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SPELLBOOKSPELLBOOKSPELLBOOKSPELLBOOK    

AimAimAimAim    

Rank: Novice Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Structure, Quickening, Air, Artifice 

Aim increases a hero’s chance to hit with all 

kinds of ranged attacks except spells. The bonus is 

+2 for a success or +4 with a raise. 

Altered SensesAltered SensesAltered SensesAltered Senses    

Rank: Novice Cost: 2 

Range: Touch Duration: 1 hr/2 

Affinities: Perception, Divination, Artifice 

The target gains either Low Light Vision or 

Infravision, decided by the caster at the time. With a 

raise the target gains both. 

AnalyzeAnalyzeAnalyzeAnalyze    FoeFoeFoeFoe    

Rank: Seasoned Cost: 1-2 

Range: Smarts Duration: 3/1 

Affinities: Communion, Perception, Divination, 

Artifice 

Knowledge is power. Being able to judge the 

strength of a foe before engaging him in combat can 

be highly advantageous. The character makes an 

arcane Skill roll opposed by the target’s Spirit. On a 

success, he gains a +1 bonus to Trait rolls to directly 

affect the target, and the target suffers a –1 penalty 

to Trait rolls to directly affect the caster. With a 

raise, the effect is increased to +2 and –2 for both. 

In addition, for 2 Essence, a success allows the 

caster to learn of a single Immunity, Invulnerability, 

or Weakness of the target (if one exists), while a 

raise reveals two. 

 

 

 

ArmourArmourArmourArmour    

Rank: Novice Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Structure, Earth, Artifice 

With a success, the target gains +2 Armour. The 

bonus increases to +4 with a raise. 

AuraAuraAuraAura    

Rank: Seasoned Cost: 3 

Range: Touch Duration: 3/2 

Affinities: Destruction, Nature, Fire 

The target of this spell is swathed in an aura, 

which can damage foes. 

At the end of the target’s movement, all adjacent 

characters suffer 2d6 damage. This spell affects 

friend and foe alike. The target of the spell is 

unaffected by the aura, even if he has a specific 

weakness to the aura. 

BanishBanishBanishBanish    

Rank: Veteran Cost: 3 

Range: Touch Duration: Instant 

Affinities: Communion, Summoning, Essence, 

Reprisal 

Banish opens a temporary gateway to another 

realm, allowing a spell-caster to force demons, 

elementals, and spirits back to their own domain. 

Only creatures with the Demon, Elemental, 

Ancestor, or Ethereal Special Abilities are affected 

by this spell. 

This spell is an opposed roll of the caster’s 

arcane skill versus the target’s Spirit. On a success, 

the target is Shaken. On a raise, it is sent to its 

proper plane of existence. If the target is a Wild 

Card, each casting of banish causes a wound instead. 

If the target already has three wounds, it is then 

banished to its native plane—but it is not slain. 

The spell does not keep a spirit tethered to its 

own realm, however, and if a suitable portal exists, 

the unearthly entity can return to Mundus, 

unhindered in any way. 
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BarrierBarrierBarrierBarrier    

Rank: Seasoned Cost: 1/section 

Range: Smarts Duration: 3/1 per 

section 

Affinities: Earth, Structure 

Barrier creates a solid immobile wall to protect 

the caster against attack or entrap an opponent. 

Each section of wall is 2m long and 2m high. 

The exact placement is determined by the caster, but 

each section must connect to at least one other 

section after the first.  

Wall sections have a Toughness of 10 and may 

be destroyed by any attack that equals its Toughness, 

following the normal rules for inanimate objects. 

Barriers may be climbed at -2.  

Battle SongBattle SongBattle SongBattle Song    

Rank: Seasoned Cost: 3 

Range: Special Duration: 3/1 

Affinities: Leverage, Quickening, Influence 

Every creature within a Medium burst template 

entered on the caster, apart from the caster, is 

granted the Berserk Edge for the duration of the 

spell. On a raise, the targets immediately go berserk, 

as per the Edge. Unwilling recipients are allowed a 

Spirit roll opposed by the caster’s magical skill to 

resist. This spell affects friends and foes alike. 

Veteran: The caster my increase the area of 

effect to a Large burst template by paying an extra 2 

PP. 

Beast FriendBeast FriendBeast FriendBeast Friend    

Rank: Novice Cost: Special 

Range: Smarts x 

100m 

Duration: 10 minutes 

Affinities: Nature, Artifice 

This spell allows mages to speak with and guide 

the actions of nature’s beasts. It works only on 

creatures with animal intelligence, not humanoids. 

Nor does it work on conjured, magical, or otherwise 

“unnatural” animals. 

The cost to control a creature depends on its 

Size. The base cost is 3, plus twice its Size for 

creatures with a Size greater than 0. A great white 

shark (Size +4) costs 3 plus 8 (2x4), or 11 points. A 

roc (Size +8) costs 19 Power Points to control. 

Swarms may also be controlled. Small swarms 

cost 3, Mediums 5, and Large 8. Thus a single rat 

costs 3 to control, as does a small swarm of the 

creatures. 

BecalmBecalmBecalmBecalm    

Rank: Novice Cost: Special 

Range: Sight Duration: 10 minutes 

/ 2 per 10 

minutes 

Affinities: Air, Entropy 

Becalm affects a single sailed-ship of any size, 

halving its Top Speed and Acceleration for the 

duration. A ship may be affected by multiple 

castings of this spell, though neither Top Speed nor 

Acceleration may ever be reduced below 1. It has no 

effect on oared vessels. 

Becalm also adds +2 to a ship’s Boating totals in a 

storm, whether magical or natural. 

The cost of this spell is equal to half of the 

affected ship’s Toughness (ignoring armour), 

rounded down. 

BladeBladeBladeBlade----breakerbreakerbreakerbreaker    

Rank: Seasoned Cost: 2 

Range: Smarts Duration: Instant 

Affinities: Entropy, Artifice 

Also known as assassin’s bane, blade-breaker 

destroys one weapon within range chosen by the 

caster. Despite the name, the power works on any 

type of weapon, but only on weapons. It has no 

effect on armour, shields, mundane tools, wands, 

and the like. 

The caster makes a Channel skill roll opposed by 

the damage die type of the target weapon. Thus, a 

maul would roll a d8, a short sword a d6, and so on. 
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With a success, the weapon is permanently 

destroyed. 

Artifacts or enchanted weapons cannot be 

destroyed by means of this spell. 

BlastBlastBlastBlast    

Rank: Seasoned Cost: 2-6 

Range: 24/48/96 Duration: Instant 

Affinities: Destruction, Fire, Artifice 

Blast is an area effect power that can put down 

many opponents at once. The caster first picks 

where he wants to center the blast, then makes the 

appropriate skill roll. Normal ranged attack 

modifiers apply. The area of effect is a Medium 

Burst Template. If the roll is failed, the blast deviates 

as a launched projectile. 

Targets within the blast suffer 2d6 damage. Blast 

counts as a Heavy Weapon. 

By doubling the PP cost, the caster may increase 

the damage to 3d6 or the area of effect to a Large 

burst template. By tripling the cost, the caster may 

do both. 

Bless/PanicBless/PanicBless/PanicBless/Panic    

Rank: Seasoned Cost: 1 

Range: Spirit Duration: 5/1 

Affinities: Command, Leverage, Influence 

Being able to face down a fearsome foe without 

running in terror is half the battle. 

With bless, every ally of the caster within range of 

the spell when it is cast gains +2 to Spirit rolls to 

resist fear rolls, +4 with a raise. Panic lowers Spirit 

rolls to resist fear for all enemies within range of the 

spell by a similar amount. 

Order adepts may only cast bless while Chaos 

mages are limited to panic. Arcane adepts may use 

either effect. 

 

 

BlindBlindBlindBlind    

Rank: Novice Cost: 2-6 

Range: 12/24/48 Duration: Instant 

Affinities: Entropy, Reprisal, Artifice 

This power temporarily blinds a target or targets. 

Those affected must make an Agility roll at –2 to 

avert their gaze and avoid the effect (at –4 if the 

caster got a raise on the attack roll). On a failure, 

victims are Shaken and –2 to Parry until their next 

action. If the target rolls a 1 on his Agility die 

(regardless of the Wild Die), he’s Shaken and fully 

blind until he recovers from being Shaken. Blinded 

victims suffer a –6 penalty to all Trait rolls that 

require vision and have their Parry reduced to 2. 

Seasoned: For 4 PP, the power affects everyone 

in a Medium Burst Template. For 6 PP, it affects 

everyone in a Large Burst Template. 

BoltBoltBoltBolt    

Rank: Novice Cost: 1 per 

missile 

Range: 12/24/48 Duration: Instant 

Limit: At Will 

Affinities: Destruction, Earth, Fire, Water, 

Artifice 

Bolt is a standard attack power of both Chaos and 

Creation adepts. The damage of the bolt is 2d6. 

