



















































































































































































Casting Time: 2 rounds (-5)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8

Feedback (-3): -3 to damage resistance totals

Focused (+6): On target

While casting this spell is moderately painful to the mage,
it might well be the death of the target. The caster curses a
humanoid target that she can see with four hours of extreme
envy. Envy is the desire to possess what others have. Those
afflicted with envy covet what others have —personality
traits, personal good fortune, and material goods. The need
to prove themselves, to obtain a perceived glory or possess
a valuable item, often places the individuals in potentially
dangerous situations — they might rush to disarm a trap,
pushother charactersaside tobe the first to fightafoe, orrace
to secure a treasure headless of potential risks. A character
targeted by this spell must make a Very Difficult willpower/
mettle roll to overcome his envious impulses.

GANG FIGHT

Skill: Alteration
Arcane Knowledge: Folk
Difficulty: 27
Effect: 27 (+2D to brawling/fighting and melee combat; +2D
to intimidation)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 5 rounds (+7)
Casting Time: 1 round (-4)
Other Aspects:
Focused (+6): On targets
Gestures (-3): Frown menacingly and point with author-
ity at allies (complex; intimidation roll with difficulty
of 11)

Incantations (-3): “Rip ’em apart, boys” (sentence, loud)

Multiple Targets (+18): Up to 6 targets

Other Conditions (-2): Targets must be allies of the caster

and either outnumber the oppoents or have them at a
decisive disadvantage

When the mage attempts to cast this spell, he must pres-
ent a commanding and frightful image by succeeding an
intimidation roll with a difficulty of 11. If she fails this, she
simply doesn’t present herself with enough menacingauthor-
ity and the spell doesn’t work. If successful, however, mage
makes up to six allies fight with ruthless vigor, employing all
manner of dirty tricks and providing them a bonus to their
close combat skills of +2D. It also lends them a menacing air,
resulting in an intimidation bonus of 2D.

The targets must outnumber their opponents or have a
marked disadvantage, because the thuglike tactics the caster
wishes her allies to employ depend to a large degree upon
intimidation and ganging-up on victims.

GNAWING HUNGER

Skill: Conjuration
Arcane Knowledge: Animal, Folk

Difficulty: 35

Effect: 36 (4D damage, ignoresall armor; Achilles’ Heel (R4),
metabolic difference — must eat a meal every two hours or
all mental and physical attributes decrease by 1 pip, with
penalty increasing by 1 pip for each hour without food and
disappearing with consumption of food )

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 day (+25)

Casting Time: 1 round (-4)

Other Aspects:

Components (-2): Any food item that might be eaten by

the intended target (ordinary, destroyed)

Countenance (-2): The caster’s skin tightens around the

cheeks in a sickly fashion

Focused (+12): On target

Gestures (-3): Double over in direction of the target as if

suffering severe abdominal pain (fairly simiple)

Incantations (-3): “Hunger gnaws like a ravenous beast!”

(sentence, loud)

To cast this spell, the mage must have in an item of food
that the target might reasonably be expected to eat (meat for
a carnivore, plants for an herbivore). She holds this item in
her hand while pointing a finger at the target, and when she
doubles over mimicking stomach pains as the food crumbles
to dust. While performing these actions, she utters a simple
butmalicious phrase, afterwhich the target suffers 4D damage
fromintense stomach pains. The targetliterallybegins starv-
ingtodeathand atanaccelerated pace.llmental and physical
attributes decrease by 1 pip (with the penalty increasing by
1 pip for each hour without food) due to weakness. These
penalties are negated once the target has eaten.

(((illo s8-3)))
GRACEFUL STEP

Skill: Alteration
Arcane Knowledge: Animal, Folk
Difficulty: 12
Effect: 18 (+1D+1 to acrobatics, dodge, and sneak/stealth)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 5 rounds (+7)
Casting Time: 1 round (-4)
Other Aspects:
Focused (+5): On target
Gestures (-2): Shake one leg, then the next (fairly
simple)
This spell makes the target graceful for a period of five
rounds, which affects her acrobatics, dodge, and sneak/stealth
attempts and increases them by 1D+1.

POLLEN CLOUD

Skill: Conjuration

Arcane Knowledge: Plant
Difficulty: 14

Effect: 6 (2D of cover modifier)
Range: 3 meters (+3)



Speed: Instantaneous (+3)
Duration: 5 rounds (+7)
Casting Time: 1.5 seconds (-1)
Other Aspects:

Area of Effect (+15): Sphere with radius of 3 meters

Components (-2): Fresh flower bloom (very common,

destroyed)

Feedback (-3): -3 to damage resistance total

Focused (+2): On target

Gestures (-1): Bring bloom to lips and gently blow

(simple)

Incantations (-1): “Belladonna’s breath.” (phrase)

Other Conditions (-1): Spell negated by strong winds

With some minor pain to herself, the mage creates a cloud
of pollen. To cast this spell, she must have a fresh flower,
which she brings to her lips and then blows in the intended
direction. After utteringa simpleincantation, adense cloud of
pollen emerges from the bloom and quickly fills a six-meter-
wide sphere. The pollen cloud is as thick as fog, providing
2D of cover modifier. Under normal conditions, the cloud
dissipates after five rounds. However, in moderately windy
conditions it blows away after two rounds, and heavy winds
prevent the spell from working entirely.

QUICK RELEASE

Skill: Conjuration

Arcane Knowledge: Folk

Difficulty: 10

Effect: 12 (Fast Reactions (R1), +1D toinitiativerolland one
additional free action in each of 3 rounds, with Ability Loss
(R1), only useful with throwing; +2D to throwing)

Range: Self (+0)

Speed: Instantaneous (+0)

Duration: 5 minutes (+13)

Casting Time: 3.5 seconds (-3)

Other Aspects:

Components (-6): Spearhead (common, destroyed)

Focused (+5): On caster

Gestures (-1): Squeeze palms together with spearhead

between (simple)

The caster places a spearhead in his hands and crushes
it between his palms, leaving his hands bloodied and the
spearhead mere dust. Until the blood dries (a period of about
10 minutes), the mage becomes extremely fast at releasing
thrown weapons. This results in +1D bonus to his initiative
roll when wielding thrown weapons. In addition, because
he can release weapons with such amazing speed, he can
make an additional throwing attack in up to three rounds.
This spell provides no benefit when using missile weapons
or firearms.

REVEAL DISPOSITION
Skill: Divination

Arcane Knowledge: Folk
Difficulty: 16

Effect: 24 (willpower/mettle of 8D)
Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 10 minutes (+14)
Casting Time: 2 rounds (-5)
Other Aspects:
Concentration (-2): 10 seconds with willpower/mettle
difficulty of 8

Feedback (-3): -3 to damage resistance totals

Focused (+7): On target

Gestures (-1): Make a gesture of friendship (simple)

Other Conditions (-3): Target must interact with the tar-

get; may only be used on a single sentient being who
understand the caster’s language

This spell is particularly useful by individuals involved in
delicate diplomacy. After meditatingin silence for 10 seconds,
themagewarmlyintroducesherself to theindividual that she
wants to influence. The person must be a sentient being who
understands her language. If the target doesn’t comprehend
her, the spell and her time are wasted. Interpreters aren’t
sufficient, as the spell relies upon personal interaction and
common ground.

When the spell is successfully cast, the mage rolls the will-
power/mettle from the spell against the opponent’swillpower/
mettle. By beating this difficulty, the caster senses the target’s
disposition toward her by seeing a glowing aura around it.
The aura is visible only to the mage. A white light suggests
thetargetis friendly or trusting; a gray-shaded auraindicates
that he is neutral or ambivalent. A shadow falling over the
target indicates he is hostile or has superior standing.

Sincethis spelllasts for 10 minutes, the mage may trackhow
the target’s disposition changes over the course of negotia-
tions, allowingher toknow the effectiveness of her diplomacy
and attempts to change the target’s disposition. Because the
mage can sense the nature of the target’sintentions (positive,
ambivalent, or harmful), she enjoys a willpower/mettle of 8D
when resisting his interaction attempts.

SENSE AILMENT
Skill: Divination
Arcane Knowledge: Animal, Folk
Difficulty: 11
Effect: 17 (medicine/healing of 5D+2)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 minute (+9)
Casting Time: 2 rounds (+5)
Other Aspects:
Component (-5): An egg (very common, destroyed); bowl
of water (ordinary)
Concentration (-2): 10 seconds with willpower/mettle
difficulty of 8
Gestures (-2): Run egg over patient and then crack it open
into the bowl (fairly simple)



This spell allows a mage to tell if a creature suffers from the
effects of poison, disease, or illness. Before casting this spell,
she enters a trance-like state while she runs an egg repeat-
edly over the body of the patient. She then cracks it open
into a bowl of water. Using the skill provided by the spell,
the mage can interpret the egg’s appearance to determine
presence and type of disease, toxin, or injury.

If the egg yoke floats to the surface, the patient is free of
ailments. If the yoke sinks, on the other hand, the creature
is ill and the mage may figure out the cause.

The difficulty to detect the presence of an ailment is 7.
With five to eight result points, the mage understands the
nature of the ailment. With nine to 16 result points, the
caster knows the cure. With 17 or more result points, the
healer figures out the cause.

This spell does not heal a patient of his ailment, nor does
it provide any bonus to healing wounds or injuries.

