you or your allies, however, it receives a +5 bonus on its saving throw. 

The spell does not enable you to control the charmed person as if it was an automaton, but it perceives your words and actions in the most favorable way. You can try to give the subject orders, but you must win an opposed Charisma check to convince it to do anything it wouldn’t ordinarily do. (Retries are not allowed.) An affected creature never obeys suicidal or obviously harmful orders, but it might be convinced that something very dangerous is worth doing. Any act by you or your apparent allies that threatens the charmed person breaks the spell. You must speak the person’s language to communicate your commands, or else be good at pantomiming.

Chill Touch

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Targets: Creature or creatures touched (up to one/SP) 

Duration: Instantaneous 

Saving Throw: Fortitude partial; see text 

Spell Resistance: Yes 

Cost: 2 (+1)
Description: A touch from your hand, which glows with blue energy, disrupts the life force of living creatures. Each touch deals 1d6 points of damage. The touched creature also takes 1 point of Strength damage unless it makes a successful Fortitude saving throw. You can use this melee touch attack up to one time per point of Spellpower. 

Circle of Silence
Level: 2 
Difficulty: 12
Casting Time: Full action 

Range: Close  

Area: See text
Duration: Concentration
Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+3)
Description: You create a dome-shaped spell around an area, through which no sound passes. People outside the spell’s area cannot hear you (or any other noise from within). Similarly, outside sounds cannot be heard within the dome. Physical objects, and people – even you – can pass through the boundaries of the dome without affecting the spell.
This spell typically appears as a dome, but its shape can be altered to any equivalent volume when cast. When cast within an enclosed area, such as a room or a cavern, the spell tends to conform to the shape of the space.

	Spellpower
	Area
	Spellpower
	Area

	1
	2 m radius circle
	6
	120 m radius circle

	2
	4 m radius circle
	7
	300 m radius circle

	3
	10 m radius circle
	8
	600 m radius circle

	4
	20 m radius circle
	9
	1-mile radius circle

	5
	60 m radius circle
	10
	5-mile radius circle


Clairaudience/Clairvoyance

Level: 3 
Difficulty: 13
Casting Time: 10 minutes 

Range: Long 

Effect: Magical sensor 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 6 (+3)
Description: Clairaudience/clairvoyance creates an invisible magical sensor at a specific location that enables you to hear or see (your choice) almost as if you were there. You don’t need line of sight or line of effect, but the locale must be known—a place familiar to you or an obvious one. Once you have selected the locale, the sensor doesn’t move, but you can rotate it in all directions to view the area as desired. Unlike other scrying spells, this spell does not allow magically or supernaturally enhanced senses to work through it. If the chosen locale is magically dark, you see nothing. If it is naturally pitch black, you can see in a 4-meters radius around the center of the spell’s effect.  

Command

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Close 

Target: One living creature 

Duration: 1 round 

Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 2 (+2)
Description: You give the subject a single command, which it obeys to the best of its ability at its earliest opportunity. You may select from the following options. 

Approach

On its turn, the subject moves toward you as quickly and directly as possible for 1 round. The creature may do nothing but move during its turn, and it provokes attacks of opportunity for this movement as normal. 

Drop

On its turn, the subject drops whatever it is holding. It can’t pick up any dropped item until its next turn. 

Fall

On its turn, the subject falls to the ground and remains prone for 1 round. It may act normally while prone but takes any appropriate penalties. 

Flee

On its turn, the subject moves away from you as quickly as possible for 1 round. It may do nothing but move during its turn, and it provokes attacks of opportunity for this movement as normal. 

Halt

The subject stands in place for 1 round. It may not take any actions but is not considered helpless. 

If the subject can’t carry out your command on its next turn, the spell automatically fails. 

Comprehend Languages

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: Personal 

Target: You 

Duration: 10 min./SP 

Cost: 2 (+1)
Description: You can understand the spoken words of creatures or read otherwise incomprehensible written messages. In either case, you must touch the creature or the writing. The ability to read does not necessarily impart insight into the material, merely its literal meaning. The spell enables you to understand or read an unknown language, not speak or write it. 

Written material can be read at the rate of one page (250 words) per minute. Magical writing cannot be read, though the spell reveals that it is magical. It does not decipher codes or reveal messages concealed in otherwise normal text. 

Confusion
Level: 3
Difficulty: 14 

Casting Time: 1 half action 

Range: Medium
Area: All creatures in a 6-m. radius burst 

Duration: 1 round/SP 

Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 6 (+3)
Description: This spell causes the targets to become confused, making them unable to independently determine what they will do. Roll on the following table at the beginning of each subject’s turn each round to see what the subject does in that round. 

	D20
	Behavior

	1-2
	Attack caster with melee or ranged weapons (or close with caster if attack is not possible).

	3-4
	Act normally.

	5-10
	Do nothing but babble incoherently.

	11-15
	Flee away from caster at top possible speed.

	16-20
	Attack nearest creature (for this purpose, a familiar counts as part of the subject’s self). 


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

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Target: Object touched 

Effect: Magical, heatless flame 

Duration: Permanent 

Saving Throw: None 

Spell Resistance: No 

Cost: 2 (-)
Description: A flame, equivalent in brightness to a torch, springs forth from an object that you touch. The effect looks like a regular flame, but it creates no heat and doesn’t use oxygen. A continual flame can be covered and hidden but not smothered or quenched. 

Control Winds

Level: 5 
Difficulty: 17
Casting Time: 1 half action 

Range: 16 m./SP 

Area: 16 m./SP radius cylinder 16 m. high 

Duration: 10 min./SP
Saving Throw: Fortitude negates 

Spell Resistance: No 

Cost: 10 (+5)
Description: You alter wind force in the area surrounding you. You can make the wind blow in a certain direction or manner, increase its strength, or decrease its strength. The new wind direction and strength persist until the spell ends or until you choose to alter your handiwork, which requires concentration. You may create an “eye” of calm air up to 30 meters in diameter at the center of the area if you so desire, and you may choose to limit the area to any cylindrical area less than your full limit. 

Wind Direction

You may choose one of four basic wind patterns to function over the spell’s area. 

A downdraft blows from the center outward in equal strength in all directions. 

An updraft blows from the outer edges in toward the center in equal strength from all directions, veering upward before impinging on the eye in the center. 

A rotation causes the winds to circle the center in clockwise or counterclockwise fashion. 

A blast simply causes the winds to blow in one direction across the entire area from one side to the other. 

Wind Strength

For every two points of Spellpower, you can increase or decrease wind strength by one level. Each round on your turn, a creature in the wind must make a Fortitude save or suffer the effect of being in the windy area. 

Strong winds (21+ mph) make sailing difficult. 

A severe wind (31+ mph) causes minor ship and building damage. 

A windstorm (51+ mph) drives most flying creatures from the skies, uproots small trees, knocks down light wooden structures, tears off roofs, and endangers ships. 

Hurricane force winds (75+ mph) destroy wooden buildings, sometimes uproot even large trees, and cause most ships to founder. 

A tornado (175+ mph) destroys all nonfortified buildings and often uproots large trees. 

Create Gateway
Level: 5 
Difficulty: 17
Casting Time: Full action
Range: Close
Area: Creates a gateway to another place
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
Cost: 12 (+6)
Description: You open a gateway into the space between places. The maximum size of the gateway, and the maximum length of time it can remain open, depends upon the Spellpower. The caster may close it at will prior to this limit.
The space between places is a dark void, a netherworld entirely devoid of features. Typically, a caster uses this extradimensional space to skim (see the Skimming spell) to another location. Unless a skimming platform is created just within the gateway, any object or creature that passes through the gateway falls into the void, to become trapped within the space between places.

	Spellpower
	Max. size
	Gateway stays open for

	1
	2 m wide by 4 m tall
	2 rounds

	2
	4 m wide by 6 m tall
	4 rounds

	3
	12 m wide by 8 m tall
	6 rounds

	4
	40 m wide by 10 m tall
	8 rounds

	5
	120 m wide by 12 m tall
	1 minute


Cure Critical Wounds

Level: 2 
Difficulty: 14

Cost: 4 (+2)
Description: This spell functions like cure moderate wounds, except that it works on critically wounded characters. The spell cures 1d10 points of damage +1 point per point of Spellpower.