Seasoned: The character may cast up to 3 bolts, 

rolling an additional arcane skill die per bolt after the 

first but still with a single Wild Die. The bolts may be 

spread among targets as the character chooses. 

Firing the additional bolts does not incur any auto-

fire penalties, but any results of Backlash are 

cumulative.  

Seasoned: The character may increase the 

damage by one die type (2d8) for 2PP. He may not 

cast multiple bolts when using this ability. 
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Boost/Lower TraitBoost/Lower TraitBoost/Lower TraitBoost/Lower Trait    

Rank: Novice Cost: 2 

Range: Smarts Duration: 3/1 

Affinities: Purpose, Structure, Entropy, 

Influence, Quickening, Air, Earth, 

Fire, Water 

This power allows a character to increase any of 

a target’s Traits by one die type for a standard 

success, or by two with a raise. The affected Trait 

can exceed d12. Each step over d12 adds +1 to his 

Trait total. For example, a raise on someone who 

already has a d12 in the affected Trait grants him 

d12+2 for the duration of the power. 

The power can also be used to lower an 

opponent’s Trait. This is an opposed roll against the 

victim’s Spirit. Success lowers any Trait of the 

caster’s choice one step, a raise lowers it two steps. 

A Trait cannot be lowered below a d4. Multiple 

castings stack, though the caster must keep track of 

when each casting expires as usual. 

The power may affect an additional target for 

every additional PP spent, up to a maximum of five 

targets. All targets share the same effect and Trait 

affected. 

The traits that can be affected depend on the 

Affinity that is invoked (in all cases the character 

may affect skills linked to the relevant attribute): 

• Purpose: Boost Spirit or lower Smarts. 

• Structure: Boost Vigor or lower Agility. 

• Entropy: Boost Strength or lower Vigor. 

• Influence: Boost Smarts or lower Spirit. 

• Quickening: May boost any trait but 

restricted to self only. 

• Earth: Boost/Lower Vigor. 

• Air: Boost/Lower Smarts. 

• Water: Boost/Lower Strength. 

• Fire: Boost/Lower Agility. 

 

 

BurstBurstBurstBurst    

Rank: Novice Cost: 2 

Range: Template Duration: Instant 

Affinities: Destruction, Fire, Artifice 

Burst produces a large fan of energy that bathes 

its targets in red-hot fire or necrotic oblivion energy. 

When cast, place the thin end of the Cone 

Template at the character’s front. Targets within the 

template may make Agility rolls versus the caster’s 

Channel skill roll to avoid the blaze. Those who fail 

suffer 2d10 damage. This counts as a Heavy 

Weapon. 

By Pain ReforgedBy Pain ReforgedBy Pain ReforgedBy Pain Reforged    

Rank: Novice Cost: 2 

Range: Self Duration: 3/1 

Affinities: Quickening 

Arcane adepts are able to thrive under even the 

most brutal conditions. While this spell is active the 

character’s Wild Die is improved one step per 

Wound they are suffering. 

CharismaticCharismaticCharismaticCharismatic    

Rank: Novice Cost: 2 

Range: Touch Duration: 10 minutes 

/1 per 

minute 

Affinities: Purpose, Quickening, Artifice 

This spell increases the charisma of the target. 

For the duration of the spell, the target gains +1 

Charisma with a success or +2 on a raise. 

ConfusionConfusionConfusionConfusion    

Rank: Novice Cost: 1 / target 

Range: Smarts x2 Duration: Instant 

Affinities: Leverage, Influence 

Instilling confusion in enemies is a powerful aid 

in combat, and this power provides that ability. On a 

success, a target must make a Smarts roll at –2 or be 

Shaken, and on a raise, the roll is made at –4. 
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The character may affect up to five targets by 

spending a like amount of additional Power Points. 

 

DeflectionDeflectionDeflectionDeflection    

Rank: Novice Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Structure, Air, Fire, Quickening, 

Artifice, Destruction, Summoning 

Deflection powers work in a variety of ways. Some 

actually deflect incoming attacks, others blur the 

target’s form or produce other illusionary effects. 

The end result is always the same however — to 

misdirect incoming melee and missile attacks from 

the user. 

With a standard success, attackers must subtract 

2 from any Fighting, Shooting, or other attack rolls 

directed at the user. A raise increases the penalty to 

–4. This also acts as Armour against area effect 

weapons. 

Detect/ConcealDetect/ConcealDetect/ConcealDetect/Conceal    

Rank: Novice Cost: -2 

Range: Smarts x2 Duration: 3/1 or 1 

hour/1  

Affinities: Communion, Perception, Divination, 

Nature, Artifice 

Detect is the art of scrying for a particular type of 

object. The character states what she is looking for 

when the spell is cast. Whenever anything that 

matches the description enters the range of the spell 

it registers with the caster, although the exact 

location is not revealed. Once an object is revealed, 

the mage may make a Smarts roll as an action to 

gauge the distance and direction of one instance of 

the target. 

Conceal is the opposite, except that it has a much 

longer duration, allowing the character to prevent a 

single object from being found for as long as the 

spell is maintained. Where there are competing 

effects, such as detect used against a concealed item, the 

casting rolls become contested. 

Artificers, and Adepts of Order or Chaos may 

only use detect. Creation or Arcane adepts may only 

use conceal. 

Detect/Conceal ArcanaDetect/Conceal ArcanaDetect/Conceal ArcanaDetect/Conceal Arcana    

Rank: Novice Cost: 1 

Range: Sight Duration: 3/1 or 1 

hour/1 

Affinities: Communion, Divination, Perception, 

Artifice 

Detect/conceal arcana allows a character to sense 

supernatural persons, objects, or effects within sight. 

This includes invisible foes, enchantments on people 

or items, alchemical devices, and so on. 

The power can also be reversed to conceal a 

single supernatural item, being, or effect, in which 

case it has a much longer duration. When used in 

this way, those who wish to see through the ruse 

with detect arcana use their arcane skill roll as an 

opposed roll against the concealer’s skill (rolled 

anew each time detect arcana is cast). The detecting 

character may only attempt to see through concealed 

powers once per fresh casting. 

DiseaseDiseaseDiseaseDisease    

Rank: Seasoned Cost: 3 

Range: Spirit Duration: Special 

Affinities: Entropy 

This vile power is one of the reasons Chaos 

magisters are so rightly feared. The caster makes a 

casting roll opposed by the victim’s Vigor. With a 

success, the victim develops some sort of illness or 

disease and takes an automatic level of Fatigue 

which does not return via rest. 

Each week thereafter, the victim must make a 

Vigor roll, –2 if the caster won the opposed roll with 

a raise, or suffer another level of Fatigue. This can 

lead to Death. With a success, the Fatigue penalty 

drops one level. Only when all Fatigue brought on 

by this spell is removed is the victim cured. 

Healing can be used to remove the disease. In this 

instance, it is treated as per the rules for the negate 

arcana spell, with a success removing the cause. 
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Fatigue then recovers at the rate of one level per 

day. Negate arcana itself cannot be used to treat the 

disease. 

Elemental FormElemental FormElemental FormElemental Form    

Rank: Veteran Cost: 5 

Range: Self Duration: 3/1 

Affinities: Earth, Air, Water, Fire 

Powerful elementalists have a strong link to the 

elemental realms, and can convert their own body 

into elemental matter, if only for a short while. 

For the duration of the spell, the caster gains the 

Special Abilities of the elemental type the matches 

the Affinity used. He retains his own traits, 

Hindrances, Edges, and Size; the caster cannot cast 

any other Powers while elemental form is active. 

EntangleEntangleEntangleEntangle    

Rank: Novice Cost: 2 - 4 

Range: Smarts Duration: Special 

Affinities: Stasis, Nature, Earth, Artifice, Stasis, 

Command 

This power allows the character to restrain a 

target with snaking vines, a stasis field, or encase 

them in a shell of rock. 

The arcane skill roll is opposed by the target’s 

Agility. Success indicates partial restraint so that the 

target suffers a –2 penalty to Pace and skills linked 

to Agility and Strength. A raise restrains the target 

fully. He cannot move or use any skills linked to 

Agility or Strength. Each following action, an 

entangled target may make a Strength or Agility roll to 

break free. Other characters may also attempt to free 

the ensnared person by making a Strength roll at –2. 

Seasoned: For 3 PP it affects everyone in a 

Medium Burst Template or a single large creature. 

Veteran: For 4 PP the spell affects everyone in a 

Large Burst Template or a single huge creature. 

 

Environmental ProtectionEnvironmental ProtectionEnvironmental ProtectionEnvironmental Protection    

Rank: Novice Cost: 2 

Range: Touch Duration: 1 hr/1 

Affinities: Air, Water, Fire, Stasis 

Adventurers sometimes travel beneath the waves, 

to elemental planes, or other hazardous 

environments. This power protects them from the 

crushing depths or blazing sun as they do. 