(((insert illo 1-22 detect illness)))

STICK TO SNAKE

Skill: Conjuration

Arcane Knowledge: Plant, Animal

Difficulty: 23

Effect: 40 (brawling/fighting of 5D; running of 2D; 5D physical
damage; movement equal to result points in meters round
with minimum of 1 meter per round)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 5 minutes (+13)

Casting Time: 1 minute (-9)

Other Aspects:

Component (-5): Along, thin dried stick (ordinary); rattle-
snake tail rattle (uncommon)

Focused (+10): On stick

Gestures (-1): Shake rattlesnake rattle while holding stick

(simple)
Incantations (-2): “Wood to flesh and stick to snake.”
(sentence).

This spell turns a dead branch or other long pieces of thin,
dried wood (arrow shafts, broomsticks, and so on) into a
large and aggressive snake. To cast this spell, the mage must
have one hand on the wood while he shakes a rattlesnake tail
rattle. After reciting the incantation, he drops the stick and
watches as it comes to life as a flesh-and-blood snake.

If provoked, the snake attacks whomever or whatever is
near it. When killed or the spell expires, the snake reverts
back to its original form.

(((llo s8-4)))
STICKY FINGERS

Cantrip
Skill: Alteration
Arcane Knowledge: Folk
Difficulty: 5
Effect: 9 (+2D to sleight of hand)

Range: Self (+0)

Speed: Instantaneous (+0)
Duration: 5 rounds (+7)
Casting Time: 1 round (-4)
Other Aspects:

Components (-4): Ball of wax (very common, destroyed)

Focused (+3): On caster

Gestures (-1): Rub fingers together (simple)

The caster places a small ball of wax in each hand and rubs
his fingers tips together, spreading the wax evenly over his
fingertips. His fingers then become sticky and more nimble,
allowing him to pick pockets, palm objects, and perform
similar actions thatrequire deft motor control with unnatural
ease. As a result, the character gains a sleight of hand bonus
of +2D.

The sticky substance secreted by the character’s fingers is
not strong enough to have any direct application to climbing,
grappling, or any other related action that requires the use
of strength as opposed to mere deftness of hand.

TAKEN ALIVE

Skill: Alteration

Arcane Knowledge: Death, Folk
Difficulty: 15

Effect: 30 (+6D+2 to bluff/con)
Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 4 hours (+21)
Casting Time: 1 minute (-9)
Other Aspects:

Components (-12): Garment made of valuable fabric
(uncommon, destroyed); fire, such as match or lit coal
(very common, destroyed)

Concentration (-3): 25 seconds with a willpower/mettle
difficulty of 9

Focused (+10): On target

Gestures (-1): Inhale smoke (simple)

Unreal Effect (-8): Disbelief difficulty of 13

Other Alterants (+2): Also works unconsciously

Other Conditions (-1): May only be used on those that
understand the concepts of wealth and ransom

While casting the spell, the mage sets on fire a garment

made of valuable fabric, such as a foreign cloth or silk. She



then inhales the smoke while concentrating for almost half
a minute.

Once the castingis complete, the mage (or her desired tar-
get) exudes an aura that makes her enemiesbelieve sheisless
valuable dead than she is alive as ransom. When surrender-
ing, the caster gains a bluff/con bonus of +6D+2 to convince
opponents of her worth and to spare her life by taking her
prisoner, rather killing her. She also may bluff opponents
into believing her inflated worth even when unconscious or
otherwiseincapacitated, as the enemy perceives noble stand-
ing or cultured bearing even in her motionless form.

Of course, the enemywill expect thataransomisforthcom-
ing, and after the spell’s duration expires the captive mage
loses her bluff/con skill bonus and is no longer necessarily
viewed as a valuable commodity.

This spell only affects those that understand the concepts
of wealth and ransom.

TAUNT

Skill: Alteration

Arcane Knowledge: Folk
Difficulty: 11

Effect: 18 (+4D to intimidation)
Range: Self (+0)

Speed: Instantaneous (+0)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:

Focused (+5): On caster

Gestures (-2): Make a contemptous gesture at opponent
(fairly simple)

Incantations (-3): “Is that the best you got?”, followed by
piteous laughter (sentence, offensive)

Other Conditions (-2): May only be used attackers who
understand the caster’s language and can hear the
caster

This spell is cast with a smile that conveys contempt for

an opponent’s abilities, a taunting gesture that urges him to
attack the mage, and an insulting incantation that suggests
nothing but disdain. For a period of a minute thereafter, the
mage improves his initimidation skill by +5D when taunt-
ing his opponents in combat, goading them into anger and
careless action. He adds one-half of the difference between
the difficulty and the initimidation roll to any one attack or
defense attempt (not both) made at Point Blank or Short
range. This bonus works only if the opponent is actively
attacking the mage; the spell provides no bonus to a mage
fighting a creature that is purely defensive and doesn’t want
to fight. In addition, the spell only works against those who
can hear the mage speaking.

VOICE WRACK

Skill: Conjuration
Arcane Knowledge: Folk
Difficulty: 19
Effect: 21 (Hindrance: Hoarse (R7), +3 to difficulties of
actions requiring a voice, such bargain, charm, con, command,
intimidation, languages/speaking, and persuasion)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Focused (+6): On target
Gestures (-2): Rub throat asif sore and then pointat target
(fairly simple)
Incantations (-1): Cough and whisper “steal voice.”
(phrase)
Other Conditions (-2): Limited to those who can speak;
spell has no effect at 1 meter or less from target
The mage rubs his throat as if it’s irritated, then points at
a target and, coughing, whispers a simple incantation. The
spell mutes the subject’s words so that his voice projects as
a mere whisper. Those within a meter of the target can hear
his words as normal, but those beyond that range are hard
pressed to make out a sound. Interactions with those further
than one meter distant are challenging (+3 to related difficul-
ties), because his voice carries no weight or inflection.

WOLFPACK

Skill: Alteration

Arcane Knowledge: Animal
Difficulty: 17

Effect: 9 (+2D to brawling/fighting)
Range: 10 meters (+5)

Speed: Instantaneous (+5)
Duration: 5 rounds (+7)

Casting Time: 1 round (-4)
Other Aspects:

Components (-10): Something from the type of animal
with which she wants to communicate (very common);
tuff of wolf fur (uncommon, destroyed)

Focused (+3): On targets

Gestures (-2): Toss wolf fur at target creatures while
holding the component of the animals to be affected
(fairly simple)

Incantations (-2): “Fight like the wolf!” followed by a wolf-
like howl (phrase, loudly)

Multiple targets (+24): 8 targets

Other Conditions (-1): Animals affected must outnumber
their opponents

To cast the spell, the caster must have something from the

type of animal to be affected (feathers from abird, shed snake
skin, hairs from a horse’s mane), as well as a tuff of wolf fur.
Upon uttering the incantation, the wolf fur is released and
is instantly consumed by magical fire.



This spell can be used on any animal or monster, but
sentient beings are unaffected. The target creatures must
also outnumber their opponents, because the rabid wolf-
like tactics induced by this spell depend upon the ability
to outflank and overwhelm their enemies. For five rounds,
all affected creatures fight with a ferocity and cunning that
provides them a brawling/fighting bonus of +2D.

((([Begin Sidebar] — goes anywhere in vitomancy
section)))

WAYWARD PRACTICES OF THE SAVAGE
PEOPLES OF THE NORTHWEST COAST

Description/History: This 200-page book was
originally published back in the 1880s, though later
handwritten notes surround much of the text. The
book itself was a treatise on the rites of various Indian
tribes inhabiting the British Columbia and Alaska
coasts, written by one Jonathon Whitelock. It’'sarather
bland treatise. More interesting, for arcane scholars,
is the handwritten portions that detail specific rituals
and spells.

The handwritten portions were set down by a dab-
bler in the arcane who went by the name of “Klondike
Ike” (actually, Ichobad Cranston), buthe never finished
his work: It was 1898. The gold stampede was on, and
Klondike Ike went to make his fortune. With hiswealth,
he’d publish his book and reveal his knowledge to the
world. But he never returned. The legend is that he
perished in an avalanche, buried several meters deep
in ice and snow.

Contents: The book contains a myriad of spells, all
cloaked under the guise of Indian rituals and prayers.
The spells appearing in the D6 Fantasy or D6 Adventure
Rulebook are communicate with animals (“Commune
with Spirits of Our Forest Brothers”), meal or feast
(‘Nootka Blessing’), and scrying (“Asin’s Wisdom”).
Spells appearing in D6 Magic include animal loyalty
(“Friendship of Our Forest Brothers”),asp arrow (“Arrow
of Sisiutl”), gnawing hunger (“Crying Stomach”), sense
ailment (“Ritual of Chulyen”), and stick to snake (“Sisiutl
in Wood”). Gamemasters may include any other spells
they desire.

Protections: If the book is pried from the cold,
lifeless grip of Klondike Ike, the ominous rumblings of
an impending avalanche can be heard. Unless escape
isimmediate and swift, Klondike Ike may have eternal
company in his frozen grave.

Languages: The book is written in sloppy English,
but much of the handwritten notes use Indian words
and references that Klondike ke was presumably

familiar with but that most readers would find com-
pletely alien.

Reading Period/Difficulty: The difficulty to deci-
phereach spellisa Moderate languages/reading/writing
roll and takes about 12 weeks.