Cure Moderate Wounds

Level: 1 
Difficulty: 12

Casting Time: 1 half action 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will half (harmless); see text 

Spell Resistance: Yes (harmless); see text 

Cost: 2 (+1)
Description: When laying your hand upon a living creature, you cure 1d8 points of damage per point of Spellpower. This spell only works on non-critically wounded characters. The casting DC increases by +2 for each time it is used on the same creature within one hour.
Cutting Lines of Fire
Level: 4 
Difficulty: 15
Casting Time: 1 half action 

Range: See touch 

Effect: Cone
Duration: Instantaneous 

Saving Throw: Reflex half 
Spell Resistance: Yes 

Cost: 8 (+4)
Description: You point your hand and cast out scores of thin, thread-like lines of red, which cleanly cut and burn through creatures and objects in their paths. The lines whip through a cone-shaped area that extends from the pointing hand, slicing and damaging objects or creatures within the cone. The wire-like lines neatly cut through stone, metal, wood, and other materials out to their maximum range. Where they strike flesh, they cleanly cut through that as well, doing 2d12 points of damage to any person within their area of effect. The range of this spell equals 10 meters per point of Spellpower.

Dancing Lights

Level: 0 
Difficulty: 11
Casting Time: 1 half action 

Range: Medium  

Effect: Up to four lights, all within a 4-m.-radius area 

Duration: 1 minute (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 1 (-)
Description: Depending on the version selected, you create up to four lights that resemble lanterns or torches (and cast that amount of light), or up to four glowing spheres of light (which look like will-o’-wisps), or one faintly glowing, vaguely humanoid shape. The dancing lights must stay within a 4-meter-radius area in relation to each other but otherwise move as you desire (no concentration required): forward or back, up or down, straight or turning corners, or the like. The lights can move up to 40 meters per round. A light winks out if the distance between you and it exceeds the spell’s range. 

Darkness

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Target: Object touched 

Duration: 10 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+2)
Description: This spell causes an object to radiate shadowy illumination out to an 8-meter radius. All creatures in the area gain concealment (20% miss chance). Even creatures that can normally see in such conditions (such as with darkvision or low-light vision) have the miss chance in an area shrouded in magical darkness. 

Normal lights (torches, candles, lanterns, and so forth) are incapable of brightening the area, as are light spells of lower Spellpower. Higher Spellpower light spells are not affected by darkness. 

If darkness is cast on a small object that is then placed inside or under a lightproof covering, the spell’s effect is blocked until the covering is removed. 

Darkness counters or dispels any light spell of equal or lower Spellpower. 

Detect Secret Doors

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: 24 m. 

Area: Cone-shaped emanation 

Duration: Concentration, up to 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 1 (+1)
Description: You can detect secret doors, compartments, caches, and so forth. Only passages, doors, or openings that have been specifically constructed to escape detection are detected by this spell. The amount of information revealed depends on how long you study a particular area or subject. 

1st Round

Presence or absence of secret doors. 

2nd Round

Number of secret doors and the location of each. If an aura is outside your line of sight, then you discern its direction but not its exact location. 

Each Additional Round

The mechanism or trigger for one particular secret portal closely examined by you. Each round, you can turn to detect secret doors in a new area. The spell can penetrate barriers, but half a meter of stone, 2 cm of common metal, a thin sheet of lead, or one meter of wood or dirt blocks it. 

Disguise Self

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Personal 

Target: You 

Duration: 10 min./SP (D) 

Cost: 2 (+1)
Description: You make yourself—including clothing, armor, weapons, and equipment—look different. You can seem ½ meter shorter or taller, thin, fat, or in between. You cannot change your body type. Otherwise, the extent of the apparent change is up to you. You could add or obscure a minor feature or look like an entirely different person. 

The spell does not provide the abilities or mannerisms of the chosen form, nor does it alter the perceived tactile (touch) or audible (sound) properties of you or your equipment. 

A creature that interacts with the glamer gets a Will save to recognize it as an illusion.
Dispel Magic

Level: 3 
Difficulty: Special; see text
Casting Time: 1 half action 

Range: Medium
Target or Area: One spellcaster, creature, or object; or 8-m.-radius burst 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: No 

Cost: Varies (match Saidin/Saidar of target)
Description: You can use dispel magic to end ongoing spells that have been cast on a creature or object, to temporarily suppress the magical abilities of a magic item, to end ongoing spells (or at least their effects) within an area, or to counter another spellcaster’s spell. A dispelled spell ends as if its duration had expired. Some spells, as detailed in their descriptions, can’t be defeated by dispel magic. Dispel magic can dispel (but not counter) spell-like effects just as it does spells. 

You choose to use dispel magic in one of three ways: a targeted dispel, an area dispel, or a counterspell: 

Targeted Dispel

One object, creature, or spell is the target of the dispel magic spell. You make a Spellcraft (Spellcasting) check against the spell or against each ongoing spell currently in effect on the object or creature. The DC for this dispel check is the casting DC of the target spell. If you succeed on a particular check, that spell is dispelled; if you fail, that spell remains in effect. 

Area Dispel

When dispel magic is used in this way, the spell affects everything within an 8-meter radius. 

For each creature within the area that is the subject of one or more spells, you make a dispel check against the spell with the highest DC. If that check fails, you make dispel checks against progressively weaker spells until you dispel one spell (which discharges the dispel magic spell so far as that target is concerned) or until you fail all your checks. 
For each ongoing area or effect spell whose point of origin is within the area of the dispel magic spell, you can make a dispel check to dispel the spell. 

For each ongoing spell whose area overlaps that of the dispel magic spell, you can make a dispel check to end the effect, but only within the overlapping area. 

You may choose to automatically succeed on dispel checks against any spell that you have cast. 

Counterspell

When dispel magic is used in this way, the spell targets a spellcaster and is cast as a counterspell with a Ready action. You must make a dispel check to counter the other spellcaster’s spell.
Displacement

Level: 3 
Difficulty: 14
Casting Time: 1 half action 

Range: Touch 

Target: Creature touched 

Duration: 1 round/SP (D) 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 6 (+3)
Description: The subject of this spell appears to be about 1 meter away from its true location. The creature benefits from a 50% miss chance as if it had total concealment. However, unlike actual total concealment, displacement does not prevent enemies from targeting the creature normally. True seeing reveals its true location. 

Dominate Person

Level: 5 
Difficulty: 17
Casting Time: 1 round 

Range: Close  

Target: One humanoid 

Duration: One day/SP
Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 10 (+6)
Description: You can control the actions of any humanoid creature through a telepathic link that you establish with the subject’s mind. 

If you and the subject have a common language, you can generally force the subject to perform as you desire, within the limits of its abilities. If no common language exists, you can communicate only basic commands, such as “Come here,” “Go there,” “Fight,” and “Stand still.” You know what the subject is experiencing, but you do not receive direct sensory input from it, nor can it communicate with you telepathically. 

Once you have given a dominated creature a command, it continues to attempt to carry out that command to the exclusion of all other activities except those necessary for day-to-day survival (such as sleeping, eating, and so forth). 

Changing your instructions or giving a dominated creature a new command is the equivalent of redirecting a spell, so it is a half action. 

By concentrating fully on the spell (a full action), you can receive full sensory input as interpreted by the mind of the subject, though it still can’t communicate with you. You can’t actually see through the subject’s eyes, so it’s not as good as being there yourself, but you still get a good idea of what’s going on. 

Subjects resist this control, and any subject forced to take actions against its nature receives a new saving throw with a +2 bonus. Obviously self-destructive orders are not carried out. Once control is established, the range at which it can be exercised is unlimited, as long as you and the subject are on the same plane. You need not see the subject to control it. 

If you don’t spend at least 1 round concentrating on the spell each day, the subject receives a new saving throw to throw off the domination. 

Explosive Runes

Level: 3 
Difficulty: 14
Casting Time: 1 half action 

Range: Touch 

Target: One touched object weighing no more than 5 kg. 

Duration: Permanent until discharged (D) 

Saving Throw: See text 

Spell Resistance: Yes 

Cost: 6 (+3)
Description: You trace these mystic runes upon a book, map, scroll, or similar object bearing written information. The runes detonate when read, dealing 6d6 points of force damage. Anyone next to the runes (close enough to read them) takes the full damage with no saving throw; any other creature within 4 meters of the runes is entitled to a Reflex save for half damage. The object on which the runes were written also takes full damage (no saving throw). 

You and any characters you specifically instruct can read the protected writing without triggering the runes. Likewise, you can remove the runes whenever desired. Another creature can remove them with a successful dispel magic spell, but attempting to dispel the runes and failing to do so triggers the explosion. 