This power allows the target to breathe, speak, 

and move at his normal Pace while in one normally 

harmful environment, such as underwater, a zero-G 

vacuum, the lava of a volcano, or even the heat of 

the sun. Pressure, atmosphere, air, etc, are all 

provided for. The environment protected against is 

determined by the Affinity invoked. 

The power does not protect against attacks with 

similar trappings though. A fire attack still causes 

normal damage, for example.  

The character can protect any number of targets 

with a single cast by paying 1 PP for each additional 

target 

EtherealEtherealEtherealEthereal    

Rank: Seasoned Cost: 5 

Range: Self Duration: 1 hr/1 

Affinities: Essence, Artifice 

Arcane adepts are able to step out of the plane of 

Mundus and into the shadowy realm known as the 

Umbra. A full description of the Umbra can be 

found later in this book. 

While in the Umbra, the adept cannot affect the 

physical world in any way, nor can they be normally 

perceived. They may make a Notice roll at -2 to peer 

through the veil and observe the goings on in the 

material plane. A Spirit roll at -2 allows the character 

to convey a short message to an individual in the real 

world. Such a message is perceived as a ghostly, 

disembodied whisper. 

Travel in the Umbra can happen at the speed of 

thought and is a function of both the character’s will 

and knowledge. At Veteran rank, the character may 
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instantly travel to any location in the Umbra, that 

corresponds to a real world location he has visited, 

by making a Smarts roll. Travelling to an unknown 

location requires a Spirit roll at -2. 

To leave the Umbra the character simply stops 

maintaining the power. He will reappear in Mundus 

at the spot that best corresponds to his Umbral 

location. If any body parts materialize inside a solid 

object or another creature, the caster and any 

creature will suffer wounds. A hand causes 1 

Wound, 2 Hands or a limb causes 2 Wounds, more 

than 1 limb causes 3 Wounds, and the entire body 

will cause 4 Wounds. This is not something that may 

be deliberately achieved – it can only happen by 

accident. Should the caster deliberately attempt to 

materialize inside a being or object, he alone will 

suffer the damage and be displaced by just enough 

to clear any obstacles. 

FarFarFarFar----SightSightSightSight    

Rank: Seasoned Cost: 3 

Range: Touch Duration: 3/1 

Affinities: Perception, Divination, Artifice 

Forewarned is forearmed, as the saying goes. 

This spell endows the target with the eyesight of an 

eagle. 

With a success, ranged penalties are halved for 

the subject (–1 at Medium and –2 at Long). If a raise 

is achieved, all range increments for the subject are 

doubled in addition (12/24/48 becomes 24/48/96). 

This spell has no effect on blind targets, nor does 

it compensate for the One Eye Hindrance. 

FatigueFatigueFatigueFatigue    

Rank: Seasoned Cost: 2 

Range: 12/24/48 Duration: Instant 

Affinities: Entropy, Stasis, Reprisal, Leverage 

This power creates an area of effect that can 

fatigue victims. 

With a successful casting, the spell affects a 

Medium Burst Template, or Large with a raise. 

Fatigue deviates as an area-effect attack. The hero 

rolls Channel opposed by each target’s Vigor. A 

success causes the victim to gain one level of 

Fatigue, or two on a raise. Wild Cards cannot be 

moved past Exhausted with this spell. Fatigue 

inflicted by this power recovers at a rate of 1 level 

per five minutes spent resting. 

FearFearFearFear    

Rank: Novice Cost: 2 

Range: Smarts x2 Duration: Instant 

Affinities: Influence, Summoning, Essence, 

Reprisal, Artifice 

This power causes the target overwhelming dread 

and horror. The area of effect is the Large Burst 

Template. Every creature beneath the template must 

make a Fear check, at –2 if the caster got a raise. 

Wild Cards who fail roll on the Fear Table. Extras 

are Panicked instead. 

FeastFeastFeastFeast    

Rank: Novice Cost: 2/Rank 

Range: Smarts Duration: Instant 

Affinities: Communion, Nature 

The caster summons enough basic food (not 

water) to feed two people per character Rank of the 

caster. Food cannot be summoned inside any object, 

but instead appears on the ground at the appropriate 

range. If no space exists in which the feast can appear 

the spell is treated as if the arcane skill roll failed. 

Any food not consumed will spoil at midnight. 

Fog CloudFog CloudFog CloudFog Cloud    

Rank: Veteran Cost: 4 

Range: Self Duration: 1 hr/2 

Affinities: Water 

Weather magic is rare, powerful, and requires 

preparation. 

This spell creates an area of fog around the caster 

for one kilometer per character Rank. Each use 

requires the mage to spend four rounds working his 

magic before rolling his arcane skill. If the roll is 
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successful, an existing cloud dissipates or a new 

bank of mist appears with supernatural speed. 

Inside the fog cloud the lighting quality is reduced 

by one step (toward Pitch Darkness), two steps with 

a raise. So on a sunny day, a success reduces the 

visibility within the cloud to Dim. On a moonlit 

night, a raise would make the area Pitch Darkness. 

The caster suffers the penalties when inside the fog, 

having no special immunity. 

When the spell expires, the mist will dissipate at 

the same speed it appeared. 

Fortune’s FavourFortune’s FavourFortune’s FavourFortune’s Favour    

Rank: Seasoned Cost: 1 

Range: Touch Duration: 1 minute 

Affinities: Divination, Essence 

Some heroes are born with a manifest destiny; 

others need a hand in avoiding an early fate. 

With a successful arcane skill roll, a target of this 

spell may reroll their next failed trait check without 

needing to spend a Fate Token. Only one free roll is 

allowed. If the second roll fails, the hero must spend 

a Fate Token to reroll again. 

Gift of BattleGift of BattleGift of BattleGift of Battle    

Rank: Novice Cost: 3 

Range: Touch Duration: 3/1 

Affinities: Command 

This spell grants the target tactical insight and 

leadership qualities. 

Success allows the recipient to pick one 

Leadership Edge. A raise means he can take two 

Edges. He need not meet any requirements except 

those of other Edges. For instance, the hero cannot 

gain Fervor unless he scores a raise and takes 

Command first, or already has the Command Edge. 

 

 

GraveGraveGraveGrave----SpeakSpeakSpeakSpeak    

Rank: Seasoned Cost: 2 

Range: Touch Duration: 1 minute 

/1 

Affinities: Communion 

It is said the dead know many secrets, and 

through the holy rites of Order a mage can reach 

beyond death to contact departed souls.  

In order for this spell to work, it must be 

directed toward a particular soul. The caster must 

either know the name of the deceased or possess a 

personal item, which includes their corpse, or any 

part of it at least, as well as treasured items. 

If the spell succeeds, the caster hears a ghostly 

voice. One question may be asked for per die step of 

the caster’s Spirit, regardless of how long the spell is 

maintained. The spirit contacted is not necessarily 

friendly but it may not lie, make guesses, or refuse to 

answer. The GM must adjudicate what information 

the entity knows—the spirit is not omnipotent and 

knows only what it knew in life up to the moment of 

its death. 

A roll of 1 on the caster’s arcane skill, regardless 

of Wild Die, may summon a hostile Ancestor spirit 

or demon. How such an entity behaves is left to the 

discretion of the Storyteller. 

Greater HealingGreater HealingGreater HealingGreater Healing    

Rank: Veteran Cost: 10/20 

Range: Touch Duration: Instant 

Affinities: Stasis, Nature 

Greater healing restores wounds more than one 

hour old. This use of the power requires 10 PP and 

otherwise works exactly like the healing power. It can 

also be used to neutralize any poison, disease, or 

sickness. 

Greater healing can also heal Permanent Crippling 

Injuries. This requires 20 PP, a Channel skill roll at -

4, and 1d6 hours of time. Only one casting is 

permitted per injury — if it fails, the injury really is 

permanent. 
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Growth/ShrinkGrowth/ShrinkGrowth/ShrinkGrowth/Shrink    

Rank: Seasoned Cost: 2 

Range: Smarts Duration: 3/2 

Affinities: Nature, Artifice 

Growth doubles the height and mass of the 

target. The target increases his size by one step on a 

success, two on a raise. Each step of Size gains the 

target a one step increase to Strength and also a 

point of Toughness. This spell may be cast multiple 

times on the same target, though the caster must 

track each casting separately.  

If the target reaches a size between +4 and +7 he 

is considered Large and fills a 2x2” square on the 

tactical battle map. Increasing to between +8 and 

+10 makes him Huge, and he occupies an area 3x3” 

square. Each further increase adds another 1” per 

level. 

Shrink reduces the Size of the recipients by one 

step or two on a raise, down to a minimum of Size –

2 (roughly the size of a rat). Each level of Size 

reduction reduces the target’s Strength by one die 

type (minimum of d4) and his Toughness by 1 

(minimum of 2). Creatures reduced to Size –2 are 

Small and are harder to hit. They may also share a 

space occupied by another character. 