((([End Sidebar])))

PHOTOMANCY

AURA OF VISIBILITY

Skill: Alteration

Arcane Knowledge: Light

Difficulty: 10

Effect: 12 (negates up to 4D of darkness modifier)
Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 5 rounds (+7)

Casting Time: 2.5 seconds (-2)

Other Aspects:

Components (-6): Owl feather (common, destroyed)

Focused (+3): On target

Gestures (-2): Wave feather before his eyes while looking

at intended target (fairly simple)

Incantations (-2): “Lift the shroud of darkness that Imight

see my enemy” (sentence)

With an intended target in sight and not more than 10
meters distant, the magic user waves an owl’s feather before
his eyes several times and utters an incantation. The feather
isthen consumedin abrilliant, momentary flash of fire. Now
the target creature is bathed in an aura of shimmering white
light that only the magic user can see. The aura is so bright
thatit negates up to -4D of darkness modifier (including the
effects of fog, smoke, and mist), allowing the mage to see
and attack the creature without penalty in even the most
complete darkness.

((Gllo s5-1)))
BLUR

Skill: Alteration
Arcane Knowledge: Darkness, Folk
Difficulty: 11
Effect: 18 (Blur (R2) Special Ability).
Range: Self or 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:

Focused (+5): On target

Gestures (-1): Wipe palm over eyes (simple)

Unreal Effect (-5): Disbelief difficulty of 13

With a casual swipe of a hand over his eyes, the mage
(or his chosen target) becomes indistinct to the naked eye
by bending light over his form. For a period of one minute,
the mage adds 2 to his dodge, stealth/sneak, and hide totals,
as +2 to all default search, tracking, investigation, and attack
difficulties against the mage. As this is an illusory spell,



characters may disbelieve the effects with a mettle/willpower
roll of 13. Those who succeed are thereafter able to see the
mage distinctly.

GLOWING EYES

Skill: Conjuration
Arcane Knowledge: Light
Difficulty: 16
Effect: 6 (Infamy (R2), feared by most because of glowing
eyes)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 4 hours (+21)
Casting Time: 2 round (-5)
Other Aspects:
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8

Focused (+5): On target

Feedback (-3): -3 to damage resistance total

With aminimal amount of pain to himself, the caster curses
a target with glowing eyes, thereby giving the creature the
look of that which is demon possessed or otherwise infernal
in nature. This makes it extremely difficult for the afflicted
to interact successfully with other beings, as people become
ill at ease by his unnatural appearance. The target has no
means of knowing that he has been cursed except perhaps
by looking in a mirror or other reflective surface.

In some cases, the spell may actually incur a bonus. If
the mage wanted to pass himself off as a demon or use it
against extremely superstitous folk, for example, it might
provide some minor skill total bonuses (determined by the
gamemaster).

HoLY LIGHT

Skill: Conjuration

Arcane Knowledge: Light

Difficulty: 35

Effect: 45 (Hindrance: Blindness (R15), +5 to difficulties of
all sight-dependent actions)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 minute (+9)

Casting Time: 3.5 seconds (-3)

Other Aspects:

Gestures (-2): With head titled back and eyes closed as if
basking in the sun’s warmth, extend arms out to the
sides (fairly simple)

Incantations (-3): “The sun abhors darkness, and evil cowers
from the light that is goodness.” (sentence, loud)

Multiple Targets (+15): Up to 5 targets

Other Conditions (-2): Only affects evil or undead beings
who can see the caster

When cast, the magic user creates a bright flare of light

that seems to emanate from his being. Up to five evil or

undead targets within range and looking at the caster are
blinded by this light. All sight-based actions for the affected

increase by +5 for one minute.

LIGHT CHEST

Skill: Conjuration

Arcane Knowledge: Light, Dimension
Difficulty: 20

Effect: 18 (Armor Value of 6D, physical only)
Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 week (+29)

Casting Time: 3.5 minutes (-12)

Other Aspects:

Area of Effect (+5): Cuboid with height of 1 meter and
sides of 2 meters

Components (-12): Crystal cube (very rare, destroyed);

small glass disc (very common)
Concentration (-2): 5 seconds with a willpower/mettle
difficulty of 8

Focused (+9): On glass disc

Gestures (-2): Hold crystal cube and disk in outstretched
hands to catch the light, then place it at feet (fairly
simple)

Incantations (-2): “Chest of light, secure what’s mine by

right.” (sentence)

Variable Duration (+8): On/off switch with password set

by mage

Other Alterants (+2): Can be carried; resistant to adverse

environmental conditions (dust, rain, heat, etc.)

Other Conditions (-1): A source of illumination is pres-

ent

The magic user casts this spell on a glass disc and a finely
crafted cube of crystal, which is destroyed and replaced by a
chest of radiant light. The chest had no weight, but its walls
and lid are solid and it can be moved.

When the spellis cast, the mage selectsa password, and the
chest cannot be opened by any creature, including the mage,
unless the password s first spoken. Efforts atlockpicking are
futile. Anyitem, or combination of items, measuringless than
four cubic meters can be stored within the magical chest.



The chest lasts for one week and then disappears, leaving
behind the glass disk and any items that had been stored
within.

LIGHT RAM

Skill: Conjuration

Arcane Knowledge: Light, Inanimate Forces

Difficulty: 17

Effect: 33 (4D physical damage; Reduced Attribute: Agility/
Reflexes (R7), -2D to the attribute)

Range: 15 meters (+6)

Speed: Instantaneous (+6)

Duration: 1 round (+4)

Casting Time: 1.5 seconds (-1)

Other Aspects:

Components (-7): Horn or tusk of a charging animal (com-

mon); tuff of wool (very common, destroyed)

Countenance (-1): Mage appears drained and winded

Feedback (-3): -3 to damage resistance totals

Gestures (-2): Tuff of wool is released into the air and the

horn violently shaken at the target (fairly simple)

Incantations (-1): “Unleash the might of light.” (phrase)

Other Alterant (+1): Effect appears as a powerful, charg-
ing animal

To cast this spell, the mage releases a tuff of wool into the
air (whichis subsequently consumed by flame), shakesaram’s
hornatanindividual target, and utters a simple incantation.
Immediately thereafter, a shimmering mass of glowing light
appears, which vaguely discernible as a ram (or, in cultures
where more appropriate, a bull, bison, elephant, or other
powerful animal known for charging enemies). When this
unleashed force strikes a target within 15 meters, it deals
4D damage.

The force of the blow is overwhelming; targets hit by the
spell feel as if they have indeed been impacted by a raging
ram and are staggered, if not thrown back. As a result, a
character struck by the spell is also subject to a 2D penality
to Agility/Reflexes-related actions until the target’s turn in
the next round.

In addition to being used as a weapon, light ram can also
be used to batter down doors it strikes. This is particularly
handy during dungeon and building explorations.

The mage must succeed with a marksmanship/firearms or
apportation roll to hit the target.

((Gllo s5-2)))

LIGHT SHOW

Skill: Alteration

Arcane Knowledge: Light

Difficulty: 14

Effect: 16 (lights with charm/persuasion of 5D+1)
Range: 60 meters (+9)

Speed: Instantaneous (+9)

Duration: 1 minute (+9)

Casting Time: 1 round (-4)

Other Aspects:

Components (-8): Jar of fireflies or similar glowing insects
(uncommon, destroyed)

Gestures (-2): Point finger at target and release fireflies
(fairly simple)

Incantations (-1): “Watch and be amazed.” (phrase)

To cast this spell, the mage musthave ajar ofliving fireflies
orsimilarinsects. He simply says afewwords of power, points
afingeratthetarget, andreleases the fireflies (which die upon
the spell expiring). For a period of one minute, the fireflies
become flashing, dancing orbs of glowing light, many times
greater in intensity than normal and far more enthralling.
Should the target fail an opposed interaction roll against
the light’s charm/persuasion of 5D+1, the target of the spell
is compelled to do nothing but watch them.

If the entranced creature is harmed, it recovers its senses
and is no longer affected by the spell.

MASS LIGHT SHOW

Skill: Conjuration
Arcane Knowledge: Light
Difficulty: 24
Effect: 15 (lights with charm/persuasion of 5D)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area of Effect (+20): 10-meter radius circle
Components (-8): Jar of fireflies or similar glowing insects
(uncommon, destroyed)
Gestures (-2): Point finger at target and release fireflies
(fairly simple)
Incantations (-2): “Watch and be amazed, one and all”
(sentence)

After saying a few words of power and pointing a finger at
the center of the intended 10-meter circle area of effect, she
releases the fireflies (which die upon the spell expiring). For
aperiod of one minute the fireflies become flashing, dancing
orbs of bright, enthralling light. All living creatures within
the area of effect must make an opposed interaction roll
against the spell’s charm/persuasion of 5D or be compelled to
donothingbutwatch them. Harming any entranced creature
breaks the spell.

NIGHT VIGILANCE

Skill: Alteration

Arcane Knowledge: Darkness
Difficulty: 15

Effect: 18 (+4D to search)

Range: Self or target within 1 meter (+0)
Speed: Instantaneous (+0)

Duration: 4 hours (+21)

Casting Time: 1 round (-4)

Other Aspects:



Components (-8): Owl’s eye (uncommon, destroyed)

Focused (+7): On target

Gestures (-2): Pass the owl eye over the eyes of the tar-

get

Incantations (-1): “See better.” (phrase)

Other Conditions (-1): Can only be cast at night

This spell uses an owl’s eye to increase the nighttime
vigilance and acuity of a single individual. The mage utters
a short phrase while passing the component over the eyes
of the intended target. When the spell is cast, the owl’s eye
turns to dust.