Faerie Fire

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Long 

Area: Creatures and objects within a 2-m.-radius burst 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: Yes 

Cost: 2 (+1)
Description: A pale glow surrounds and outlines the subjects. Outlined subjects shed light as candles. Outlined creatures do not benefit from the concealment normally provided by darkness, displacement, invisibility, or similar effects. The light is too dim to have any special effect on creatures vulnerable to light. The faerie fire can be blue, green, or violet, according to your choice at the time of casting. The faerie fire does not cause any harm to the objects or creatures thus outlined.
Feather Fall

Level: 1 
Difficulty: 11
Casting Time: 1 free action 

Range: Close
Targets: One Medium or smaller freefalling creature/SP, no two of which may be more than 8 m. apart 

Duration: Until landing or 1 round/SP
Saving Throw: Will negates (harmless) 

Spell Resistance: Yes  

Cost: 2 (+1)
Description: The affected creatures fall slowly. Feather fall instantly changes the rate at which the targets fall to a mere 24 meters per round (equivalent to the end of a fall from 1 or 2 meters), and the subjects take no damage upon landing while the spell is in effect. However, when the spell duration expires, a normal rate of falling resumes. 

The spell affects one or more Medium or smaller creatures (including gear and carried objects up to each creature’s maximum load), or the equivalent in larger creatures: A Large creature counts as two Medium creatures, a Huge creature counts as two Large creatures, and so forth. 

You can cast this spell with an instant utterance, quickly enough to save yourself if you unexpectedly fall. Casting the spell is a free action, allowing you to cast this spell even when it isn’t your turn. 

Fire Trap

Level: 3
Difficulty: 14 

Casting Time: 10 minutes 

Range: Touch 

Effect: Object touched 

Duration: Permanent until discharged (D) 

Saving Throw: Reflex half; see text 

Spell Resistance: Yes 

Cost: 6 (+3)
Description: Fire trap creates a fiery explosion when an intruder opens the item that the trap protects. A fire trap can ward any object that can be opened and closed. 

When casting fire trap, you select a point on the object as the spell’s center. When someone other than you opens the object, a fiery explosion fills the area within a 2-meter radius around the spell’s center. The flames deal 1d4 points of fire damage per point of Spellpower. The item protected by the trap is not harmed by this explosion. 

A fire trapped item cannot have a second closure or warding spell placed on it. 

A knock spell does not bypass a fire trap. An unsuccessful dispel magic spell does not detonate the spell. 

Underwater, this ward deals half damage and creates a large cloud of steam. 

You can use the fire trapped object without discharging it, as can any individual to whom the object was specifically attuned when cast. Attuning a fire trapped object to an individual usually involves setting a password that you can share with friends. 

Note: Magic traps such as fire trap are hard to detect and disable. A character can use the Awareness (Search) skill to find a fire trap and Disable Device to thwart it. The DC in each case is 25. 

Flame Blade

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: 0 
Effect: Sword-like beam 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: A 1-meter-long, blazing beam of red-hot fire springs forth from your hand. You wield this bladelike beam as if it were a scimitar. Attacks with the flame blade are melee touch attacks. The blade deals 1d8 points of fire damage +1 point per point of Spellpower. Since the blade is immaterial, your Strength modifier does not apply to the damage. A flame blade can ignite combustible materials such as parchment, straw, dry sticks, and cloth. 

The spell does not function underwater. 

Floating Disk

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: Close
Effect: 1-m.-diameter disk of force 

Duration: 1 hour/SP
Saving Throw: None 

Spell Resistance: No 

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

Fly

Level: 5
Difficulty: 16 

Casting Time: 1 half action 

Range: Personal 

Effect: Caster 

Duration: 1 min./SP 

Saving Throw: None 

Spell Resistance: No 

Cost: 10 (+5)
Description: The caster can fly at a speed of 24 meters (or 16 meters if he wears medium or heavy armor, or if he carries a medium or heavy load). He can ascend at half speed and descend at double speed. Using a fly spell requires only as much concentration as walking, so the caster can attack or cast spells normally. The caster can charge but not run, and he cannot carry aloft more weight than his maximum load, plus any armor he wears. 

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

Fog Cloud

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Medium
Effect: Fog spreads in 8-m. radius, 8 m. high 

Duration: 10 min./SP
Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+2)
Description: A bank of fog billows out from the point you designate. The fog obscures all sight, including darkvision, beyond 2 meters. A creature within 2 meters has concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker can’t use sight to locate the target). 

A moderate wind (11+ mph) disperses the fog in 4 rounds; a strong wind (21+ mph) disperses the fog in 1 round. 

The spell does not function underwater. 

Force Field
Level: 1 
Difficulty: 12

Casting Time: 1 half action 

Range: Personal 

Target: You 

Duration: 1 min./SP (D) 

Cost: 2 (+1)

Description: Force Field creates an invisible, tower shield-sized mobile disk of force that hovers in front of you. It negates magic missile attacks directed at you. The disk also provides a +4 deflection bonus to Defense. This bonus applies against incorporeal touch attacks, since it is a force effect. 

Foretell Weather
Level: 0 
Difficulty: 10
Casting Time: 1 minute 

Range: Close 

Target: Area immediately around caster 

Duration: Instantaneous
Cost: 1 (+1)

Description: You can feel upcoming changes in the weather. The farther into the future you sense, the less distinct the information you gather. You can sense a specific storm just a few hours away, but looking months into the future only gives you general information – for example, that it will be much colder than normal, that an early frost is coming, that there will be a bit more snow than usual, and the like. The changes you detect comprise the natural course for the weather. You gain no sense of unnatural changes, such as those wrought by channellers using the One Power.
Among the Wisdoms of the midlands, this ability is known as “listening to the wind”.

	Spellpower
	How far into the future you sense

	1
	4 hours

	2
	2 days

	3
	2 weeks

	4
	1 season


Ghost Sound

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: Close
Effect: Illusory sounds 

Duration: 1 round/SP (D) 

Saving Throw: Will disbelief (if interacted with) 

Spell Resistance: No 

Cost: 1 (+1)
Description: Ghost sound allows you to create a volume of sound that rises, recedes, approaches, or remains at a fixed place. You choose what type of sound ghost sound creates when casting it and cannot thereafter change the sound’s basic character. 

The volume of sound created depends on your Spellpower. You can produce as much noise as four normal humans per point of Spellpower. Thus, talking, singing, shouting, walking, marching, or running sounds can be created. The noise a ghost sound spell produces can be virtually any type of sound within the volume limit. A horde of rats running and squeaking is about the same volume as eight humans running and shouting. A roaring lion is equal to the noise from sixteen humans, while a roaring dire tiger is equal to the noise from twenty humans. 

Glitterdust

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Medium
Area: Creatures and objects within 4-m.-radius spread 

Duration: 1 round/SP
Saving Throw: Will negates (blinding only) 

Spell Resistance: No 

Cost: 4 (+2)
Description: A cloud of golden particles covers everyone and everything in the area, causing creatures to become blinded and visibly outlining invisible things for the duration of the spell. All within the area are covered by the dust, which cannot be removed and continues to sparkle until it fades. 

Any creature covered by the dust takes a -40 penalty on Hide checks. 

Grenade
Level: 3 
Difficulty: 14
Casting Time: Full action
Range: Touch
Area: One stone
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes
Cost: 6 (+3)
Description: You imbue a stone with an explosive property. If the stone strikes a hard surface, it detonates doing damage to all creatures within its burst radius (reflex save for half damage). You may throw the stone or use it as ammunition for an appropriate weapon. The size of the stone, its burst area, and the damage it does depend on the Spellpower. 
+1 Spellpower: The spell affects one additional stone, as though you had cast the spell on two targets at once. This effect can be added multiple times.

	Spellpower
	Rock size
	Burst radius
	Damage

	1
	Sling stone
	Contact
	1d10

	2
	Fist-sized rock
	4 m
	3d8

	3
	Catapult stone
	8 m
	5d8


Harden Air
Level: 3
Difficulty: 13 

Casting Time: 1 half action 

Range: Medium  

Effect: One humanoid creature 

Duration: 1 round/SP (D); see text 

Saving Throw: Will negates; see text 

Spell Resistance: Yes 

Cost: 6 (+3)
Description: You make the air around a creature harden. The subject freezes in place. It is aware and breathes normally but cannot take any actions, even speech. Each round on its turn, the subject may attempt a new saving throw to end the effect. (This is a full action that does not provoke attacks of opportunity.) 

A winged creature who is paralyzed cannot flap its wings and falls. A swimmer can’t swim and may drown. 

Heal

Level: 4
Difficulty: 17

Casting Time: 1 half action 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 8 (+4)
Description: Heal enables you to channel saidin/saidar into a creature to wipe away injury and afflictions. It immediately ends any and all of the following adverse conditions affecting the target: ability damage, blinded, confused, dazed, dazzled, deafened, diseased, exhausted, fatigued, nauseated, sickened, stunned, and poisoned. It also cures 10 hit points of damage per point of Spellpower. 

Heal does not restore permanently drained ability score points. 