Unwilling recipients of either aspect may make a 

Spirit roll opposed by the caster’s arcane skill roll to 

resist the effects. 

HavocHavocHavocHavoc    

Rank: Seasoned Cost: 2-4 

Range: Smarts x2 Duration: Instant 

Affinities: Reprisal, Air, Destruction 

While unpredictable, this spell allows an adept to 

change the field of battle in an instant as targets are 

thrown in every direction. 

With a success, the caster places a Medium Burst 

Template anywhere within range. Any character 

touched by the template must make a Strength roll 

(at –2 if the caster gets a raise). Any target that fails 

is knocked 2d6” in a random direction (roll a d12 

and read the result as a clock facing) and becomes 

prone. 

If the target strikes an inanimate object, he is 

Shaken as well. Targets with cover may subtract the 

cover modifier from the total distance moved (to a 

minimum of 0), and flying targets suffer an 

additional –2 to their Strength roll. Additionally, roll 

a d6 to see if the flyer is moved toward the ground 

(1 – 2), stays level (3 – 4), or is moved away from the 

ground (5 – 6). 

Veteran: By spending an extra 2 PP, the caster 

may increase the area of effect to a Large Burst 

Template. 

HazeHazeHazeHaze    

Rank: Seasoned Cost: 2-4 

Range: Self Duration: 3/2 

Affinities: Reprisal 

The air around the caster thrums with primal 

power, hindering movement. Place a medium Burst 

Template centered on the caster. All terrain under 

the template increases its difficulty type by one for 

the duration of the spell. Normal ground becomes 

difficult, difficult ground becomes hazardous, and 

hazardous ground becomes impassable. Flyers must 

pay double normal movement costs while in the area 

of effect. 

Veteran: By spending 4 PP, the Adept may 

increase the area to a Large Burst Template. 

HealingHealingHealingHealing    

Rank: Novice Cost: 3 

Range: Touch Duration: Instant 

Affinities: Stasis, Nature 

Healing repairs recent bodily damage. It must be 

used within the “Golden Hour,” though, for it has 

no effect on wounds more than one hour old. 

For Wild Cards, each use of the healing spell 

removes a wound with a success, two with a raise. 

The roll suffers a penalty equal to the victim’s 

wounds (in addition to any the caster might be 
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suffering himself). Healing any amount of Wounds 

also removes Shaken. 

For Extras, the GM must first determine if the 

ally is dead (see Aftermath on page 78). If so, no 

healing may be attempted. If not, a successful arcane 

skill roll returns the ally to the game Shaken. 

Healing can also cure poison and disease if used 

within 10 minutes of the event. 

InsightInsightInsightInsight    

Rank: Novice Cost: 2 

Range: Touch Duration: Instant 

Affinities: Communion 

This spell gives the caster a brief insight into the 

past of a person, place or thing. 

Assuming the spell is successful, the caster gets a 

vision, feeling, insight, or “hunch” about some event 

that happened in the target object or person’s recent 

past. Raises on the arcane skill roll grant more 

information at the GM’s discretion. 

KnockdownKnockdownKnockdownKnockdown    

Rank: Seasoned Cost: 2 

Range: Template Duration: Instant 

Affinities: Reprisal, Earth, Air, Water, Artifice 

Knockdown allows adepts to bowl over multiple 

foes in a single spell. 

The caster makes an arcane skill roll. With 

success, he places the thin end of a Cone Template 

in front of him and angles it in whatever direction he 

wishes. Any character touched by the Template, 

friend or foe, must make a Strength roll, at -2 if the 

caster scored a raise. On a failure the character is 

knocked back 1d4” and becomes prone. If he rolls a 

1, regardless of his Wild Die, he is Shaken, even if 

the Wild Die indicated he was not knocked back. 

 

 

LeapingLeapingLeapingLeaping    

Rank: Novice Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Air, Artifice 

The target of this spell can jump greater distances 

than normal. A success doubles his jumping 

distances, while a raise quadruples them. Modifiers 

are applied after running starts are factored in. 

Light/ObscureLight/ObscureLight/ObscureLight/Obscure    

Rank: Novice Cost: 2 

Range: Smarts Duration: Special 

Affinities: Summoning, Nature, Air, Fire, Artifice 

The ability to affect visibility (create or remove 

obscurement) is a pretty simple but very effective 

power. 

Light/obscure can be cast on an inanimate object, 

but if the item is in an opponent’s possession, the 

arcane skill roll is opposed by Agility. Light negates 

any darkness/obscurement penalty up to –6 in an 

area equal to a Large Burst Template). Light lasts for 

30 minutes and costs 1 PP per 10 minutes after that. 

The reverse of the power, obscure, creates a –6 

obscurement penalty of the same. Obscure has a 

duration and upkeep of 3/1 

Lock/UnlockLock/UnlockLock/UnlockLock/Unlock    

Rank: Novice Cost: 3 

Range: Touch Duration: Instant/Special 

Affinities: Structure, Destruction, Artifice 

Whether guarding valuables or thwarting 

pursuers, lock allows the caster to seal a door, 

treasure chest, or other object with a lock. Attempts 

to pick or smash the lock suffer a –2 penalty, –4 if 

the caster got a raise on the casting roll. Also, the 

locked object gains +2 Toughness, +4 with a raise. 

The wizard may open his own locks normally. 

Opening the lock by any means automatically ends 

the spell. Order adepts may cast lock. 

Unlock opens any mundane lock, though if the 

lock is particularly complex, the GM may assign 
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penalties to the arcane skill roll. A door sealed with 

lock gives an extra –2 or –4 penalty to arcane skill 

rolls to cast this spell. Chaos adepts may cast unlock. 

Artificers may cast either version of this spell. 

Luck/JinxLuck/JinxLuck/JinxLuck/Jinx    

Rank: Veteran Cost: 3 

Range: Touch Duration: 3/1 

Affinities: Essence, Leverage, Influence 

The target of this spell either becomes fortunate 

or unfortunate, depending on the caster’s whim. 

Recipients of luck roll two dice when making a 

trait roll (rolling the Wild Die separately as normal) 

and take the best. Those cursed with a jinx roll two 

trait dice and take the worst result. 

MendMendMendMend    

Rank: Veteran Cost: 4 

Range: Touch Duration: Instant 

Affinities: Structure 

Adepts with this spell can actually mend damage 

done to a vehicle’s body within the last hour. 

The caster must concentrate for one full action, 

then cast the spell on his next, with a penalty equal 

to the vehicle’s wounds to his arcane skill roll. A 

success mends one wound; a raise mends two. The 

spell has no effect on critical hits. Those must be 

repaired by normal methods. 

MimicMimicMimicMimic    

Rank: Novice Cost: 2 

Range: Spirit Duration: 5/1 

Affinities: Essence 

Mimic allows the adept to duplicate one spell he 

has witnessed an opponent using during the current 

battle. This spell has no effect on monstrous abilities 

other than those listed under Powers, even if they 

duplicate spell effects. Spells augmented by the 

Applications Edge are gained with the benefits of 

that Edge. 

When mimic is cast, the possessor of the spell the 

caster wishes to mimic must be within range. Mimic 

does not directly affect the target and requires no 

opposed roll. The hero must be of suitable Rank to 

cast the spell; otherwise, it cannot be mimicked. 

With a success, the mage gains the use of the 

mimicked spell. When the mimic duration expires, the 

hero loses use of the spells he gained through this 

power. Any active mimicked spells are instantly ended 

at this time as well. Each casting of mimic allows one 

specific spell to be copied—a mage who wants to 

mimic two spells, for instance, must cast and maintain 

this spell twice. 

Mind RiderMind RiderMind RiderMind Rider    

Rank: Veteran Cost: 4 

Range: Smarts Duration: 30 m / 2 per 

10 m 

Affinities: Essence, Leverage 

Mind rider is the ability to place part of your mind 

inside someone else’s body. If the victim is an 

unwilling subject (which includes anyone whose 

permission has not been granted), this requires an 

opposed roll of the character’s arcane skill against 

the victim’s Spirit. 

A mind rider gains no control over his victim, but 

he has access to his victim’s senses and can see, hear, 

smell, taste, and feel everything his victim does. 

Although very handy for spying, it has a drawback. 

If the victim suffers an injury, including being 

Shaken by physical injury, the caster must make a 

Spirit roll or be Shaken. Contact is immediately 

severed if the roll fails. A penalty of –1 applies for 

each wound the victim suffers.  

If the victim dies, the caster is automatically 

Shaken (and contact is broken) and cannot attempt 

to recover for 1d6 rounds. 

Negate ArcanaNegate ArcanaNegate ArcanaNegate Arcana    

Rank: Seasoned Cost: 2-6 

Range: Spirit Duration: 3/2 

Affinities: Stasis, Entropy, Essence, Artifice 
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Whereas arcane resistance makes a mage’s 

opponents harder to affect, negate arcana temporarily 

denies adepts access to the magical flow.  