The subject of this spell becomes extremely attuned to the
night and unusually aware of his surroundings for a period
of four-hours. During this time, the character gains a search
bonus of +5D. However, this spell in no way reduces the need
for sleep or the negative effects resulting from lack of rest.
The target of the spell must still sleep 4+ hours or suffer the
effects of fatigue.

NYCTOPHOBIA

Skill: Conjuration
Arcane Knowledge: Darkness, Folk
Difficulty: 19
Effect: 9 (Quirk (R3), nyctophobia with Very Difficult will-
power/mettle roll to overcome)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 10 minutes (+14)
Casting Time: 2 round (-5)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8

Focused (+4): On target

Feedback (-3): -3 to damage resistance total

Other Conditions (-1): Limited to sentient beings

Though the caster of this spell endures some pain to her-
self, she curses a person with a severe case of nyctophobia
(fear of the dark or night) for 10 minutes. Characters that
are overcome by their fright dissolve into quivering wrecks.
They can take no actions until the darkness is eliminated or
they’re removed from the darkened environment (at which
point they may make another attempt to overcome the
fright using willpower/mettle or the default attribute). The
expiration of the spell’s duration immediately returns the
target to normal.

(((illo 5-3)))

SHADOW SURFACE

Skill: Conjuration

Arcane Knowledge: Darkness

Difficulty: 27

Effect: 20 (difficulty to view hidden area or dispel darkness
shrouding it)

Range: 2.5 meters (+2)

Speed: Instantaneous (+2)

Duration: 1 year (+38)

Casting Time: 1 hour (-18)

Other Aspects:

Area of Effect (+18): Sphere with 3-meter radiusand shape
decided on at casting

Components (-4): Stick of charcoal (very common,

destroyed)

Countenance (-1): Caster develops dark rings under eyes

during casting time

Gestures (-2): Outline the area of effect with charcoal

(fairly simple)

Other Conditions (-2): Limited to areas continuously in

darkness or shadow

Shadow surface allows a mage to create illusionary walls,
floors, ceilings, or other surfaces out of darkness. To cast
it, the wizard outlines the illusionary surface’s dimensions
with a charcoal stick.

The surface appears absolutely real when viewed, but
physical objects may pass through it effortlessly. The spell
is often used to mask doors, pits, or traps within tombs,
fortresses, or other areas intended to be secure. Touch or
probingsearches alwaysreveal the true nature of the surface,
though they do not cause the illusion to disappear. The only
means by which the illusion might be removed, save for its
duration expiring, is by exposure to a light source strong
enough to negate it.

SHROUD OF SHADE

Skill: Conjuration

Arcane Knowledge: Darkness, light, entity
Difficulty: 10

Effect: 12 (Armor Value of 4D, physical only)
Range: Self or target within 1 meter (+0)
Speed: Instantaneous (+0)

Duration: 2.5 hours (+20)

Casting Time: 1 round (-4)

Other Aspects:

Components (-8): Fragment of a funeral shroud from an
occupied grave (uncommon, destroyed).

Gestures (-1): Hold shroud fragment over the target’s
head (simple)

Focused (+6): On target

Incantations (-2): “Dark force rising, protect thee from
the light.” (sentence)

Other Conditions (-3): Limited to those creatures physi-
cally harmed by exposure to sunlight or bright light;
only protects against light

Typically, this spell is used on vampires and demons. By

holding a fragment of a burial shroud over herself or another
being within a meter range, the caster creates an ethereal
shroud that protects the target from the damaging rays of
the sun. The shroud appears as a dark and filmy cape and
hood that covers the target’s entire body. As a result, the
target is nearly immune to the effects of normal sunlight
for a short time and might walk about unaffected, a valuable
boon for vampires.

At the time of casting, the mage can convert the result

points from the casting into a bonus to protection or dura-
tion. Convert the bonus points put into the effect into dice



and pips of Armor Value (three points per die; one point
per pip). Use the “Spell Measures” chart in the D6 Fantasy
or D6 Adventure rulebooks to determine the addition to the
duration in seconds.

SIGHT OF DARKNESS

Skill: Conjuration

Arcane Knowledge: Light, darkness

Difficulty: 20

Effect: 9 (Infravision or Ultravision (R3), negates up to 6
points of modifiers for dim or dark conditions)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 day (+25)

Casting Time: 1 round (-4)

Other Aspects:

Components (-2): Flint and tinder (common)

Feedback (-3): -3 to damage resistance total

Focused (+6): On target

Incantations (-1): “See.” (phrase)

By the magic user sacrificing some of her life energy, she
grants a target with 24 hours of three ranks in Infravision
or Ultravision (which the caster chooses before casting the
spell). See the description of this Special Abilities in the
“Character Options” chapter for more details.

SINISTER PALL

Skill: Alteration
Arcane Knowledge: Darkness
Difficulty: 11
Effect: 18 (+4D to intimidation)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:

Gestures (-2): Scowl darkly and clench fists menacingly

(simple, offensive)

With a scowl and general menacing countenance, the
caster improves her intimidation skill for one minute. Her
features become shadowed and sinister, like the villain from
a horror movie. People are naturally unsettled by the cast-
ers appearance and therefore more prone to bending to the
force of his will.

(((illo s5-4)))

SNIPER LIGHT BEAM

Skill: Alteration

Arcane Knowledge: Light
Difficulty: 10

Effect: 18 (+4D to one targeting skill)
Range: Self (+0)

Speed: Instantaneous (+0)
Duration: 1 minute (+9)

Casting Time: 3.5 seconds (-3)
Other Aspects:

Gestures (-2): Run trigger finger down thelength of weapon
(fairly simple).

Other Conditions (-2): May only be used with a single
direct-fire, self-powered projectile weapon, such as a
crossbow or a gun

Thisspell createsalightbeam that extends down the sights

of a projectile weapon, effectively serving as a sniper’s laser
sight. This improves the mage’s related ranged combat skill
when using that weapon for a period of one minute. This
bonus cannot be used with weapons that depend strength
for their power, such as bows or slings.

STUNT PLANT

Skill: Alteration

Arcane Knowledge: Darkness, Plant

Difficulty: 10

Effect: 5 (reduce movement difficulty modifiery by up to
-5)

Range: Self (+0)

Speed: Instantaneous (+0)

Duration: 3.5 minutes (+12)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+10): 5-meter-radius circle

Countenance (-1): Caster takes on a gray pallor

Focused (+3): On caster

Gestures (-2): Spread handsinintended direction and lower

as if pressing down on something (fairly simple)

Incantations (-3): “Diminish, plants! Shrivel and die!”

(sentence, loud)

The caster literally presses back plant life before her,
diminishing or even killing them through the deprivation
of light. All plants require light to grow. The effect lasts for
three and a half minutes. Vegetation (grasses, briars, shrubs,
trees) within five meters of the caster shrink a quarter of its
normalsize eachround, becominglessbushyand entangling.
This allows for freer movement within the area of effect.

Assuming plants haven’t died completely, they begin to
slowly rejuvenate as soon as the spell is complete, growing
as per normal for the plant species in question. Trees may
take years or even decades to return to their previous state,
while grass may require only a few weeks.

SUN SCOURGE

Skill: Conjuration
Arcane Knowledge: Light, Fire
Difficulty: 16
Effect: 9 (Achilles’s Heel (R3), 5D damage and +20 to survival
and stamina difficulties in desert environments each day the
character is in the sun — values are not cumulative)
Range: Touch (+0)
Speed: Instantaneous (+0)
Duration: 1 week (+29)
Casting Time: 1 round (-4)
Other Aspects:

Components(-4): Ashes of creature desiccated by the sun
(uncommon)



Feedback (-2): -2 to damage resistance totals
Focused (+7): On target
Gestures (-2): Raise arms toward the sun and sprinkle the
ashes to the wind (fairly simple)
Incantations (-2): “Like a scythe, O mighty sun; cut down
thy enemies.” (sentence)
Other Conditions (-2) Can only be cast when the sun is
visible
The mage makes an offering of ashes to the sun and calls
upon its power, which she channels through her body. Then,
with a minimal amount of pain to herself and a simple
touch, the caster inflicts pain to an opponent as if he were
being burnt by the sun’s searing rays. It also makes him
unusually susceptible to the harsh effects of the sun. If the
victim opposes the touch —as most aware and able-bodied
beings would — the mage must make a successful brawling/
fighting attack.

SUN CAGE

Skill: Conjuration
Arcane Knowledge: Light
Difficulty: 31
Effect: 37 (15 for resistance total of bars; negates up to 4D
of darkness modifier)
Range: 25 meters (+7)
Speed: Instantaneous (+7)
Duration: 1 hour (+18)
Casting Time: 1 minute (-9)
Other Aspects:

Area of Effect (+15): Sphere with a radius of 3 meters

Gestures (-3): Mime escaping from a cell with eyes squinted

asif blinded by glaring light, then point at target (com-
plex; acrobatics roll with difficulty of 11)

Unreal Effect (-10): Disbelief difficulty of 13

Light cage traps a target in a prison of magical sunlight.
After miming escapingfroma cell and indicating theintended
target, the mage must make a marksmanship/firearms or ap-
portation roll that beats the combat difficulty for the target.
If she succeeds, the targetis trapped in a sphere with a radius
of three meters. (Creatures larger than that cannot be con-
fined by this spell.) The cage glows radiantly, bright enough
to illuminate within one meter in all directions.

The result point bonus plus 15 serves as the damage resis-
tance totals of the bars. The target can disbelieve and thus
free himself by generating a disbelief total of 13.