Hold Portal

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: Medium
Target: One portal, up to 8 m2/SP 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 2 (+1)
Description: This spell magically holds shut a door, gate, window, or shutter of wood, metal, or stone. The magic affects the portal just as if it were securely closed and normally locked. A knock spell or a successful dispel magic spell can negate a hold portal spell. 

For a portal affected by this spell, add 5 to the normal DC for forcing open the portal. 

Illusory Script

Level: 3 
Difficulty: 13
Casting Time: 1 minute or longer; see text 

Range: Touch 

Target: One touched object weighing no more than 5 kg. 

Duration: One day/SP (D) 

Saving Throw: Will negates; see text 

Spell Resistance: Yes 

Cost: 6 (+3)
Description: You write instructions or other information on parchment, paper, or any suitable writing material. The illusory script appears to be some form of foreign or magical writing. Only the person (or people) designated by you at the time of the casting are able to read the writing; it’s unintelligible to any other character, although a gifted person recognizes it as illusory script. 

Any unauthorized creature attempting to read the script triggers a potent illusory effect and must make a saving throw. A successful saving throw means the creature can look away with only a mild sense of disorientation. Failure means the creature is subject to a suggestion implanted in the script by you at the time the illusory script spell was cast. The suggestion lasts only 30 minutes. Typical suggestions include “Close the book and leave,” “Forget the existence of the book,” and so forth. If successfully dispelled by dispel magic, the illusory script and its secret message disappear. The hidden message can be read by a combination of the true seeing spell with the comprehend languages spell. 

The casting time depends on how long a message you wish to write, but it is always at least 1 minute. 

Immolate
Level: 3 
Difficulty: 14
Casting Time: Half action
Range: Medium
Area: One object or creature
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes
Cost: 6 (+3)
Description: You cause the object or creature to burst into flames. The fire not only engulfs the target but is actually sparked within it as well, causing 1d6 points of damage per point of Spellpower. 
Invisibility

Level: 2 
Difficulty: 14
Casting Time: 1 half action 

Range: Personal 

Target: Caster 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+3)
Description: The caster becomes invisible, vanishing from sight, even from darkvision. Items dropped or put down by the caster become visible; items picked up disappear if tucked into the clothing or pouches worn by the caster. Light, however, never becomes invisible, although a source of light can become so (thus, the effect is that of a light with no visible source). Any part of an item that the subject carries but that extends more than 4 meters from it becomes visible. 

Of course, the subject is not magically silenced, and certain other conditions can render the recipient detectable (such as stepping in a puddle). The spell ends if the subject attacks any creature. For purposes of this spell, an attack includes any spell targeting a foe or whose area or effect includes a foe. (Exactly who is a foe depends on the invisible character’s perceptions.) Actions directed at unattended objects do not break the spell. Causing harm indirectly is not an attack. Thus, an invisible being can open doors, talk, eat, climb stairs, and have them attack, cut the ropes holding a rope bridge while enemies are on the bridge, remotely trigger traps, open a portcullis to release attack dogs, and so forth. If the subject attacks directly, however, it immediately becomes visible along with all its gear. 

Knock

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Medium
Target: One door, box, or chest with an area of up to 4 m2/SP 

Duration: Instantaneous; see text 

Saving Throw: None 

Spell Resistance: No 

Cost: 4 (2)
Description: The knock spell opens stuck, barred, locked, held, or arcane locked doors. It opens secret doors, as well as locked or trick-opening boxes or chests. It also loosens welds, shackles, or chains (provided they serve to hold closures shut). If used to open a arcane locked door, the spell does not remove the arcane lock but simply suspends its functioning for 10 minutes if the Knock spell is of the same Spellpower or higher. In all other cases, the door does not relock itself or become stuck again on its own. Knock does not raise barred gates or similar impediments (such as a portcullis), nor does it affect ropes, vines, and the like. The effect is limited by the area. Each spell can undo as many as two means of preventing egress.
Light

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: Touch 

Target: Object touched 

Duration: 10 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 1 (+1)
Description: This spell causes an object to glow like a torch, shedding bright light in a 8-meter radius (and dim light for an additional 8 meters) from the point you touch. The effect is immobile, but it can be cast on a movable object. Light taken into an area of magical darkness does not function. 

A light spell (one with the light descriptor) counters and dispels a darkness spell (one with the darkness descriptor) of an equal or lower Spellpower. 

Lightning
Level: 4 
Difficulty: 15
Casting Time: Full action
Range: Long
Effect: See text 

Duration: Instantaneous 

Saving Throw: Reflex half
Spell Resistance: No 

Cost: 8 (+4)
Description: You call lightning from the sky, targeting a specific point on the ground. One or more bolts strike the ground at the point or in an area around it. Any creature within the area takes damage from the lightning, the deafening roar of the thunder, and rent earth blasted from the ground by the lightning bolts. Two damage rolls are given on the table below: The first is the damage taken by a creature standing on the exact target point, the second for any other creatures within the area of effect.
Although the spell takes effect immediately, a brew time may be required for the lightning to build up (see below). The lightning strikes at the end of the brew time. If you cast this spell again within 3 rounds, no additional brew time is required for the lightning to gather.

Since the lightning comes from the sky, this spell can only be effectively cast in an open-air area. Light structures can be targeted, damaged, or destroyed by this spell, but heavier structures protect occupants effectively. 

	Spellpower
	Effect
	Area
	Damage
	Brew Time

	1
	Single bolt
	4m circle
	5d10/1d10
	None

	2
	Several bolts
	10m circle
	5d10/2d10
	1 round

	3
	Lightning storm
	20m circle
	5d10/3d10
	3 rounds


Magic Armor

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Personal 

Target: Caster
Duration: 1 hour/SP (D) 

Saving Throw: Will negates (harmless) 

Spell Resistance: No 

Cost: 2 (+1)
Description: An invisible but tangible field of force surrounds the caster, providing a +4 armor bonus to Defense. 

Unlike mundane armor, magic armor entails no armor check penalty, spellcasting penalties, or speed reduction. Since magic armor is made of force, incorporeal creatures can’t bypass it the way they do normal armor. 

Magic Hand

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: Close 
Target: One nonmagical, unattended object weighing up to 2 kg. 

Duration: Concentration 

Saving Throw: None 

Spell Resistance: No 

Cost: 1 (-)
Description: You point your finger at an object and can lift it and move it at will from a distance. As a move action, you can propel the object as far as 6 meters in any direction, though the spell ends if the distance between you and the object ever exceeds the spell’s range.
Magic Missile

Level: 2
Difficulty: 14
Casting Time: 1 half action 

Range: Medium
Targets: Up to five creatures, no two of which can be more than 6 m. apart 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: A missile of magical energy darts forth from your fingertip and strikes its target, dealing 1d6+1 points of force damage. 

The missile strikes unerringly, even if the target is in melee combat or has less than total cover or total concealment. Specific parts of a creature can’t be singled out. Inanimate objects are not damaged by the spell. 

For every point of Spellpower, you gain an additional missile. If you shoot multiple missiles, you can have them strike a single creature or several creatures. A single missile can strike only one creature. You must designate targets before you check for spell resistance or roll damage.
Mending

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: 4 m.
Target: One object of up to 1 kg. 

Duration: Instantaneous 

Saving Throw: Will negates (harmless, object) 

Spell Resistance: Yes (harmless, object) 

Cost: 1 (+1)
Description: Mending repairs small breaks or tears in objects (but not warps, such as might be caused by a warp wood spell). It will weld broken metallic objects such as a ring, a chain link, a medallion, or a slender dagger, providing but one break exists. 

Ceramic or wooden objects with multiple breaks can be invisibly rejoined to be as strong as new. A hole in a leather sack or a wineskin is completely healed over by mending. 

Mirror Image

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Personal; see text 

Target: You 

Duration: 1 min./SP (D) 

Cost: 4 (+4)
Description: Several illusory duplicates of you pop into being, making it difficult for enemies to know which target to attack. The figments stay near you and disappear when struck. 

Mirror image creates 1d4 images plus one image per point of Spellpower. These figments separate from you and remain in a cluster, each within 2 meters of at least one other figment or you. You can move into and through a mirror image. When you and the mirror image separate, observers can’t use vision or hearing to tell which one is you and which the image. The figments may also move through each other. The figments mimic your actions, pretending to cast spells when you cast a spell, and so on. 

Enemies attempting to attack you or cast spells at you must select from among indistinguishable targets. Generally, roll randomly to see whether the selected target is real or a figment. Any successful attack against an image destroys it. An image’s Defense is 10 + your size modifier + your Dex modifier. Figments seem to react normally to area spells. 

While moving, you can merge with and split off from figments so that enemies who have learned which image is real are again confounded. 

An attacker must be able to see the images to be fooled. If you are invisible or an attacker shuts his or her eyes, the spell has no effect. (Being unable to see carries the same penalties as being blinded.) 