Artifacts and alchemical magic items, which 

already have their magical energy bound into them, 

are unaffected by this spell. With a successful arcane 

skill roll, the caster places a Medium Burst Template 

anywhere in range. 

Any use of magic in or through the Template is 

treated as if were being countered by an automatic 

dispel power based on the caster’s arcane skill die. 

This affects friend as well as foe. 

Veteran: The caster may pay a further 4 PP to 

increase the area of effect to a Large Burst Template. 

NightmareNightmareNightmareNightmare    

Rank: Seasoned Cost: 4 

Range: Smarts 

x1 km 

Duration: Special 

Affinities: Leverage, Essence, Influence, 

Summoning 

This insidious spell causes the victim to suffer 

terrible nightmares, preventing him from sleeping. The 

caster must know the name of the victim and 

possess something that belonged to him (a lock of 

hair, item of clothing, and the like), but need not 

know his exact location. The victim must be in range 

when the spell is cast. The spell is treated as 

Maintained until the victim sleeps next. 

When the victim next goes to sleep, he must 

make a Spirit roll, at –2 if the caster scored a raise. 

On a success, he tosses and turns, but otherwise 

sleeps through the nightmare with no lasting effect. 

Should the Spirit roll fail, the character has terrifying 

nightmares and must make a roll on the Fright Table. 

With a critical failure, he rolls on the Fright Table at 

+2. In all cases of failure, the character gets no 

benefit from sleeping. Check out the Sleep rules in 

Savage Worlds for details. 

 

 

 

 

PrecognitionPrecognitionPrecognitionPrecognition    

Rank: Veteran Cost: 3 

Range: Self Duration: Instant 

Affinities: Divination 

The character has a limited ability to glance into 

the future and adapt to events before they happen. 

If the casting is successful, the caster may 

rearrange any two Action Cards (four with a raise) 

for any ally or foe (including himself) as he sees fit 

on the round after the spell is cast. Cards must be 

moved before anyone acts. 

Prolonged BlastProlonged BlastProlonged BlastProlonged Blast    

Rank: Veteran Cost: 5 

Range: 24/48/96 Duration: 3/3 

Affinities: Fire, Destruction 

Prolonged blast creates an area through which any 

creature passing takes damage. The spell functions 

exactly as per blast in terms of casting, but the 

Template remains in play for the duration of the 

spell. 

Any creature entering or that begins its turn in 

the Template takes damage. Reroll damage each time 

a creature is affected. 

PuppetPuppetPuppetPuppet    

Rank: Veteran Cost: 3 

Range: Spirit Duration: 3/1 

Affinities: Leverage, Command 

Sometimes it pays to persuade others to do your 

fighting for you. 

Puppet is an opposed roll of the character’s arcane 

skill versus the target’s Spirit. The caster must score 

a success and beat the target’s roll to gain complete 

control. The victim will attack friends and even 

commit suicide, though such acts allow the victim 

another opposed Spirit roll to break the spell. 
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QuakeQuakeQuakeQuake    

Rank: Veteran Cost: 5 

Range: Smarts x3 Duration: Instant 

Affinities: Earth 

Quake causes a tiny but powerful earthquake that 

can crush foes and level buildings. It works only 

upon solid earth—not sand, water, wood, floors, or 

any other substances. 

The area of effect is a Large Burst Template 

centered within the mage’s Range. Victims within 

the template must make an Agility roll or fall into 

the hole where the earth and stone crush them for 

2d10 damage. Those who make the roll cling to the 

sides and may climb out on their next action. Those 

who succeed with a raise jump free and may act 

normally on their action. 

Walls may crumble and be breached with this 

spell, opening a hole as wide across as the 

earthquake. Quake inflicts 2d10 damage to inanimate 

objects within the area of effect. 

QuicknessQuicknessQuicknessQuickness    

Rank: Seasoned Cost: 4 

Range: Touch Duration: 3/2 

Affinities: Quickening, Air, Water 

This power grants incredible swiftness to the 

recipient. With success the target has two separate 

turns per round on his action card instead of the 

usual one. Each turn is handled independently with 

its own actions, but the character must resolve one 

turn entirely before beginning the second. With a 

raise, the recipient can redraw any initiative cards 

lower than Eight each round. 

RefugeRefugeRefugeRefuge    

Rank: Seasoned Cost: 3 

Range: Smarts Duration: Maintained 

Affinities: Nature, Artifice, Structure 

Being caught in the open at night or during a 

storm can spell death in many parts of the world. 

This spell creates a shelter measuring 

approximately three meters long, two meters wide, 

and two meters high. The shelter has Toughness 10. 

No magical heating is provided, but the shelter is 

well insulated. The shelter grants a +2 bonus to 

Vigor rolls to resist the cold and other appropriate 

environmental hazards, or +4 with a raise. A fire in 

the shelter grants a further +2 bonus. 

The spell lasts for 12 hours. During this time, it is 

treated as being maintained by the caster. The caster 

may sleep while the spell is active and may end the 

spell anytime he wishes as a free action. Recasting 

the spell on the same location before the current 

spell expires increases the duration by another 12 

hours from the time of casting. Typically, a caster 

does this after 11 hours to get the most from his 

spell. 

RegenerateRegenerateRegenerateRegenerate    

Rank: Seasoned Cost: 3 

Range: Smarts Duration: 3/2 

Affinities: Nature 

Regenerate allows the target to heal wounds with 

supernatural speed.  

During the spell’s duration, the victim may make 

a free Soak roll at –2, each time he is wounded. With 

a raise on the arcane skill roll, this roll is made with 

no modifier. No other modifiers to Soak rolls apply. 

Fate Tokens may be spent to make a Soak roll as 

normal if the free roll fails. 

If the target is killed before the duration expires, 

the spell is automatically negated. No known spell 

can return the dead to life (except as the host of a 

possessive spirit). 

Resist ArcanaResist ArcanaResist ArcanaResist Arcana    

Rank: Seasoned Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Purpose, Essence, Artifice 

Arcane resistance is a bane of spell-casters, since it 

reduces their effectiveness to inflict harm. For the 

duration of the spell, the target has the benefits of 
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the Arcane Resistance Edge, or the Improved 

version if the caster scores a raise. 

The benefits do not stack if the target already has 

similar resistance from another source. In such 

cases, the highest modifiers apply.  

SacrificeSacrificeSacrificeSacrifice    

Rank: Veteran Cost: 0 

Range: Self Duration: Special 

Affinities: Reprisal 

Ancient rituals often called for the power of 

blood – a sacrifice. This spell may be cast as a Free 

Action immediately after the adept kills a sentient 

being. If the Channel skill roll is a success, the caster 

gains a number of temporary PP equal to half the 

victim’s Spirit. Such power burns away quickly, 

fading 1 PP per minute, and the spell is considered 

Maintained until it is all gone. 

SentrySentrySentrySentry    

Rank: Seasoned Cost: 3 

Range: Smarts x2 Duration: Special 

Affinities: Communion, Artifice 

Getting a good night’s sleep in the middle of 

dangerous countryside is easier said than done. 

Sentry duty is tiring and lonely, and a single sentry 

nodding off can spell disaster. Sentry provides 

additional security for the wary traveler. It can also 

be used to safeguard valuables. 

The first version of this spell summons a ghostly 

Ancestor spirit who watches over the camp but 

cannot move further away from the caster than the 

caster’s Smarts x 2 in game inches. The sentry has a 

Notice of d8, or d10 with a raise, is always alert, and 

suffers no penalties for bad lighting. Despite being 

visible as a ghostly form, the sentry is not a physical 

manifestation and cannot be harmed, though it can 

be dispelled. 

The sentry may be given instructions on when to 

sound the alarm but it is not an intelligent, reasoning 

being. Instructions may contain no more than 10 

words and must be clearly defined. For the purposes 

of identifying potential threats, the sentry has the 

same knowledge of monsters and hazards as the 

caster. 

The second variant protects a single object 

touched by the caster when he invokes the spell. 

During the casting, the spell-caster may name a 

number of individuals equal to half his arcane skill 

die type who can safely touch the object. Anyone 

else touching it immediately activates the spell, 

which alerts the caster to the tampering. 

The spell automatically expires at sunset or 

sunrise, whichever occurs first, and the caster may 

even sleep while the spell is active. It counts as 

Maintained for the purposes of disruption and 

penalties to trait rolls. 

SilenceSilenceSilenceSilence    

Rank: Seasoned Cost: 4 

Range: Touch Duration: 3/2 

Affinities: Stasis, Artifice, Entropy 

For ultimate stealth, or to combat hostile mages, 

this power creates an area of complete silence equal 

to a Medium Burst Template around a single 

inanimate object, such as a coin, sword, or article of 

clothing. With a raise on the casting roll, the spell 

encompasses a Large Burst Template instead. 