TURN TO SHADOW

Skill: Conjuration

Arcane Knowledge: Darkness

Difficulty: 16

Effect: 33 (Intangibility (R1), +3D to damageresistance total
against physical attacks and movement is halved; Invisibil-
ity (R3), +3 to dodge, sneak/stealth, and hide: self totals and
+3 to search, tracking, investigation, and attack difficulties
against target)

Range: Self (+0)

Speed: Instantaneous (+0)

Duration: 5 rounds (+7)
Casting Time: 3.5 minutes (-12)
Other Aspects:
Components (-2): Dark clothes (very common)
Concentration (-1): 3 seconds with willpower/mettle dif-
ficulty of 7

Focused (+8): On target

Other Conditions (-1): Must be immersed in darkness or

shadow during casting time

To cast this spell, the mage must be wearing dark clothes
and devoid of any shiny objects that would catch and reflect
light. He must also be immersed in darkness or shadow at
the time of casting. The darkness need not be absolute; even
ashadowy corner of aninn’s common roomis enough. When
the spell is cast, the mage transforms himself into a living
shadow. He has no mass and therefore makes no noise and
leaves no track of his passage, moves at half his normal rate,
may assume any general shape (though details are not pos-
sible), and may flow through tiny openings.

Because he is insubstantial, most physical attacks pass
right through the mage. However, he in turn cannot attack
in this form, nor can he speak or uses spells that require
biological conditions (incantations, for example, or handling
of material components).

VEIL OF DARKNESS

Skill: Conjuration
Arcane Knowledge: Folk, Darkness
Difficulty: 12
Effect: 12 (+4D darkness modifier)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 5 rounds (+7)
Casting Time: 2.5 seconds (-2)
Other Aspects:
Countenance (-1): The mage looks drained, with dark
rings around eyes
Focused (+3): On target
Gestures (-2): Cover eyes with a hand, then a throwing
mostion at a target (fairly simple)
Incantations (-3): “You see NOTHING!” (sentence, loud)
Themage covershiseyeswithahand, drawing energy from
within himself, and then throws a ball of pure darkness at a
target. He must make a marksmanship/firearms or apporta-
tion roll to hit the target, and may throw the spell up to 10
meters distant. Hit targets find themselves blinded by a veil
of darkness that covers their eyes, imposing a +4D darkness
difficulty modifier on all relevant actions performed by this



creature for a period of 25 seconds. The bolt of darkness must
be fired in the same round that the mage casts the spell.

VENGEFUL VOID

Skill: Conjuration
Arcane Knowledge: Darkness, Water
Difficulty: 24
Effect: 45 (brawling/fighting of 4D; lifting/lift of 5D; 6D
physical damage)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 3 rounds (+6)
Casting Time: 1 round (-4)
Other Aspects:

Gestures (-1): Point at an intensely dark area (simple)

Incantations (-3): “Rise, darkness, and avenge me. I com-

mand it.” (sentence, loud)
Other Conditions (-3): A void of darkness in an otherwise
illuminated environment

To cast this spell, avoid of darkness or dense shadow (such
as a deep pit, a nonilluminated dungeon room, or a shadowy
alley) must be present. The mage then shouts some words of
power and points toward the black spot. Through this spell,
the mage animates the darkness of the void into a tidal-wave-
like mass that strikes down upon opponents with rage. The
darkness grabs an opponent within five meters brawling/fight-
ing of 4D and inflicts 6D damage. Once captured, the target
is dragged back into the depths of the monster on the next
round, though the opponent may attempt to escape thevoid’s
lifting/lift of 5D. Those dragged into the void obviously must
contend with whatever dangers might lurk within (falling
damage from a pit, for example). Additionally, the darkness
inflictsitsnormal damage on the trapped creature. Creatures
trapped within the darkness feel as if they are drowning and
being crushed by the pressures of deep water.

(((llo $5-5)))
WALL OF RADIANCE

Skill: Conjuration

Arcane Knowledge: Light

Difficulty: 15

Effect: 18 (negates up to -4D of darkness modifier; provides
+2D cover modifier)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 3.5 minutes (+12)

Casting Time: 1 round (-4)
Other Aspects:

Area Effect (+6): Circle with radius of 3 meters

Components (-10): A handful of crystal shards (uncom-

mon, destroyed); lit candle (very common)

Gestures (-2): Throw crystals into air and blow the flames

of a candle toward them (fairly simple)

The magic user throws a handful of crystal fragments in
the direction in which he wishes to create the wall of radi-
ance. Then he blows the flames of a lit candle into the falling
shards. A shield-like wall of shimmering whitelight measuring
three meters in diameter appears at a distance of up to 10
meters from the caster.

The wallis immobile and remainsin that position for three
and a half minutes. The light is so brilliant that it negates
up to 4D of darkness modifier within one meter. Its bright-
ness provides a +2D cover modifier against anyone attacking
from the other side of the barrier. The wall does not offer
any physical barrier to attack or movement.

(((IBEGIN SIDEBAR — MAY GO
ANYWHERE IN PHOTOMANCY
SETCION])))

DO NOT DISTURB

A small, digest-sized book, this tome smells of mold
and the pages feel damp and cold. Anyone leafing
through the book finds the scent of decay transfers to
their fingers for the next 1D hours (resulting in a +1
difficulty modifier to relevant interactions rolls due to
the stench). Their fingers also feel numb with cold for
the same duration (+1 difficulty modifier for relevant
difficulties).

The book belonged to Theresa Silva, a Portuguese
nun who was seduced by the devil and subsequently
began delving into the dark arts. After she found this
tome, she locked herself in her quarters and secluded
herself. In her room, she died, still poring over this evil
tome. Some say she died of starvation; others avow it
was the book itself that killed her. In either event, it
was her obsession with the book and the secrets that
it contained that was Theresa’s undoing.

Contents: This flimsy spell book contains only a
few spells, all of which are have infernal names. These
include fear (“Song of Abigor”), scrying (“Vision of
Ahriman”), and sense past (“Balam’s Sign”) from the D6
Fantasy or D6 Adventure Rulebooks, as well as shroud of



darkness (“Vestments of the Order of the Fly”), shroud
of shade (“Shetan’s Shroud”), sinister pall (“Darkness
Embraced”), and Turn to Shadow (“Skin of Flauros, the
Black Leopard”).

Protection: Anyone who so much as reads a single
page of the book becomes obsessed with learning its
secrets. He'll spend every available moment studying,
to the detriment of everything else in his life. At the
same time, he becomes extremely protective of it, sure
thateveryone wants to take it from him or prevent him
from unlocking its mysteries. As a result, the reader
acquires paranoiaand dependency (bothrank 3 Quirks
— the character does not receive points for these).
Little does anyone know that, even in death, Theresa
remains jealously protective of the book. Her ghost is
tied to it, and she tries to feed the reader’s fears until
he destroys himself as she once did.

Reading Period/Difficulty: The spells recited in
the text are universally incorrect in minor but crucial
details. Asaresult, thereading periodis extremelylong
for such a small tome (13 weeks) and the languages/
reading/writing difficulty level is similarly high (15).

((([End Sidebar] )))

PEREGRINATION

ALTER GRAVITY

Skill: Apportation

Arcane Knowledge: Inanimate Forces
Difficulty: 12

Effect: 12 (moves up to 250 kilograms)
Range: Self (+0)

Speed: Instantaneous (+0)

Duration: 1 hour (+18)

Casting Time: 1 minute (-9)

Other Aspects:

Focused (+6): On caster

Gestures (-2): Point up and then down (fairly simple)

Incantations (-1): “Alter.” (phrase)

With this spell, a magic user can walk on walls or ceilings
by changing the direction of gravity for herself. Each time
she wishes to change direction, she merely needs to say,
“Alter.”

(((insert illo s4-1 alter gravity)))

BEACON

Skill: Alteration

Arcane Knowledge: Enchanted

Difficulty: 13

Effect: 18 (+4D towillpower/mettlewhen bead used as planar
homing beacon)

Range: Touch (+0)

Speed: Instantaneous (+0)

Duration: 1 day (+25)

Casting Time: 1 hour (-18)

Other Aspects:

Components (-2): Glass bead (very common)
Concentration (-6): 1 hour with willpower/mettle difficulty
of 12

Focused (+8): On glass bead

This spell serves little purpose on its own, but when used
in conjunction with the shift planes spell (or a similar spell),
it gives the caster +4D to her willpower/mettle roll when
attempting to return from another plane. The same magic
user must cast both spells, as the spells are attuned to her
senses.

So long as the glass bead remains in the originating
dimension, the bonus is granted to the caster. If the glass
bead is destroyed or shifted to another plane, then all trace
of it is lost.

BECKON CREATURE

Skill: Apportation
Arcane Knowledge: Animal, entity, folk
Difficulty: 36
Effect: 24 (compared to roll of target’s willpower/mettle or
governing attribute)
Range: 10 kilometers (+20)
Speed: Instantaneous (+20)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Components (-1): Fur, feather, or tooth (ordinary)
Gestures (-1): Welcoming gestures (simple)
Incantations (-1): “Arrive.” (phrase)
Variable Movement (+5): Bending/unseen target
Any creature of the gamemaster’s choice, or randomly
determined, can be called upon with this spell. The effect’s
value plus the spell’s result point bonus is compared to a roll
of the target’swillpower/mettle (or the governing attribute) to
seeifthe spell successfullylatches on.If it does, the beckoned
beast arrives instantly — and, if the caster can convince it,
to assist her in combat for the duration of the spell.