Neutralize Poison

Level: 3
Difficulty: 15

Casting Time: 1 half action 

Range: Touch 

Target: Creature or object touched 

Duration: 10 min./SP

Saving Throw: Will negates (harmless, object) 

Spell Resistance: Yes (harmless, object) 

Cost: 6 (+3)
Description: You detoxify any sort of venom in the creature or object touched. A poisoned creature suffers no additional effects from the poison, and any temporary effects are ended, but the spell does not reverse instantaneous effects, such as hit point damage, temporary ability damage, or effects that don’t go away on their own. 

The creature is immune to any poison it is exposed to during the duration of the spell. Unlike with delay poison, such effects aren’t postponed until after the duration —the creature need not make any saves against poison effects applied to it during the length of the spell. 

This spell can instead neutralize the poison in a poisonous object for the duration of the spell, at the caster’s option. 

Obscuring Mist

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: 8 m. 

Effect: Cloud spreads in 8-m. radius from you, 8 m. high 

Duration: 1 min./SP
Saving Throw: None 

Spell Resistance: No 

Cost: 2 (+1)
Description: A misty vapor arises around you. It is stationary once created. The vapor obscures all sight, including darkvision, beyond 2 meters. A creature 2 meters away has concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target). 

A moderate wind (11+ mph), such as from a gust of wind spell, disperses the fog in 4 rounds. A strong wind (21+ mph) disperses the fog in 1 round. A wall of fire burns away the fog in the area into which it deals damage. 

This spell does not function underwater.
Open/Close

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: Close
Target: Object weighing up to 15 kg or portal that can be opened or closed 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: Yes (object) 

Cost: 1 (-)
Description: You can open or close (your choice) a door, chest, box, window, bag, pouch, bottle, barrel, or other container. If anything resists this activity (such as a bar on a door or a lock on a chest), the spell fails. In addition, the spell can only open and close things weighing 15 kg or less. Thus, doors, chests, and similar objects sized for enormous creatures may be beyond this spell’s ability to affect. 

Passwall

Level: 4 
Difficulty: 16
Casting Time: 1 half action 

Range: Touch 

Effect: 2 m. by 3 m. opening, 4 m. deep plus 2 m. deep per point of Spellpower 

Duration: 1 hour/SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 8 (+8)
Description: You create a passage through wooden, plaster, or stone walls, but not through metal or other harder materials. The passage is 4 meters deep plus an additional 2 meters deep per point of Spellpower. If the wall’s thickness is more than the depth of the passage created, then a single passwall simply makes a niche or short tunnel. Several passwall spells can then form a continuing passage to breach very thick walls. When passwall ends, creatures within the passage are ejected out the nearest exit. If someone dispels the passwall or you dismiss it, creatures in the passage are ejected out the far exit, if there is one, or out the sole exit if there is only one. 

Prestidigitation

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: 4 m. 

Target, Effect, or Area: See text 

Duration: 1 hour 

Saving Throw: See text 

Spell Resistance: No 

Cost: 1 (-)
Description: Prestidigitations are minor tricks that novice spellcasters use for practice. Once cast, a prestidigitation spell enables you to perform simple magical effects for 1 hour. The effects are minor and have severe limitations. A prestidigitation can slowly lift ½ kg of material. It can color, clean, or soil items in a 1-foot cube each round. It can chill, warm, or flavor 1 pound of nonliving material. It cannot deal damage or affect the concentration of spellcasters. Prestidigitation can create small objects, but they look crude and artificial. The materials created by a prestidigitation spell are extremely fragile, and they cannot be used as tools, weapons, or spell components. Finally, a prestidigitation lacks the power to duplicate any other spell effects. Any actual change to an object (beyond just moving, cleaning, or soiling it) persists only 1 hour.
Produce Flame

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: 0 
Effect: Flame in your palm 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: Flames as bright as a torch appear in your open hand. The flames harm neither you nor your equipment. 

In addition to providing illumination, the flames can be hurled or used to touch enemies. You can strike an opponent with a melee touch attack, dealing fire damage equal to 1d6 +1 point per point of Spellpower. 
Alternatively, you can hurl the flames up to 50 meters as a thrown weapon. When doing so, you attack with a ranged touch attack (with no range penalty) and deal the same damage as with the melee attack. No sooner do you hurl the flames than a new set appears in your hand. Each attack you make reduces the remaining duration by 1 minute. If an attack reduces the remaining duration to 0 minutes or less, the spell ends after the attack resolves. 

This spell does not function underwater. 

Pyrotechnics

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Long 
Target: One fire source, up to an 8-m. cube 

Duration: 1d4+1 rounds, or 1d4+1 rounds after creatures leave the smoke cloud; see text 

Saving Throw: Will negates or Fortitude negates; see text 

Spell Resistance: Yes or No; see text 

Cost: 4 (+2)
Description: Pyrotechnics turns a fire into either a burst of blinding fireworks or a thick cloud of choking smoke, depending on the version you choose. 

Fireworks

The fireworks are a flashing, fiery, momentary burst of glowing, colored aerial lights. This effect causes creatures within 50 meters of the fire source to become blinded for 1d4+1 rounds (Will negates). These creatures must have line of sight to the fire to be affected. Spell resistance can prevent blindness. 

Smoke Cloud

A writhing stream of smoke billows out from the source, forming a choking cloud. The cloud spreads 8 meters in all directions and lasts for 1 round per point of Spellpower. All sight, even darkvision, is ineffective in or through the cloud. All within the cloud take -4 penalties to Strength and Dexterity (Fortitude negates). These effects last for 1d4+1 rounds after the cloud dissipates or after the creature leaves the area of the cloud. Spell resistance does not apply. 

The spell uses one fire source, which is immediately extinguished. A fire so large that it exceeds an 8-meter cube is only partly extinguished. Magical fires are not extinguished.
Remove Disease

Level: 3 
Difficulty: 15

Casting Time: 1 minute 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Fortitude negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 6 (+3)
Description: Remove disease cures all diseases that the subject is suffering from. The spell also kills parasites, including green slime and others. Certain special diseases may not be countered by this spell or may be countered only by a spell of a certain Spellpower or higher. 

Note: Since the spell’s duration is instantaneous, it does not prevent reinfection after a new exposure to the same disease at a later date. 

Remove Fear

Level: 1 
Difficulty: 12

Casting Time: 1 half action 

Range: Close  

Targets: One creature plus one additional creature per point of SP, no two of which can be more than 12 m. apart 

Duration: 10 minutes; see text 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 2 (+2)
Description: You instill courage in the subject, granting it a +4 morale bonus against fear effects for 10 minutes. If the subject is under the influence of a fear effect when receiving the spell, that effect is suppressed for the duration of the spell. 

Remove fear counters and dispels cause fear. 

Rend
Level: 3 
Difficulty: 14
Casting Time: Half action
Range: Close
Area: One creature
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes
Cost: 6 (+3)
Description: You channel the One Power to destroy flesh, wrenching bones in their sockets and ripping gashes through meat and muscle. This spell deals 1d8 points of damage per point of Spellpower.
Restoration

Level: 2 
Difficulty: 14

Casting Time: 3 rounds 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 4 (+2)
Description: Restoration dispels any magical effects reducing one of the subject’s ability scores or cures 1d4 points of temporary ability damage to one of the subject’s ability scores. It also eliminates any fatigue suffered by the character, and improves an exhausted condition to fatigued. It does not restore permanent ability drain. Finally, it can be used to dispel magical blindness, deafness, or paralysis.
Riven Earth
Level: 4 
Difficulty: 15
Casting Time: Full action
Range: See text
Area: See text
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: No
Cost: 8 (+4)
Description: You point at a spot on the ground, and the earth at that point erupts in a shower of rock, dirt , and fire. Creatures and objects within the area are thrown through the air or knocked to the ground, taking 3d10 points of damage from the blast and impact. Both the area affected and the range of the spell vary with the Spellpower.
This spell must target the ground. Light structures can be damaged or destroyed by this spell, but it cannot be cast on the upper floors of buildings.

	Spellpower
	Range
	Area

	1
	Close
	4m-radius circle

	2
	Medium
	10m-radius circle

	3
	Long
	20m-radius circle


See Invisibility

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: Personal 

Target: You 

Duration: 10 min./SP (D) 

Cost: 4 (+2)
Description: You can see any objects or beings that are invisible within your range of vision, as if they were normally visible. Such creatures are visible to you as translucent shapes, allowing you easily to discern the difference between visible, and invisible. 

The spell does not reveal the method used to obtain invisibility. It does not reveal illusions or enable you to see through opaque objects. It does not reveal creatures who are simply hiding, concealed, or otherwise hard to see. 