Within the template, no sound can be created, 

although sounds from outside of the zone can still 

be heard clearly. The zone of silence moves with the 

object, allowing it to be thrown toward hostile 

creatures.  

Adepts who rely on speech find their spells fail 

automatically, and monsters that use sound-based 

attacks (such as a banshee) are temporarily deprived 

of their power. 
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SlowSlowSlowSlow    

Rank: Seasoned Cost: 1 

Range: Smarts x2 Duration: 3/2 

Affinities: Reprisal, Entropy, Earth, Stasis, 

Artifice 

Skilled fighters and monsters with fast reflexes 

can strike before lesser beings have time to blink. 

Slowing their reflexes reduces their advantage. 

The caster makes an arcane skill roll opposed by 

the target’s Spirit. With a success, movement 

becomes an action, giving the target a multi-action 

penalty if he wants to move and act in the same 

round. With a raise, the target must redraw initiative 

cards above 10, except Jokers. 

A victim who usually draws multiple initiative 

cards discards only those with a value higher than 

the spell allows. 

Veteran: The caster may affect up to five targets 

by spending a like amount of PP. 

SlumberSlumberSlumberSlumber    

Rank: Seasoned Cost: 2 

Range: Smarts x2 Duration: 3/1 

Affinities: Influence, Leverage, Artifice, 

Command 

Blasting a hoard of enemies into tiny pieces may 

be popular with some mages, but those who favor 

stealth or have a pacifistic bent are drawn to this 

spell. 

The caster picks where he wants to center the 

spell and places a Medium Burst Template. He then 

makes an arcane skill roll. Any living creature (not 

undead or constructs) within the area must make a 

Spirit roll, at –2 if the caster scored a raise. Those 

who fail fall asleep. 

Loud noises awaken victims instantly. So long as 

one sleeper remains unconscious, the spell is treated 

as being maintained. When the duration ends, the 

sleepers naturally wake up (if any are alive). 

 

SmiteSmiteSmiteSmite    

Rank: Novice Cost: 2 

Range: Touch Duration: 3/1 

Affinities: Structure, Destruction, Fire, Reprisal, 

Artifice 

This power is cast on a weapon of some sort. If 

it’s a ranged weapon, it affects 20 bolts or arrows, or 

one full “load” of ammunition (the GM may have to 

determine the exact quantity for unusual weapons). 

While the spell is in effect, the weapon’s damage is 

increased by +2 or +4 with a raise. 

Veteran: Smite can affect up to 4 additional 

targets at a cost of 1 PP each. 

SpeedSpeedSpeedSpeed    

Rank: Novice Cost: 1 

Range: Touch Duration: 3/1 

Affinities: Quickening, Air, Artifice 

Warriors who need to close with their foes 

quickly often use this power, as do those who 

sometimes need to outrun things Man Was Not 

Meant to Know. Speed allows the target of the power 

to move faster than usual. With a success, the 

recipient’s basic Pace is doubled. With a raise, 

running becomes a free action, so he may ignore the 

usual –2 running penalty. 

Sphere of MightSphere of MightSphere of MightSphere of Might    

Rank: Veteran Cost: 6 

Range: Smarts  Duration: 3/2 

Affinities: Communion, Destruction, Entropy, 

Nature, Earth, Air, Water, Fire 

This powerful spell creates a sphere of swirling 

matter or energy equal to a Small Burst Template 

centered on the target. 

The spell grants two effects. First, the sphere gives 

attackers a –1 penalty to attack rolls against the 

target, or –2 on a raise, as they help deflect incoming 

blows. Attacks made through the wall by the target 

suffer similar penalties. 



Legends of the Three Pillars 
Savage Grimoire 

19 

 
Second, the sphere can be used to harm foes. The 

template attacks any character - friend or foe - that 

comes into contact with it. The sphere has a Melee 

skill equal to the caster’s arcane skill. Using the sphere 

in this way does not count as an action for the spell’s 

recipient. The sphere causes damage equal to the 

caster’s arcane skill die+d4, +d8 on a raise. Any 

additional effects of trappings (such as fire) also 

apply. 

The sphere moves with the recipient, but only 

slowly. The recipient may not run or he 

automatically becomes a victim of the sphere’s attack. 

StunStunStunStun    

Rank: Novice Cost: 2 

Range: 12/24/48  Duration: Instant 

Affinities: Reprisal, Water, Communion, Artifice 

Stun shocks those within a Medium Burst 

Template with concussive force, sudden frost, or a 

thundering rush of blood. 

If the arcane character scores a success, targets 

within the area of effect must make Vigor rolls or be 

Shaken. With a raise, victims must make Vigor rolls 

at –2. 

Veteran: The spell affects a Large Burst 

Template for an additional 2 PP. 

SuccourSuccourSuccourSuccour    

Rank: Novice Cost: 1 

Range: Touch  Duration: Instant 

Affinities: Purpose, Leverage, Artifice 

Succor removes one Fatigue level, two with a 

raise. It can also remove a character’s Shaken status. 

Succor may be used to restore consciousness to 

those who have been Incapacitated due to wounds 

as well, though the wounds remain. It does not stop 

bleeding or otherwise stop mortal wounds from 

worsening, however. 

The roll suffers a penalty equal to the victim’s 

Fatigue in addition to any wounds or Fatigue the 

caster might be suffering himself. Thus, a caster 

trying to recover his own Fatigue suffers double the 

penalty. 

Summon BeastSummon BeastSummon BeastSummon Beast    

Rank: Veteran Cost: 3+ 

Range: Spirit x10  Duration: 3/1 

Affinities: Nature 

This spell is an advanced version of beast friend, 

and allows mages to summon and guide the actions 

of nature’s beasts. It works only on natural creatures 

with animal intelligence. It does not work on 

conjured, magical, undead, or otherwise “unnatural” 

animals. Creatures such as griffins, as well as giant 

animals, are considered natural beasts in the world 

of the Three Pillars. 

The size of the beast being summoned affects 

the cost. Each level of positive size costs 1 PP extra. 

Negative sizes count as 0. Example: A cave bear that 

is size +4 would cost 7 PP to summon. 

Swarms may also be summoned. Swarms 

covering a Small Template cost no extra PP, 

Medium cost +2 PP, and Large cost +3 PP. Thus a 

single rat gives no penalty to summon, and neither 

does a small swarm of the creatures. If the caster 

wanted a spy, a single rat is less obvious than a 

swarm. 

With a successful arcane skill roll, the creature 

appears out of thin air anywhere within range and 

line of sight of the caster, but may not act until the 

caster’s next initiative card. 

The beast remains controlled until the spell 

duration ends, or it is killed, whichever comes first. 

Summoned beasts still alive when the spell ends 

disappear back to their original location. Beast friend 

cannot be used on creatures summoned by another 

spell-caster. 
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Summon BodyguardSummon BodyguardSummon BodyguardSummon Bodyguard    

Rank: Seasoned Cost: 3 

Range: Adjacent  Duration: 3/1 

Affinities: Communion, Summoning, Artifice 

Many priests or magisters are not adept in melee 

combat and cannot always rely on their companions 

to save them. This power provides the hero with a 

dependable bodyguard that can be summoned in an 

instant. 

The body guard is either an Ancestor spirit, 

appearing as a spectral armoured warrior, an 

armoured automaton, or a demonic foot-soldier. 

With a raise on the casting roll, the bodyguard is a 

Wild Card. When wounded, the soldier crumbles to 

dust 

Summon DemonSummon DemonSummon DemonSummon Demon    

Rank: Veteran Cost: Special 

Range: Smarts x2  Duration: 3/1 

Affinities: Summoning 

This dark power summons a fiend from the 

Abyss. Summoning a demon, even if for a noble 

purpose, is considered an evil act by most civilized 

beings, and should not be undertaken lightly by 

heroes. After all, the road to the Abyss is paved with 

good intentions, and intelligent demons are 

renowned for their trickery and ability to twist 

demands placed on them to their best advantage. 

With a success, the demon is loosely bound to 

the summoner’s will for the duration of the spell or 

until killed, whichever comes first. A hero may 

banish any demon he has summoned as an action 

(no roll is required). Demons only act in accordance 

with their base desires, however, and can refuse 

orders. A Lord of Change, for instance, may refuse 

to engage in melee combat unless it can be sure that 

doing so will help spread chaos and dissent. 

Typically, if a Magister wants a killing machine he 

summons a Waking Dreamer or Shadowed Jester. 

Demons vanish back to the Abyss along with any 

gear they brought with them when the spell ends or 

if they die while under its effects. For this reason, a 

demon which slays its summoner is rewarded only 

with a trip back to its native plane of existence. 