BIND REALITY

Skill: Alteration
Arcane Knowledge: Dimension
Difficulty: 35
Effect: 27 (compare to spell total of dimension-hopping
spell)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 2.5 hours (-20)
Other Aspects:
Area Effect (+50): Sphere with radius of 10 meters



Concentration (-6): 1 hour with willpower/mettle difficulty
of 12
Gestures (-2): Make an encompassing gesture (fairly
simple)
Other Alterant (+1): Sphere glows when triggered
Other Conditions: (-5): Difficult scholar roll to recall infor-
mation about the protected dimension
With this spell, a magic user can seal a 10-meter sphere,
preventing the opening or portals going to or coming from
other planes. Any caster or creature attempting to open a
gateway or shift into the affected area of this spell must
overcome the value of this spell’s effect. Any unsuccessful
attempt to get in or out warns the caster with a glow on the
sphere. This spell is useful when trying to prevent a prisoner
from escaping, or an unwanted entity from entering a given
location.

BLUR BARRIERS

Skill: Conjuration

Arcane Knowledge: Dimension

Difficulty: 33

Effect: 36 (+1D difficulty modifier to physical and mental

attributes)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 5 minutes (+13)

Casting Time: 1 minute (-9)

Other Aspects:
Area Effect (+20): Sphere with radius of 4 meters
Concentration (-3): 1 minute with willpower/mettle dif-

ficulty of 9

Gestures (-1): Wiggle fingers on one hand (simple)

For a short period of time, the magic user forms a nexus
of dimensions. If successful, the caster weakens the barriers,
resultinginnothing functioningasitnormally does.Thenatu-
ral, physicallaws of the occupied dimension become unstable.
Everyone within the area of effect is subject to an increase in
the difficultiles of all physical and mental actions.

CONTACT ENTITY
Skill: Divination
Arcane Knowledge: entity, dimension
Difficulty: 13
Effect: 61 (4D languages/speaking in the language of the
target entity; 49 compared to planar distance)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 minute (-9)
Other Aspects:
Concentration (-3): 1 minute with willpower/mettle dif-
ficulty of 9
Other Conditions (-3): Mustbeknowledgeable of the entity
to be contacted, which requires a scholar roll of 11
Provided that the caster has some knowledge of the entity
or type of entity she wishes to contact, it’s possible to open a
channelto thatbeing. If the spellis successful and the distance

to the entity’s location has a planar value of 49 or less, the
caster gains 4D languages in the language of the target. This
only lasts for the duration of the spell.

Contacting a creature from another plane does not guar-
antee that it is willing to communicate. Convincing it is left
to the caster.

DECREASE GRAVITY

Skill: Alteration
Arcane Knowledge: inanimate forces
Difficulty: 34
Effect: 30 (Hindrance: Low Gravity (R5), +5 to acrobatics,
brawling/fighting, and melee combat difficulties; Skill Bonus:
Low Gravity (R5), +5 to lifting/lift, running, and throwing
totals)
Range: 15 meters (+6)
Speed: Instantaneous (+6)
Duration: 1 minute (+9)
Casting Time: 2 rounds (-5)
Other Aspects:
Area Effect (+25): Sphere with radius of 5 meters
Concentration (-2): 2 rounds of concentration with will-
power/mettle difficulty of of 8

Gestures (-1): Clench fist and point (simple)

Incantations (-1): “Light.” (phrase)

At the indicated site, the caster decreases gravity for a
10-meter wide area. This causes certain physical actions to
receive modifiers to their difficulties or totals (see the “effect”
description for details).

Asthisisamagical adjustmentin gravity, it does not affect
victims in exactly the same way as a normal loss of gravity.
Furthmore, anyone or anything leaving the area of effect
loses any modifiers given by the spell.

DIMENSIONAL GAP

Skill: Conjuration

Arcane Knowledge: dimension
Difficulty: 41

Effect: 21 (7D physical damage)
Range: 40 meters (+8)

Speed: Instantaneous (+8)
Duration: 1 round (+4)
Casting Time: 1 round (-4)
Other Aspects:

Area Effect (+50): Hemisphere with radius of 10 meters

Components (-1): Two rocks (ordinary)

Concentration (-3): 1 round with willpower/mettle at dif-

ficulty 9
Gestures (-2): Slam the components against each other
(fairly simple)

When the caster brings the components of the spell
together, the targeted location makes a dimensional gap in
the earth, creating a large hole in the ground. The shape is
spherical, thereby causing vehicle or creatures at the edge to
roll down the side into the center. Should the gap be created
directly beneath a creature, it drops straight down, suffering
7D damage. Damage to those who are not at ground zero



is reduced accordingly by the area effect rules discussed in
the “Magic” chapter of the D6 Adventure and D6 Fantasy
rulebooks.

When the hole disappears, anything that fell into the pit
is now in a heap on the mysteriously whole ground.

DIMENSIONAL SURVIVAL

Skill: Alteration
Arcane Knowledge: dimension, folk
Difficulty: 26
Effect: 18 (Atmospheric Tolerance (R2); Environmental
Resistance (R2))
Range: Self or within 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+10): Circle with radius of 5 meters
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Focused (+8): On caster
Other Conditions (-4): Mustbe knowledgeable of the plane
inwhich the morphed characters are to travel, requiring
a scholar roll of 15
All who are affected by this spell are transformed physi-
cally so they can survive on a hostile dimension. Once the
spell is successfully cast, it operates upon all who are within
five meters of the mage, giving them half the ranks in the
Special Abilities as the caster. Anyone who leaves the circle
of influence loses the immunity and cannot regain it simply
by getting close the mage again.

ENERGY BARRIER

Skill: Conjuration
Arcane Knowledge: inanimate forces
Difficulty: 30
Effect: 13 (Armor Value of 4D+1, physical only)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+40): Circle with radius of 20 meters
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 6
Gestures (-1): Point at the spot where the barrier is to be
formed (simple)
Feedback (-3): -3 to damage resistance total
The mage can alter the forces that bind and form the
dimension in which she dwell, shifting them to her will.
By simply pointing and concentrating, the mage creates a
barrier providing 4D+1 protection from attacks. All beings
and objects behind the 20-meter area gain this advantage,
combining with existing armor. Of course, the limitation
to this spell is that the defense is 2 dimensional. Once cast,
barrier cannotberelocated or altered, allowing for opponents

to readily move around the side — providing they known
enough to do this.

ETHEREAL

Skill: Alteration
Arcane Knowledge: dimensions
Difficulty: 18
Effect:15 (Intangibility (R1), +3D to damageresistance total
against physical attacks and movement is halved)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 10 minutes (+14)
Casting Time: 3 rounds (-6)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 6

Focused (+5): On target

When cast upon a character, the mage shifts the person
between dimensions, making them ethereal. The character
is visible, and still exists, but her being is spread among
many worlds. For the duration of this spell, she gains the
Intangibility (R1) Special Ability.
(((insert illo s4-2 erase person)))

ERASE PERSON

Skill: Alteration
Arcane Knowledge: dimension
Difficulty: 61
Effect: 88 (10D physical damage, ignore nonmagical armor;
up to 100 years in the past)
Range: Touch (+0)
Speed: Instantaneous (+0)
Duration: 100 years (+43)
Casting Time: 1 hour (-18)
Other Aspects:
Concentration (-9): 1 hour with willpower/mettle difficulty
of 15
Focused (+26): On target
Other Conditions (-8): A roll of a 1 on the Wild Die in
the caster being erased, even if the difficulty number
was equaled or exceeded; may only be used once per
target
This deadly spellnot only instantlykills the target, but also
obliterates her history from the universe. Upon contact with
the target, by means of a successful brawling/fighting roll, a
shroud of blackness envelops the victim, erasing her from
existence. As each person is linked through time and space,
the thread that formed her historyis followed and destroyed.



This means that all memories, all written words, all history
is removed. It is as if the character had never existed. This
spell is not a charged spell. Only one opportunity to erase a
personisgranted per casting of the spell, and that opportunity
occurs in the round after the spell’s completion.

Aswith powerful spells, there is the potential for disaster.
If the caster rolls a one on the Wild Die, it is the caster who
suffersthe effect of the spell. Simply knowing this causes many
mages to shy away from attempting such powerful magic.

FAR WALK

Skill: Conjuration
Arcane Knowledge: dimension
Difficulty: 17
Effect: 26 (astral projection of 4D+1)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 round (-4)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8

Feedback (-1): -1 to damage resistance total

Focused (+8): On caster

By sending her consciousness through the folds of inter-
dimensional space, the caster can visit other locations by
leaving her body behind. This spell grants the caster 4D+1in
the Psionics: astral projection skill (detailed in the “Psionics”
chapter of the D6 Adventure Rulebook).

FOLDED SPACE

Skill: Conjuration
Arcane Knowledge: dimension
Difficulty: 18
Effect: 15 (1,000 kilograms)
Range: Touch (+0)
Speed: Instantaneous (+0)
Duration: 1 week (+29)
Casting Time: 1 minute (-9)
Other Aspects:
Components (-2): Small chest or bag (very common)
Concentration (-3): Every 24 hours, spend 1 round in
concentration with willpower/mettle difficulty of 8 to
maintain the spell
Focused (+8): On container
A chest or bag with this spell cast upon it can hold up
to 1,000 kilograms of mass. The weight of the container is
not increased, as the objects drop into a fold within inter-
dimensional space. However, it is not possible to sustain
living creatures within this area for more than a few minutes.
Nonetheless, it provides plenty of space for carrying items.
Note that any thing that is larger than the opening of the
container cannot be placed inside. This means an automobile
could not be shoved into a paper lunch bag, but 1,000 kilo-
grams of marbles or appropriately sized items do fit.