Sense Shadowspawn
Level: 1 
Difficulty: 11
Casting Time: Half action
Range: See text
Area: See text
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No
Cost: 2 (+1)
Description: When you cast this spell, you feel a sense of discomfort that tells you that Shadowspawn are near, although it does not indicate the type, number, direction or location of the Shadowspawn. The range at which you sense Shadowspawn is 10 meters per point of Spellpower.
Sepia Snake Sigil

Level: 3 
Difficulty: 14
Casting Time: 10 minutes 

Range: Touch 

Target: One touched book or written work 

Duration: Permanent or until discharged; until released or 1d4 days + one day/SP; see text 

Saving Throw: Reflex negates 

Spell Resistance: No 

Cost: 6 (+3)
Description: When you cast sepia snake sigil, a small symbol appears in the text of one written work such as a book, scroll, or map. The text containing the symbol must be at least twenty-five words long. When anyone reads the text containing the symbol, the sepia snake springs into being and strikes the reader, provided there is line of effect between the symbol and the reader. 

Simply seeing the enspelled text is not sufficient to trigger the spell; the subject must deliberately read it. The target is entitled to a save to evade the snake’s strike. If it succeeds, the sepia snake dissipates in a flash of brown light accompanied by a puff of dun-colored smoke and a loud noise. If the target fails its save, it is engulfed in a shimmering amber field of force and immobilized until released, either at your command or when 1d4 days + one day per point of Spellpower have elapsed. 

While trapped in the amber field of force, the subject does not age, breathe, grow hungry, or sleep. It is preserved in a state of suspended animation, unaware of its surroundings. It can be damaged by outside forces (and perhaps even killed), since the field provides no protection against physical injury. However, a dying subject does not lose hit points or become stable until the spell ends. 

The hidden sigil cannot be detected by normal observation. 

A dispel magic can remove the sigil. 

Shatter

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Close
Area or Target: 2-m.-radius spread; or one solid object or one crystalline creature 

Duration: Instantaneous 

Saving Throw: Will negates (object); see text 

Spell Resistance: Yes (object) 

Cost: 4 (+2)
Description: Shatter creates a loud, ringing noise that breaks brittle, objects, or sunders a single solid, object. 

Used as an area attack, shatter destroys objects of crystal, glass, ceramic, or porcelain. All such objects within a 2-meter radius of the point of origin are smashed into dozens of pieces by the spell. Objects weighing more than 1 kg per your Spellpower are not affected, but all other objects of the appropriate composition are shattered. 

Alternatively, you can target shatter against a single solid object, regardless of composition, weighing up to 5 kg per point of Spellpower. 

Shield
Level: 3 
Difficulty: 14
Casting Time: 1 half action 

Range: Close
Area or Target: One channeler
Duration: Concentration 

Saving Throw: Will negates
Spell Resistance: Yes
Cost: 6 (+3)
Description: You cut a channeler of the same gender off from the One Power, preventing him from channeling and immediately ending any spells he is maintaining through concentration. Although the target cannot channel, he remains embraced to the One Power and does not need to embrace it again once the shield is dropped.

+1 Spellpower: You may shield a target of the opposite gender.

	Spellpower
	Target Channeling Level is

	1
	Five or more level lower than you

	2
	One to four levels lower than you

	3
	The same level as you

	4
	One to four levels higher than you

	5
	Five or more levels higher than you


Shocking Grasp

Level: 2 
Difficulty: 13
Casting Time: 1 half action 

Range: Touch 

Target: Creature or object touched 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: Your successful melee touch attack deals 1d6 points of electricity damage per point of Spellpower. When delivering the jolt, you gain a +3 bonus on attack rolls if the opponent is wearing metal armor (or made out of metal, carrying a lot of metal, or the like). 

Skimming
Level: 4 
Difficulty: 15
Casting Time: Full action
Range: Close
Area: An opening into a nether realm through which you can travel to a distant location
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
Cost: 8 (+4)
Description: This spell allows you to travel through the space between places, a nether region reached with the Create Gateway spell. When you cast this spell through an open gateway, you create a platform just within the space between places, adjacent to the gateway. You can then use this platform to “skim” through the space between places to another location, traversing great distances in little time.
The platform can be of any design you desire, although, its size (and thus the maximum number of passengers) depends on the Spellpower. Horses, carts, baggage, and any other item that fits through the gateway can be taken as well. The number of passengers given on the table below assumes that only people are taken, and that they are packed on as tightly as possible. (The number does not include you). Reduce the maximum number of passengers as appropriate if pack animals or cargo are also taken. 
Your target destination must be a place known to you, and you must be able to visualize the location. This requires that you have spent at least several hours there, or if you were there for less time, that you spent at least 10 minutes studying the area. You must know the actual location of the target – you cannot skim to a nobleman’s tent if you do not know where the nobleman is encamped, even if you know him and have been in his tent before. If you do not know the location well enough, the spell simply fails.
Once you have boarded the platform and the initial gateway has closed, the platform automatically skims through the space between places. The time required is unpredictable: 1d6+1 minutes for every 100 miles of distance between the departure point and the destination. When the platform has traveled far enough, it stops. You (or someone with you) must open a second gateway, through which you can step out at your destination. This second gateway cannot be opened from the other side; it must be opened by you or someone with you.

If the initial gateway closes before you board the platform, the platform disappears and all creatures and objects aboard it fall, to be trapped within the space between places. If you step into the real world at your destination, and the gateway closes, the platform disappears and all creatures and objects aboard it fall, to be trapped in the space between places. If any object or creature falls off the platform and is not caught, it becomes trapped within the space between places. If you or someone with you does not open a gateway at the destination, the platform remains suspended in the void, until you do.
Most creatures or objects that become trapped within the space between places are irrevocably lost, falling eternally through the infinite void. A channeller that falls can save himself by casting this spell, creating a platform on which to land (the channeller takes falling damage from the landing). However, this platform does not move, and the only escape is to create a gateway to the real world. This gateway opens at a completely random location. 

	Spellpower
	Platform size
	Max. passengers

	1
	2m square
	None

	2
	4m square
	4

	3
	6m square
	25

	4
	10m square
	120

	5
	14m square
	200


Sleep

Level: 2
Difficulty: 14
Casting Time: 1 round 

Range: Medium 

Area: One or more living creatures within a 4-m.-radius burst 

Duration: 1 min./SP
Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 4 (+2)
Description: A sleep spell causes a magical slumber to come upon the targeted creatures. 

Sleeping creatures are helpless. Slapping or wounding awakens an affected creature, but normal noise does not. Awakening a creature is a half action. 

Sleep does not target unconscious creatures. 

Sound Burst

Level: 1 
Difficulty: 13
Casting Time: 1 half action 

Range: Close
Area: 4-m.-radius spread 

Duration: Instantaneous 

Saving Throw: Fortitude partial 

Spell Resistance: Yes 

Cost: 2 (+1)
Description: You blast an area with a tremendous cacophony. Every creature in the area takes 1d8 points of sonic damage and must succeed on a Fortitude save to avoid being stunned for 1 round. 

Creatures that cannot hear are not stunned but are still damaged. 

Spectral Hand

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Medium
Effect: One spectral hand 

Duration: 1 min./SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 2 (+1)
Description: A ghostly, glowing hand materializes and moves as you desire, allowing you to deliver touch range spells at a distance. For as long as the spell lasts, any touch range spell that you cast can be delivered by the spectral hand. The spell gives you a +2 bonus on your melee touch attack roll, and attacking with the hand counts normally as an attack. The hand always strikes from your direction. The hand cannot flank targets like a creature can. After it delivers a spell, or if the hand goes beyond the spell range, goes out of your sight, the hand returns to you and hovers. 

The hand is incorporeal and thus cannot be harmed by normal weapons. It has improved evasion (half damage on a failed Reflex save and no damage on a successful save), your save bonuses, and a Defense of at least 22. Your Intelligence modifier applies to the hand’s AC as if it were the hand’s Dexterity modifier. The hand has 1d4 hit points. 

Spider Climb

Level: 1 
Difficulty: 12
Casting Time: 1 half action 

Range: Touch 

Target: Creature touched 

Duration: 10 min./SP
Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 2 (+1)
Description: The subject can climb and travel on vertical surfaces or even traverse ceilings as well as a spider does. The affected creature must have its hands free to climb in this manner. The subject gains a climb speed of 8 meters; furthermore, it need not make Climb checks to traverse a vertical or horizontal surface (even upside down). A spider climbing creature retains its Dexterity bonus to Defense (if any) while climbing, and opponents get no special bonus to their attacks against it. It cannot, however, use the run action while climbing. 