• 4 PP cost: Waking Dreamer or 

Nightmare Steed 

• 6 PP cost:  Waking Dreamer (Wild 

Card) or Shadowed Jester 

• 7 PP cost: Shadowed Jester (Wild Card) 

• 8 PP cost: Lord of Change (Wild Card) 

Summon ElementalSummon ElementalSummon ElementalSummon Elemental    

Rank: Veteran Cost: 5+ 

Range: Smarts x2  Duration: 3/1 

Affinities: Earth, Air, Water, Fire 

This power summons forth an elemental under 

the command of the summoner. The elemental 

remains until the spell duration ends or it is killed, 

whichever comes first, whereupon it returns to its 

own realm. 

Communication is limited. The caster may 

telepathically relay commands to the elemental as a 

free action, but the spirit can only convey the most 

basic of emotions and ideas – pain, surprise, 

happiness, anger, and so forth. 

Heroic: By paying a further 2 PP casting penalty, 

the summoned elemental will be a Wild Card. 

The level of communication from the elemental 

is much more complex, although the motivations 

and reactions of spirits remain alien to most mortals. 

The elemental can convey layers of emotion, and 

numerical concepts beyond simply “one” or 

“many”. 

Summon GolemSummon GolemSummon GolemSummon Golem    

Rank: Veteran Cost: Special 

Range: Smarts x2  Duration: 3/1 

Affinities: Artifice 

This powerful spell summons forth a living 

construct of bone, metal, or stone to serve the 

Artificer’s will. Such a being can sway the course of 

battle but they are not particularly intelligent. Many 

are imbued with the caster’s dominant emotion, be it 

hate or love, anger or sadness, hope or dismay. 
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A golem must be commanded to act – they have 

little independent thought – but will do so in the 

manner the caster intended. They will carry out their 

instructions implacably, fearing nothing. 

The cost depends on the type of golem that is 

summoned: 

• 5 PP cost summons a Bone golem. 

• 7 PP cost summons a Stone golem. 

• 9 PP cost summons an Iron golem. 

Summon HeraldSummon HeraldSummon HeraldSummon Herald    

Rank: Heroic Cost: 10 PP 

Range: Smarts x2  Duration: Special 

Affinities: Communion 

This spell summons forth an Ancestral 

manifestation of the highest order. In the Empire, it 

will be a herald of one of the Seven Angelic Brides. 

In the Satrapies, it manifests as one of the heroes 

from the First Council. In any case a Herald is a 

powerful spirit of Order. 

Heralds are not tools to be summoned time after 

time by mortals who cannot fight their own battles. 

The caster suffers a cumulative –2 penalty for each 

casting of this spell (successful or not) during a 

single year. When a new calendar year begins, the 

Ancestors clean the slate, so to speak. 

Heralds accept commands only from the 

summoner, and then only if the requests are within 

the boundaries of their faith. Most heralds fight 

alongside a hero only so long as the cause is just. 

The spell lasts until the herald is killed or the GM 

wishes the herald to leave (usually after it completes 

one task or a day passes). Slain heralds disappear, 

leaving behind no physical remains. This includes 

any gear they carry. 

Voice on the WindVoice on the WindVoice on the WindVoice on the Wind    

Rank: Novice Cost: 1 

Range: Smarts 

x50km 

Duration: Instant 

Affinities: Summoning 

The mage can instantaneously transmit a short 

message to one named person within range of the 

spell. The mage doesn’t have to know the person’s 

exact location, but he must know his full name. 

Trying to send a message to, “the nearest Legion 

commander,” for instance, would cause the spell to 

fail. 

The length of the message cannot exceed 10 

words per Rank of the caster, to a maximum of 50 

words at Legendary. Other spells may not be cast 

through this power—it only carries messages. 

WardingWardingWardingWarding    

Rank: Seasoned Cost: 4 

Range: Self Duration: 3/2 

Affinities: Purpose, Nature 

Warding prevents certain creatures from entering 

the area of the spell. When cast, the adept must 

choose Construct, Chaos, Order, Creation, Arcane, 

Immunity or Resistance (one specific type, such as 

cold or fire), Plant, or Undead creatures. The spell 

functions only against creatures with the chosen 

Special Ability. Other variants of the spell may exist 

at the GM’s discretion. 

A standard casting creates a warding equal to a 

Medium Burst Template centered on the caster. 

With a raise on the casting roll, the template 

increases to a Large Burst Template.  

Creatures of the nominated type trying to enter 

the warding or use Special Abilities at targets inside 

the warding must first make a Spirit roll as a free 

action or be unable to do so for the duration of the 

spell. The spell does not stop mundane attacks made 

from outside the warding (an oath-slave skeleton with 

a bow isn’t affected by an undead warding, for 

example). 

WarpWarpWarpWarp    

Rank: Seasoned Cost: 2 

Range: Smarts x 3 Duration: 3/1 

Affinities: Entropy 

This spell creates a tiny Chaos vortex at the 

selected point. Inanimate objects within a Small 
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Burst Template have their Toughness reduced by 2 

for the duration of the spell, or 4 with a raise.  

Warp is able to affect structures and vehicles as if 

it were a heavy weapon, but has no effect on the 

living or other animate beings. 

Warrior’s GiftWarrior’s GiftWarrior’s GiftWarrior’s Gift    

Rank: Seasoned Cost: 4 

Range: Touch Duration: 3/1 

Affinities: Command, Quickening 

Even combat mages cannot afford to spend all 

their time learning new Combat Edges and martial 

skills. For those who enjoy the thrill of melee, or 

want to improve their companions’ abilities, this 

spell provides a quick solution to a lack of training. 

With a successful arcane skill roll, a single 

recipient gains the benefits of a single Combat Edge, 

as chosen by the caster. The caster (not the 

recipient) must be one Rank higher than the Rank 

requirement of the Edge but ignores other 

requirements, including those requiring other Edges.  

For the duration of the spell, the recipient gains 

all the benefits of the Edge. Edges gained through 

this power provide no additional benefit if the 

character already has the Edge. 

Water WalkWater WalkWater WalkWater Walk    

Rank: Novice Cost: 3 

Range: Touch Duration: 5 min/1 

per 

minute 

Affinities: Water, Artifice 

Some spell-casters can walk upon the very 

surface of the water as if it were solid ground. Lakes, 

becalmed seas, and other calm waters may be 

traversed normally. Rough seas count as difficult 

ground as the hero must run up and down waves. 

While under the effects of the spell, the caster 

walks as if in a shallow puddle. He cannot go 

beneath the surface any more than he can go 

beneath that of the earth. 

Weapon ImmunityWeapon ImmunityWeapon ImmunityWeapon Immunity    

Rank: Seasoned Cost: 3 

Range: Touch Duration: 3/1 

Affinities: Structure, Earth, Artifice 

While armor provides some protection against all 

damage, this spell can negate all damage from a 

specific type of weapon. During the casting, the hero 

chooses one specific type of weapon, such as long 

swords or battle axes (but not all swords or axes). 

With success, the target takes half damage from 

that type of weapon. On a raise, the target is 

immune to damage from that weapon type. Note 

that this includes magic weapons of the same type, 

including those with smite cast on them. It does not 

protect against the trappings of spells that merely 

simulate weapons. 

WhirlwindWhirlwindWhirlwindWhirlwind    

Rank: Seasoned Cost: 4 

Range: Smarts Duration: 3/2 

Affinities: Air 

By making an arcane skill roll, the wearer creates 

a whirlwind. 

The whirlwind fills a Medium Burst Template 

placed anywhere within range. Anything coming into 

contact with it must make a Strength roll or be 

knocked prone. The target’s Size also modifies this 

roll. Thus, giants are harder to knock over than 

dwarves. 

If a victim rolls a 1, regardless of Wild die, it is 

also Shaken. The caster can move the whirlwind up to 

his Smarts die in inches each round, but doing so is 

an action. If the center of the whirlwind is moved out 

of the caster’s line of sight, the spell is automatically 

ended. 

Wilderness StepWilderness StepWilderness StepWilderness Step    

Rank: Novice Cost: 4 

Range: Touch Duration: 4 hours/1 

per hour 

Affinities: Nature 
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Wilderness step makes travel easier, and is thus 

popular with those whose travels take them across 

difficult terrain.  

With a successful arcane skill roll, the caster 

treats all difficult terrain as normal terrain. This 

includes ice, forests, snow, mountains, steep hills, 

and other terrain types. It does not remove any 

other inherent penalties, so a hero wading through a 

deep pool of volcanic mud still suffers damage as 

normal. 

Seasoned: The hero may affect up to 5 

additional targets at a cost of 1 PP each. 

ZephyrZephyrZephyrZephyr    

Rank: Novice Cost: 3 

Range: Ship Duration: 5 min / 1 

per min 

Affinities: Air 

This is the spell casters aligned to the wind are 

most commonly asked to perform. It gently pushes 

ships along even in a dead calm, and can also 

improve top speed in normal winds or during deadly 

combat. 

It can be used to cancel the spell becalm. In 

combat, zephyr improves a vessel’s current Handling 

by +1, its Acceleration and Top Speed by 25%. It 

may be cast multiple times, though base 

Acceleration and Top Speed may never be more 

than doubled. 