GREATER TELEKINESIS

Skill: Apportation
Arcane Knowledge: inanimate forces
Difficulty: 27
Effect: 36 (telekinesis of 6D)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 minute (-9)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8

Focused (+10): On target

Successfully casting this spell imbues the target with the
Psionics skill telekinesis at 6D. The target is can move objects
with the power of her mind. All the rules for the skill use
apply as dictated in the D6 Adventure Rulebook chapter on
“Psionics.” The distance moved and weight of an object moved
isindicated on the “Telekinesis” table. The “Psionics Range”
table governs the range of the telekinesis skill.

INCREASE GRAVITY

Skill: Alteration

Arcane Knowledge: inanimate forces

Difficulty: 34

Effect: 30 (Hindrance: High Gravity (R10), +5 to acrobat-

ics, brawling/fighting, lifting/lift, melee combat, running, and

throwing difficulties)

Range: 15 meters (+6)

Speed: Instantaneous (+6)

Duration: 1 minute (+9)

Casting Time: 2 rounds (-5)

Other Aspects:
Area Effect (+25): Sphere with radius of 5 meters
Concentration (-2): 2 rounds of concentration with will-

power/mettle difficulty of of 8

Gestures (-1): Clench fist and point (simple)

Incantations (-1): “Heavy.” (phrase)

The caster increases gravity for a 10-meter wide area.
Because of this, certain physical actions get difficulty modi-
fiers (see the “effect” description for details).

Asthisisamagical adjustmentin gravity, it does not affect
victims in exactly the same way as a normal loss of gravity.
Furthmore, anyone or anything leaving the area of effect
loses any modifiers given by the spell.

LESSER TELEKINESIS

Skill: Apportation

Arcane Knowledge: inanimate forces
Difficulty: 14

Effect: 18 (telekinesis of 3D)

Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 25 minutes (+16)
Casting Time: 1 round (-4)

Other Aspects:



Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8

Focused (+6): On target

The target can move objects with the power her mind with
the successful casting of this spell. The “Psionics” chapter in
the D6 Adventure Rulebook describes the game mechanics of
this spell. The distance moved and weight of an object moved
isindicated on the “Telekinesis” table. The “Psionics Range”
table governs the range of the telekinesis skill.

LOCATE PERSON
Skill: Divination
Arcane Knowledge: dimension, folk
Difficulty: 14
Effect: 6 (search of 2D)
Range: 10 kilometers (+20)
Speed: Instantaneous (+20)
Duration: 1 minute (+4)
Casting Time: 1 hour (-18)
Other Aspects:
Components (-5): Personal belonging from target (very
rare)
Concentration (-2): 3 rounds with willpower/mettle dif-
ficulty of 8
Gestures (-2): Form goggles with hands over eyes (fairly
simple)
Variable Movement (+5): Bending/unseen target
If all the conditions are satisfied, then it is possible for
the caster to locate a given person within a 10-kilometer
range. Compare the result points of the spell’s search versus
the target’s Agility/Reflexes or sneak/stealth to the following
table to find how much the mage knows.

Minimal (0 or less): general direction is determined

Solid (1-4): direction and an idea of distance are known

Good (5-8): direction, rough distance, and general features
of the location are discerned

Superior (9 or more): direction, exact distance, and the
exact location are garnered

REND REALITY

Skill: Conjuration
Arcane Knowledge: dimension
Difficulty: 29
Effect: 30 (10D physical damage)
Range: 25 meters (+7)
Speed: Instantaneous (+7)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+15): Sphere with radius of 3 meters
Components (-2): 2 small magnets (very common)
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Gestures (-2): Tearing motion with hands while holding
magnets (fairly simple)

After casting this powerful spell, the fabric of reality is
torn asunder, leaving a gapping tear that is jet black. This is
the space between spaces, an utter void. All who are within
the area effect of this spell must make an opposed Physique/
Strength or lifting/lift rollagainst the spell skill total (no other
targetingrollisneeded). Failure resultsin being pulled inside.
Those who lose all of their Body Points or Wounds from the
damage caused by the rift are lost forever; it is impossible to
pull an object or a person from this temporarily disrupted
section of the universe. Anyone surviving the devestation
is found after the spell wears off, battered, on the ground
where the tear once was.

(((insert illo s4-3 rend reality)))

SECRET PASSAGE

Skill: Apportation

Arcane Knowledge: dimension

Difficulty: 10

Effect: 16 (move up to 150 kilograms per round 10 meters
away)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 minute (+9)

Casting Time: 1 round (-4)

Other Aspects:

Gestures (-1): Outline circle in the air (simple)

Casting secret passage opens an interdimensional gateway
with an opening within one meter of the caster and an exit
10 meters away. The exit portal connects as though a straight
line were drawn from one point to another. This allows pas-
sage through 10 meters of any material, including air, water,
rock,andso on. Allwho entervanish from sight and instantly
appear at the exit point.

SEND WHISPER

Skill: Conjuration

Arcane Knowledge: dimension
Difficulty: 12

Effect: 0

Range: 1 kilometer (+15)
Speed: Instantaneous (+15)
Duration: 2 rounds (+5)
Casting Time: 2 rounds (-5)

Other Aspects:
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Gestures (-1): Make a cone with hands around mouth
(simple)

Incantations (-2): Whisper target’s name along with the
desired message (complex; languages/speaking roll with
difficulty of 11)

Other Conditions (-2): Must have known the target for at
least 1 week; must speak target’s language

Only the target can hear the caster’s words if the spell

is successful. The communication is one-way, coming from
the caster. But because the message is traveling through
the barrier between planes, voices often become distorted,



making sending a message much more difficult than normal
conversation. For this reason, the magic user must make a
languages/speaking attempt in a language the caster speaks
and the targetunderstands. The distortion creatingby sending
a dimensional message creates a difficulty of 11. If the skill
roll succeeds, the message is automatically heard. If a one is
rolled on the Wild Die, but the difficulty number is equaled
or passed, then others within one-meter of the target can
hear the message as well.

The message is limited to what the caster can say in 10
seconds.
(((begin sidebar — may be placed anywhere in peregrination
section)))

TRANSGRESSING BOUNDARIES

While no one is particularly sure where this book
originated, it has been duplicated many times over.
Some of the copies have translation mistakes, while
others are completely erroneous. Being reproduced so
many times makes it unlikely that a player’s character
can encounter an original.

As the tome has survived over countless centuries,
and seen existence on countlessplanes, itisnot surpris-
ing that once electronic editions came into being, the
title became well known, but the integrity decreased.
Nonetheless, discerning a fake requires a forgery roll
of 13. If a hero possesses a forged edition but believes
it to be authentic, then it likely that some of the spells
have been intentionally corrupted. The number of the
corrupted spellsisleft to the gamemaster to determine.
The possibility of owninga “fake” copyis notasecret to
those who have heard of the volume. Most are willing
to take the risk.

The gamemaster must decide upon the physical form
the text takes, based upon her game setting. It certainly
can range from handwritten to a digital edition.

Contents: Most every version of Transgressing
Boundaries has detailed information about the arcane
knowledge dimensions. If itis allowed, aplayer’s charac-
ter canimprove or gainknowledge in thisarea, provided
the proper reading period is dedicated to the volume.
(The player must also spend the requisite Character
Points for obtaining a Special Ability.)

Also contained in the text are the following spells:
secret passage, locate person, vanish, shift plane, beacon
and possibly others.

Protections: Some electronic editions contain a
virus that imparts a Hindrance on the user’s com-
puter skills (Hindrance (R4), +3 to all computer-using
actions).

Language: Because the text has been translated
myriad times, by numerous species spanning multiple
planes, it is likely that the tome is available in nearly
any language.

Reading Period: The reader needs eight months to
fully study the material. While partial study provides

general information about the topic, a complete and
thorough reading is necessary to gain the Arcane
Knowledge Special Ability. Additionally, until the full
study period has passed, all attempts to cast a spell
from the text fail. For every two months of study, an
Easy investigation is required. Succeeding at the roll
indicates that the past two months were meaningful.
Failure means that the person must reread portions
and is delayed by two months.

After a total of eight successful month have been
acquired, the reader fully comprehends the text.

(((end sidebar)

SHIFT PLANE

Skill: Apportation
Arcane Knowledge: dimension
Difficulty: 31
Effect: 63 (600kilograms of matter moved toanother dimen-
sion with a planar distance value of 49 or less)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 round (+4)
Casting Time: 1 hour (-18)
Other Aspects:
Area Effect (+25): Sphere with radius of 5 meters
Concentration (-5): 10 minutes with willpower/mettle
difficulty of 11
Gestures (-1): Touch the ground upon the completion of
the spell (simple)
Incantations (-1): “Shift.” (phrase)
Other Conditions (-6): Mustbe knowledgeable of the target
dimension, which requires a scholar roll of 20
Upt to 600 kilograms of targets within the spell’s radius
are transported to a given dimension. As this spell uses an
area effect, the caster may not choose the targets going
with him.