Stinking Cloud

Level: 3 
Difficulty: 15
Casting Time: 1 half action 

Range: Medium
Effect: Cloud spreads in 8-m. radius, 8 m. high 

Duration: 1 round/SP
Saving Throw: Fortitude negates; see text 

Spell Resistance: No 

Cost: 6 (+3)
Description: Stinking cloud creates a bank of fog like that created by fog cloud, except that the vapors are nauseating. Living creatures in the cloud become nauseated. This condition lasts as long as the creature is in the cloud and for 1d4+1 rounds after it leaves. (Roll separately for each nauseated character.) Any creature that succeeds on its save but remains in the cloud must continue to save each round on your turn. 

Suggestion

Level: 3 
Difficulty: 16
Casting Time: 1 half action 

Range: Close
Target: One living creature 

Duration: 1 hour/SP or until completed 

Saving Throw: Will negates 

Spell Resistance: Yes 

Cost: 6 (+4)
Description: You influence the actions of the target creature by suggesting a course of activity (limited to a sentence or two). The suggestion must be worded in such a manner as to make the activity sound reasonable. Asking the creature to do some obviously harmful act automatically negates the effect of the spell. 

The suggested course of activity can continue for the entire duration. If the suggested activity can be completed in a shorter time, the spell ends when the subject finishes what it was asked to do. You can instead specify conditions that will trigger a special activity during the duration. If the condition is not met before the spell duration expires, the activity is not performed. 

A very reasonable suggestion causes the save to be made with a penalty (such as -1 or -2). 

Telekinesis

Level: 5 
Difficulty: 18
Casting Time: 1 half action 

Range: Long
Target or Targets: See text 

Duration: Concentration (up to 1 round/ SP) or instantaneous; see text 

Saving Throw: Will negates (object) or None; see text 

Spell Resistance: Yes (object); see text 

Cost: 10 (+5)
Description: You move objects or creatures by concentrating on them. Depending on the version selected, the spell can provide a gentle, sustained force, perform a variety of combat maneuvers, or exert a single short, violent thrust. 

Sustained Force

A sustained force moves an object weighing no more than 10 kg per point of Spellpower up to 8 meters per round. A creature can negate the effect on an object it possesses with a successful Will save or with spell resistance. 

This version of the spell can last 1 round per point of Spellpower, but it ends if you cease concentration. The weight can be moved vertically, horizontally, or in both directions. An object cannot be moved beyond your range. The spell ends if the object is forced beyond the range. If you cease concentration for any reason, the object falls or stops. 

An object can be telekinetically manipulated as if with one hand. For example, a lever or rope can be pulled, a key can be turned, an object rotated, and so on, if the force required is within the weight limitation. You might even be able to untie simple knots, though delicate activities such as these require Intelligence checks. 

Combat Maneuver

Alternatively, once per round, you can use telekinesis to perform a bull rush, disarm, grapple (including pin), or trip. Resolve these attempts as normal, except that they don’t provoke attacks of opportunity, you use your Spellpower in place of your Strength or Dexterity modifier, and a failed attempt doesn’t allow a reactive attempt by the target (such as for disarm or trip). No save is allowed against these attempts, but spell resistance applies normally. This version of the spell can last 1 round per point of Spellpower, but it ends if you cease concentration. 

Violent Thrust

Alternatively, the spell energy can be spent in a single round. You can hurl one object or creature per point of Spellpower that are within range and all within 4 meters of each other toward any target within 4 meters per point of Spellpower of all the objects. You can hurl up to a total weight of 10 kg per point of Spellpower. 

You must succeed on attack rolls (one per creature or object thrown) to hit the target with the items. Weapons cause standard damage (with no Strength bonus; note that arrows or bolts deal damage as daggers of their size when used in this manner). Other objects cause damage ranging from 1 point per 10 kg (for less dangerous objects) to 1d6 points of damage per 10 kg (for hard, dense objects). 

Creatures who fall within the weight capacity of the spell can be hurled, but they are allowed Will saves (and spell resistance) to negate the effect, as are those whose held possessions are targeted by the spell. If a telekinesed creature is hurled against a solid surface, it takes damage as if it had fallen 4 meters (4d4 points). 

Tongues

Level: 3 
Difficulty: 13
Casting Time: 1 half action 

Range: Personal
Target: Caster 

Duration: 10 min./SP 

Saving Throw: None
Spell Resistance: No 

Cost: 6 (+3)
Description: This spell grants the caster the ability to speak and understand the language of any intelligent creature, whether it is a racial tongue or a regional dialect. The caster can speak only one language at a time, although he may be able to understand several languages. Tongues does not enable the caster to speak with creatures who don’t speak. The caster can make himself understood as far as his voice carries. This spell does not predispose any creature addressed toward the caster in any way. 

Touch of Death
Level: 4 
Difficulty: 15
Casting Time: Full action
Range: Close
Area: One creature
Duration: Concentration
Saving Throw: See text
Spell Resistance: Yes
Cost: 8 (+3)
Description: While casting this spell, you send tendrils of the One Power into the body of your target to manipulate it from within, doing severe damage without apparent injury. At its highest Spellpower, this spell simply stops the target’s heart, leaving no indication of the cause of death (except the residue of the spell). Even at lower Spellpower, all of the damage is internal, leaving no external evidence of the cause of death or damage.

	Spellpower
	Effects on target
	Damage /round
	Save

	1
	Chokes
	3d8
	Fortitude half

	2
	Crushes internal organs
	4d8
	Fortitude half

	3
	Boils blood
	5d8
	Fortitude half

	4
	Stops heart
	Target dies
	Fortitude to lose 5d8 HP


Trace
Level: 2 
Difficulty: 12
Casting Time: 1 half action
Range: See text
Area: One person known to caster
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes
Cost: 4 (+2)
Description: You sense the air about you for the presence or recent passage of a person known to you. If the target is carrying a gift given by you to him, the effectiveness of this spell is greatly increased.
If the target is within the range allowed by the Spellpower, you sense his presence and the general direction he is in. If the target is experiencing intense emotions, you can sense him at double range. If the target is carrying a gift given by you to him, you can sense him at one hundred times the range. These two bonuses are cumulative.

Also, if the target has recently been at your location (within 10 meters of where you cast the spell) within the time allowed by the Spellpower, you sense that he has been there and roughly how long ago. If the target was experiencing intense emotions at the time he was at your location, you can sense him within double the listed time for your Spellpower.
Finally, if the target is carrying a gift given by you to him, you sense whether he is alive or dead, an whether he still has the gift, at any range.

	Spellpower
	Range
	Time

	1
	30 m
	3 hours

	2
	100 m
	12 hours

	3
	200 m
	24 hours

	4
	500 m
	36 hours

	5
	1 km
	48 hours


True Seeing

Level: 4 
Difficulty: 15
Casting Time: 1 half action 

Range: Personal 

Target: Caster
Duration: 1 min./SP
Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 8 (+4)
Description: You gain the ability to see all things as they actually are. The caster sees through normal and magical darkness, notices secret doors hidden by magic, sees the exact locations of creatures or objects under displacement effects, sees invisible creatures or objects normally, sees through illusions, and sees the true form of changed, or transmuted things. The range of true seeing is 50 meters. 

True seeing, however, does not penetrate solid objects. It in no way confers X-ray vision or its equivalent. It does not negate concealment, including that caused by fog and the like. True seeing does not help the viewer see through mundane disguises, spot creatures who are simply hiding, or notice secret doors hidden by mundane means. In addition, the spell effects cannot be further enhanced with known magic, so one cannot use true seeing in conjunction with clairaudience/clairvoyance. 

Unseen Servant

Level: 0 
Difficulty: 10
Casting Time: 1 half action 

Range: Close
Effect: One invisible, mindless, shapeless servant 

Duration: 1 hour/SP
Saving Throw: None 

Spell Resistance: No 

Cost: 1 (+1)
Description: An unseen servant is an invisible, mindless, shapeless force that performs simple tasks at your command. It can run and fetch things, open unstuck doors, and hold chairs, as well as clean and mend. The servant can perform only one activity at a time, but it repeats the same activity over and over again if told to do so as long as you remain within range. It can open only normal doors, drawers, lids, and the like. It has an effective Strength score of 2 (so it can lift 10 kg or drag 50 kg). It can trigger traps and such, but it can exert only 10 kg of force, which is not enough to activate certain pressure plates and other devices. It can’t perform any task that requires a skill check with a DC higher than 10 or that requires a check using a skill that can’t be used untrained. Its speed is 6 meters. 

The servant cannot attack in any way; it is never allowed an attack roll. It cannot be killed, but it dissipates if it takes 6 points of damage from area attacks. (It gets no saves against attacks.) If you attempt to send it beyond the spell’s range (measured from your current position), the servant ceases to exist. 