Adepts have discovered another use for this spell 

as well. It is quite useful for dispersing swarms of 

flying pests, such as wasps. A success renders the 

swarm Shaken, while a raise disperses them 

(effectively causing a wound). In a few cases, 

dispersing a swarm actually results in two swarms. 

ZombieZombieZombieZombie    

Rank: Veteran Cost: 3 per corpse 

Range: Smarts Duration: Special 

Affinities: Communion, Command, Essence 

This power is considered to be an abomination, 

to be used only in the most dire of circumstances. 

With it, a priest may extract oaths from the spirits of 

the dead, or animate a corpse by filling it a portion 

of the caster’s life force. 

When cast, zombie raises a number of dead 

specified by the character. The undead are 

immediately obedient, though perhaps a bit pedantic 

and literal-minded in their duties.  

Corpses aren’t summoned by this ability, so there 

must actually be a supply of bodies available for the 

power to have any effect. The bodies don’t have to 

be fresh — zombie can raise servants that have been 

waiting patiently for centuries. Graveyards, morgues, 

and battlefields can all serve this purpose. 

With a success, the dead remain animated for 1 

hour. With a raise, they remain animated for 1d6 

hours. With two raises, they remain animated for an 

entire day. 
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APPENDICESAPPENDICESAPPENDICESAPPENDICES    

1.11.11.11.1 Spells by AffinitySpells by AffinitySpells by AffinitySpells by Affinity    

ArtificeArtificeArtificeArtifice    

• Aim (N) 

• Altered Senses (N) 

• Analyse Foe (S) 

• Armour (N) 

• Beast Friend (N) 

• Blade-breaker (S) 

• Blast (N) 

• Blind (N) 

• Bolt (N) 

• Burst (N) 

• Charismatic (N) 

• Deflection (N) 

• Detect (N) 

• Detect Arcana (N) 

• Entangle (N) 

• Ethereal (S) 

• Far Sight (S) 

• Fear (N) 

• Growth/Shrink (N) 

• Knockdown (S) 

• Leaping (N) 

• Light/Obscure (N) 

• Lock/Unlock (N) 

• Negate Arcana (S) 

• Refuge (S) 

• Resist Arcana (S) 

• Sentry (S) 

• Silence (S) 

• Slow (S) 

• Slumber (S) 

• Smite (N) 

• Speed (N) 

• Stun (N) 

• Succour (N) 

• Summon Bodyguard (S) 

• Summon Golem (V) 

• Water Walk (N) 

• Weapon Immunity (S) 

CommandCommandCommandCommand    

• Bless (S) 

• Entangle (N) 

• Gift of Battle (N) 

• Puppet (V) 

• Slumber (S) 

• Warrior’s Gift (S) 

• Zombie (V) 

CommunionCommunionCommunionCommunion    

• Analyze Foe (S) 

• Banish (V) 

• Detect (N) 

• Detect/Conceal Arcana (N) 

• Feast (N) 

• Grave Speak (S) 

• Insight (N) 

• Sentry (S) 

• Sphere of Might (V) 

• Stun (N) 

• Summon Bodyguard (S) 

• Summon Herald (H) 

• Zombie (V) 

DestructionDestructionDestructionDestruction    

• Aura (S) 

• Blast (S) 

• Bolt (N) 

• Burst (N) 

• Deflection (N) 

• Havoc (S) 

• Prolonged Blast (V) 

• Smite (N) 

• Sphere of Might (V) 

• Unlock (N) 

DivinationDivinationDivinationDivination    

• Altered Senses (N) 

• Analyze Foe (S) 

• Detect (N) 

• Detect/Conceal Arcana (N) 

• Far-Sight (S) 

• Fortune’s Favor (S) 

• Precognition (V) 
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EarthEarthEarthEarth    

• Armour (N) 

• Barrier (S) 

• Bolt (N) 

• Boost/Lower Trait (N) 

• Elemental Form (V) 

• Entangle (N) 

• Knockdown (S) 

• Quake (V) 

• Slow (S) 

• Sphere of Might (V) 

• Summon Elemental (V) 

• Weapon Immunity (S) 

EntropyEntropyEntropyEntropy    

• Becalm (N) 

• Blade-breaker (S) 

• Blind (N) 

• Boost/Lower Trait (N) 

• Disease (S) 

• Fatigue (S) 

• Negate Arcana (S) 

• Silence (S) 

• Slow (S) 

• Sphere of Might (V) 

• Warp (S) 

EssenceEssenceEssenceEssence    

• Banish (V) 

• Ethereal (S) 

• Fear (N) 

• Fortune’s Favor (S) 

• Luck/Jinx (V) 

• Mimic (N) 

• Mind Rider (V) 

• Negate Arcana (S) 

• Nightmare (S) 

• Resist Arcana (S) 

• Zombie (V) 

 

 

 

FireFireFireFire    

• Aura (S) 

• Blast (S) 

• Bolt (N) 

• Boost/Lower Trait (N) 

• Burst (N) 

• Deflection (N) 

• Elemental Form (V) 

• Environmental Protection (N) 

• Light/Obscure (N) 

• Prolonged Blast (V) 

• Smite (N) 

• Sphere of Might (V) 

• Summon Elemental (V) 

IceIceIceIce    

• Bolt (N) 

• Boost/Lower Trait (N) 

• Elemental Form (V) 

• Environmental Protection (N) 

• Fog Cloud (V) 

• Knockdown (S) 

• Quickness (S) 

• Sphere of Might (V) 

• Stun (N) 

• Summon Elemental (V) 

• Water Walk (N) 

InfluenceInfluenceInfluenceInfluence    

• Battle Song (S) 

• Boost/Lower Trait (N) 

• Confusion (N) 

• Fear (N) 

• Luck/Jinx (V) 

• Nightmare (S) 

• Panic (S) 

• Slumber (S) 
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LeverageLeverageLeverageLeverage    

• Battle Song (S) 

• Bless/Panic (S) 

• Confusion (N) 

• Fatigue (S) 

• Luck/Jinx (V) 

• Mind Rider (V) 

• Nightmare (S) 

• Puppet (V) 

• Slumber (S) 

• Succour (N) 

NatureNatureNatureNature    

• Aura (S) 

• Beast Friend (N) 

• Conceal (N) 

• Entangle (N) 

• Environmental Protection (N) 

• Feast (N) 

• Greater Healing (V) 

• Grow/Shrink (S) 

• Healing (N) 

• Light/Obscure (N) 

• Refuge (S) 

• Regeneration (S) 

• Sphere of Might (V) 

• Summon Beast (V) 

• Warding (S) 

• Wilderness Step (N) 

PerceptionPerceptionPerceptionPerception    

• Altered Senses (N) 

• Analyze Foe (S) 

• Conceal (N) 

• Detect Arcana (N) 

• Far-Sight (S) 

PurposePurposePurposePurpose    

• Boost/Lower Trait (N) 

• Charismatic (N) 

• Resist Arcana (S) 

• Succour (N) 

• Warding (S) 

 

QuickeningQuickeningQuickeningQuickening    

• Aim (N) 

• Battle Song (S) 

• Boost/Lower Trait (N) 

• By Pain Reforged (N) 

• Charismatic (N) 

• Deflection (N) 

• Quickness (S) 

• Speed (S) 

• Warrior’s Gift (S) 

ReprisalReprisalReprisalReprisal    

• Banish (V) 

• Blind (N) 

• Fatigue (S) 

• Fear (N) 

• Havoc (S) 

• Haze (S) 

• Knockdown (S) 

• Sacrifice (V) 

• Slow (S) 

• Smite (N) 

• Stun (N) 

SkySkySkySky    

• Aim (N) 

• Becalm (N) 

• Boost/Lower Trait (N) 

• Deflection (N) 

• Elemental Form (V) 

• Havoc (S) 

• Knockdown (S) 

• Leaping (N) 

• Light/Obscure (N) 

• Quickness (S) 

• Speed (N) 

• Sphere of Might (V) 

• Summon Elemental (V) 

• Whirlwind (S) 

• Zephyr (N) 
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StasisStasisStasisStasis    

• Entangle (N) 

• Environmental Protection (N) 

• Fatigue (S) 

• Greater Healing (V) 

• Healing (N) 

• Negate Arcana (S) 

• Silence (S) 

• Slow (S) 

StructureStructureStructureStructure    

• Aim (N) 

• Armour (N) 

• Barrier (S) 

• Boost/Lower Trait (N) 

• Deflection (N) 

• Lock (N) 

• Mend (V) 

• Refuge (S) 

• Smite (N) 

• Weapon Immunity (S) 

SummoningSummoningSummoningSummoning    

• Banish (S) 

• Deflection (N) 

• Fear (N) 

• Light/Obscure (N) 

• Nightmare (S) 

• Summon Bodyguard (S) 

• Summon Demon (V) 

• Voice on the Wind (N) 

 