Use Portal Stone
Level: 4 
Difficulty: 14
Casting Time: Full action 

Range: Touch
Area: Portal stone touched
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
Cost: 8 (+4)
Description: This spell allows you to unlock the power of the Portal Stones, to travel great distances instantaneously.
To do so, you must choose one of the symbols carved on the stone representing Portal Stones at other locations. Upon casting this spell on that symbol, you (along with 10 creatures per point of Spellpower) are instantly transported to the corresponding stone. 
Veil

Level: 5 
Difficulty: 16
Casting Time: 1 half action 

Range: Long 
Targets: One or more creatures, no two of which can be more than 10 m. apart 

Duration: Concentration + 1 hour/SP (D) 

Saving Throw: Will negates; see text 

Spell Resistance: Yes; see text 

Cost: 10 (+5)
Description: You instantly change the appearance of the subjects and then maintain that appearance for the spell’s duration. You can make the subjects appear to be anything you wish. The subjects look, feel, and smell just like the creatures the spell makes them resemble. Affected creatures resume their normal appearances if slain. You must succeed on an Insight (Innuendo) check to duplicate the appearance of a specific individual. This spell gives you a +10 bonus on the check. 

Unwilling targets can negate the spell’s effect on them by making Will saves or with spell resistance. Those who interact with the subjects can attempt Will disbelief saves to see through the glamer, but spell resistance doesn’t help. 

Ventriloquism

Level: 1 
Difficulty: 11
Casting Time: 1 half action 

Range: Close 

Effect: Intelligible sound, usually speech 

Duration: 1 min./SP (D) 

Saving Throw: Will disbelief (if interacted with) 

Spell Resistance: No 

Cost: 2 (+1)
Description: You can make your voice (or any sound that you can normally make vocally) seem to issue from someplace else. You can speak in any language you know. With respect to such voices and sounds, anyone who hears the sound and rolls a successful save recognizes it as illusory (but still hears it). 

Voice of Power
Level: 1 
Difficulty: 11
Casting Time: 1 half action
Range: Personal
Area: Caster
Duration: Concentration
Saving Throw: None 
Spell Resistance: Yes
Cost: 2 (-)
Description: You can project your voice loudly – loud enough to easily address a large crowd, call commands across a noisy battlefield, or make your loudest shouts audible from more than 5 km away. You gain a +1 bonus on Interaction (Intimidate) checks.

Wall of Fire

Level: 4 
Difficulty: 17
Casting Time: Full action 

Range: Medium
Effect: Opaque sheet of flame up to 8 m. long/SP or a ring of fire with a radius of up to 2 m. per two points of SP; either form 8 m. high 

Duration: Concentration + 1 round/SP
Saving Throw: None 

Spell Resistance: Yes 

Cost: 8 (+4)
Description: An immobile, blazing curtain of shimmering violet fire springs into existence. One side of the wall, selected by you, sends forth waves of heat, dealing 2d4 points of fire damage to creatures within 4 meters and 1d4 points of fire damage to those past 4 meters but within 8 meters. The wall deals this damage when it appears and on your turn each round to all creatures in the area. In addition, the wall deals 2d6 points of fire damage +1 point of fire damage per point of Spellpower to any creature passing through it.  

If you evoke the wall so that it appears where creatures are, each creature takes damage as if passing through the wall. If any 2-meter length of wall takes 20 points of cold damage or more in 1 round, that length goes out. 
Wall of Force

Level: 5 
Difficulty: 18
Casting Time: Full action 

Range: Close
Effect: Wall whose area is up to 4-m2/SP 

Duration: 1 round /SP (D) 

Saving Throw: None 

Spell Resistance: No 

Cost: 10 (+6)
Description: A wall of force spell creates an invisible wall of force. The wall cannot move, it is immune to damage of all kinds, and it is unaffected by most spells. However, a successful dispel magic spell immediately destroys it. Breath weapons and spells cannot pass through the wall in either direction. It blocks ethereal creatures as well as material ones (though ethereal creatures can usually get around the wall by floating under or over it through material floors and ceilings). Gaze attacks can operate through a wall of force. 

The caster can form the wall into a flat, vertical plane whose area is up to 4 m2 per point of Spellpower. The wall must be continuous and unbroken when formed. If its surface is broken by any object or creature, the spell fails. 

Wall of Ice

Level: 4 
Difficulty: 17
Casting Time: 1 half action 

Range: Medium 
Effect: Anchored plane of ice, up to 4 m2/SP, or hemisphere of ice with a radius of up to 1 m. + 1 m./SP 

Duration: 1 min./SP
Saving Throw: Reflex negates; see text 

Spell Resistance: Yes 

Cost: 8 (+4)
Description: This spell creates an anchored plane of ice or a hemisphere of ice, depending on the version selected. A wall of ice cannot form in an area occupied by physical objects or creatures. Its surface must be smooth and unbroken when created. Any creature adjacent to the wall when it is created may attempt a Reflex save to disrupt the wall as it is being formed. A successful save indicates that the spell automatically fails. Fire can melt a wall of ice, and it deals full damage to the wall. Suddenly melting a wall of ice creates a great cloud of steamy fog that lasts for 10 minutes. 

Ice Plane

A sheet of strong, hard ice appears. The wall is 2 cm thick per point of Spellpower. It covers up to a 4 m2 area per point of Spellpower. The plane can be oriented in any fashion as long as it is anchored. A vertical wall need only be anchored on the floor, while a horizontal or slanting wall must be anchored on two opposite sides. 

Each 4 m2 of wall has 2 hit points per cm of thickness. Creatures can hit the wall automatically. A section of wall whose hit points drop to 0 is breached. If a creature tries to break through the wall with a single attack, the DC for the Strength check is 15 + Spellpower. 

Even when the ice has been broken through, a sheet of frigid air remains. Any creature stepping through it (including the one who broke through the wall) takes 1d6 points of cold damage +1 point per point of Spellpower (no save). 

Hemisphere

The wall takes the form of a hemisphere whose maximum radius is 1 meter + 1 meter per point of Spellpower. The hemisphere is as hard to break through as the ice plane form, but it does not deal damage to those who go through a breach. 

Water Breathing

Level: 3 
Difficulty: 13
Casting Time: 1 half action 

Range: Touch 

Target: Living creatures touched 

Duration: 2 hours/SP; see text 

Saving Throw: Will negates (harmless) 

Spell Resistance: Yes (harmless) 

Cost: 6 (+3)
Description: The transmuted creatures can breathe water freely. Divide the duration evenly among all the creatures you touch. 

The spell does not make creatures unable to breathe air. 

Web

Level: 2 
Difficulty: 14
Casting Time: 1 half action 

Range: Medium
Effect: Webs in a 4-m.-radius spread 

Duration: 10 min./SP (D) 

Saving Throw: Reflex negates
Spell Resistance: No 

Cost: 4 (+2)
Description: Web creates a many-layered mass of strong, sticky strands. These strands trap those caught in them. The strands are similar to spider webs but far larger and tougher. Creatures caught within a web become entangled among the gluey fibers. Attacking a creature in a web won’t cause you to become entangled. 

Anyone in the effect’s area when the spell is cast must make a Reflex save. If this save fails, the creature is entangled and can’t move from its space, but can break loose by spending 1 round and making a DC 20 Muscle (Break Bonds) check or a DC 25 Acrobatics (Escape Artist) check. 

The strands of a web spell are flammable. Any fire can set the webs alight and burn away 2 m2 in 1 round. All creatures within flaming webs take 2d4 points of fire damage from the flames. 

Whispering Wind

Level: 2 
Difficulty: 12
Casting Time: 1 half action 

Range: 1 mile/SP 

Area: 4-m.-radius spread 

Duration: No more than 1 hour/SP or until discharged (destination is reached) 

Saving Throw: None 

Spell Resistance: No 

Cost: 4 (+2)
Description: You send a message or sound on the wind to a designated spot. The whispering wind travels to a specific location within range that is familiar to you, provided that it can find a way to the location. A whispering wind is as gentle and unnoticed as a zephyr until it reaches the location. It then delivers its whisper-quiet message or other sound. Note that the message is delivered regardless of whether anyone is present to hear it. The wind then dissipates. 

You can prepare the spell to bear a message of no more than twenty-five words, cause the spell to deliver other sounds for 1 round, or merely have the whispering wind seem to be a faint stirring of the air. You can likewise cause the whispering wind to move as slowly as 1 mile per hour or as quickly as 1 mile per 10 minutes. 

When the spell reaches its objective, it swirls and remains in place until the message is delivered. Whispering wind cannot speak verbal components, use command words, or activate magical effects. 
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