SYNCHRONICITY

Skill: Apportation
Arcane Knowledge: dimension
Difficulty: 13
Effect: 4 (5 kilograms)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 5 rounds (+6)
Casting Time: 1 round (-4)
Other Aspects:
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Focused (+2): On target
Gestures (-1): Grasp at air (simple)



Incantations (-2): Whisper, “I touch something from afar.”
(sentence)

Variable Movement (+5): Bending/unseen target

Other Conditions: (-2): Must makeascholarrollat11, indi-
cating she has sufficient understanding of dimensions

Many occultists and scholars of magic believe that there
is no such thing as coincidence. Instead, seemingly random
eventsare attributed to interference from other dimensions,
or an object coming out of a dimension and then re-entering
the same dimension at another location. That is to say, if the
top of a horseshoe where to be pushed through a sheet of
paper to the point that only the open ends were visible, those
unfamiliar with the shape of the horseshoe would see two,
separate items poking through the paper. But to those who
understand the shape of a horseshoe, it is known that both
visible parts are connected by an unseen bend. This is how
synchronicity works. It allows the caster to perform an action,
butthatactionislinked through a multi-dimensional conduit
that causes a similar action to occur at a distance.

After completing the spell, the magicuser’s physical actions
are invisibly replicated at a spot of her choosing up to 100
meters away. Once the location is designated, it cannot be
altered. For instance, the mage may decide that when she
waves her hands, the glassware in a shop 50 meters away
would suddenly clatter to the floor, though it would not
break as this spell causes no damage.

The exactresultsareleft to the gamemaster and the circum-
stances, but the caster should be allowed to be as creative as
possible. (However, this spell cannot cause injury — though
perhaps a little pain, such as a tug on the ear — and can
only affect up to five kilograms of matter.) Because of this
unique ability, this spell is often used to distract others for
a brief moment.

UNSEEN BULLET

Skill: Apportation
Arcane Knowledge: dimension
Difficulty: 15
Effect: 0 (1 kilogram projectile)
Range: 150 meters (+11)
Speed: Instantaneous (+11)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Components (-1): physical projectile of any sort, be it rock,
arrow, bullet, etc. (ordinary)
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Focused (+1): On projectile
Gestures (-1): Grasp projectile in hand (simple)
Variable Movement (+5): Bending with +4D (+12) to
targeting skill total
Without the ability to see or sense the target, such as
through other magic, this spell is not very useful. If a victim
can be located, then the projectile can be thrown or fired
with a +4D (+12) to the targeting skill total. The object hits

the target on a successful skill roll as though appearing from
no where. There is no possibility to dodge or take cover, as
projectile travels through a wormhole, unhindered by all
physical barriers. This means it is possible to shoot through
one or more windows without breaking the glass.

VANISH

Skill: Apportation
Arcane Knowledge: dimension
Difficulty: 15
Effect: 21 (Invisibility (R3), +3 to dodge, sneak/stealth, and
hide: self totals and +3 to search, tracking, investigation, and
attack difficulties against target; Iron Will (R3), +3D to will-
power/mettlerollsand +6 to defaultinteraction attempts and
mental attacks against character; Natural Armor: In Other
Dimension (R3), +3D to damage resistanceroll against physi-
cal and energy attacks)
Range: Touch (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 2 rounds (-5)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8
Other Conditions (-2): Anything that affects other dimen-
sional creatures affects the target

Any living or nonliving item up to 150 kilograms can be
folded into a small, temporary dimension created by the
caster. By all appearances, the object or person simply van-
ishes from sight. Time passes normally for the duration of
the spell; the target can do whatever she wishes, as long as
she does not move from the spot where she vanished. There
is always enough air to breath for at least one hour. The
atmosphere must be present at the location where the spell
is cast; it cannot be created by the magic user.

VOID SHIELD

Skill: Conjuration

Arcane Knowledge: dimension

Difficulty: 29

Effect: 23 (5D physical damage, ignores nonmagical
armor)

Range: 25 meters (+7)

Speed: Instantaneous (+7)

Duration: 5 rounds (+7)

Casting Time: 1 round (-4)

Other Aspects:

Change Target (+25): up to 5 times (once per round or
when attacked)

Gestures (-2): draw circle in the air (simple)

Other Conditions (-5): Willpower/mettle roll of 14 is
required each time the spell is moved; target must be
alive

Casting void shield creates a one-meter radius circle of

negative energy that causes 5D damage to up to five targets
that come in contact with it. Its name is misleading in that
it doesn’timprove Armor Value; rather, it is a weapon. While



the spellis active, the “shield” thrums, as the caster directs it
from target to target. It is only capable of causing damage to
those who possess positive energy, who are alive. It can pass
through a character, causing damage, moving to the next to
continue with another attack.

Striking at the void shield is the as being attack. The attack-
ing weapon and the attacker suffer 5D of damage, split
between them (but only one of the change targets is used
up). Nonmagical armor does not protect against the damage
caused by this spell.

(((insert illo s4-4 void shield)))

VORTEX

Skill: Conjuration
Arcane Knowledge: dimensions
Difficulty: 34
Effect: 29 (6D+1 physical damage, ignores nonmagical
armor)
Range: 40 meters (+8)
Speed: Instantaneous (+8)
Duration: 3 rounds (+6)
Casting Time: 1 round (-4)
Other Aspects:

Area Effect (+25): Sphere with radius of 5 meters

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8
Feedback (-3): -3 to damage resistance total
Variable Movement (+1): Movement of 5 meters per
round

By knowledge of the planes and will, a mage can focus
her mental energy upon a location visible to her and open
a swirling vortex. This is an interdimensional juncture that
creates havoc in nearly any plane it is created. The opening
of the shimmering vortex is announced by a deep rumbling
sound not unlike thunder. By the time the spellis completed,
all within several meters can hear and feel the roar and quake
of thisunnatural creation. Any object that comesinto contact
withitsuffers 6D+1 damage, withno damage beingabsorbed
by nonmagical armor. Additionally, the caster can move the
vortex five meter per round.

Should two vortices come into contact, they cancel each
other, immediately ending the spell.

TECHNOMANCY
ACTIVATE AUTOMATON

Skill: Conjuration

Arcane Knowledge: inanimate forces, enchanted, metal
Difficulty: 15/17

Effect: 27 (Agility/Reflexes and Physique/Strength of 3D
each; movement equal to result points in meters round with
minimum of 1 meter per round)

Range: Touch (+0)

Speed: Instantaneous (+0)

Duration: 1 day (+25)

Casting Time: 1 hour (-18)

Other Aspects:

Components (-6/-3): Robot/automaton without power

source (extremely rare/common)

Focused (+10): On target

Gestures (-6): Program instructions into robot (challeng-

ing, devices/tech/robot interface/repair difficulty of 23)

Incantations (-2): “Activate!” loudly (phrase)

The game setting determines the components modifier.
In fantasy or pre-computer eras, robots are likely to be
extremely rare, while post-computer or science fiction set-
tings often have an abundance of robots. In any case, this
spell does not give life to a machine. Rather, it imbues 3D to
both Agility/Reflexes and Physique/Strength. This means that
the mechanical device is capable of ambulation (at a rate of
and physical acts such as lifting or attacking. However, to
control the device requires programming with the devices/
tech/robot interface/repair skill. Instructions cannot be called
out, as the automaton or robot has not been given the ability
to understand speech. Automatons make useful guards and
servants, and are occasionally handy in combat.

ALTER TRAJECTORY

Skill: Alteration
Arcane Knowledge: Inanimate forces, metal
Difficulty: 21
Effect: 12 (Hindrance: Altered Firearm (R4), +12 to marks-
manship/firearms difficulties)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 10 minutes (+14)
Casting Time: 2 rounds (-5)
Other Aspects:
Components (-3): Small, misshapen lead ball (common)
Focused (+5): On weapon
Gestures (-1): Make spiral motion with hand (simple)
Other Conditions (-1): The target must be aranged weapon
thatismanufactured of metal orhasametal component
as part of its firing mechanism
With the twist of ahand, the magicuser can cause aranged
weapon toalter theinterior shape ofitsbarrel, bore, riflingand
so on. Although the imperfection created is minor, requiring
a Moderate search to detect, it is sufficient to create a +12
difficulty modifier to marksmanship/firearms.

ARMOR

Skill: Conjuration

Arcane Knowledge: Metal

Difficulty: 12

Effect: 6 (Armor Value of 2D, physical only)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 hour (+18)

Casting Time: 2.5 seconds (-2)

Other Aspects:
Components (-2): Any type of coin-sized metal: bronze,

iron, and so on (very common)

Focused (+4): On coin



Incantations (-1): “Make armor!.” (phrase)

This spell allows the caster to produce the equivalent of a
breastplate and grieves from a coin-sized fragment of metal.
This not only works wonderfully when passing through
metal detectors, but just as well when entering a monarch’s
sanctuary. Regardless of the type of metal used, the armor
is similar to bronze armor in quality and protection. Once
it is conjured on a target, it cannot be removed unless the
spell duration ends or the magic user halts it. The armor is
seamless, and fits any form perfectly.

ATTRACT METAL

Skill: Alteration
Arcane Knowledge: Magic
Difficulty: 18
Effect: 18 (Hindrance: Metal Attracts (R), -6 to damage
resistance total)
Range: 10 meters (+7)
Speed: Instantaneous (+7)
Duration: 1 minute (+9)
Casting Time: 2 rounds (-5)
Other Aspects:
Components (-1): Small magnet or loadstone (ordinary)
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Coutenance (-1): Target surrounded by faint red glow
Focused (+5): On target
Gestures (-1): Wave hand, welcoming something (sim-
ple)
Other Conditions (-1): Hindrance only applies to attacks
made by metal weapons or spells using metal
If the mage successfully casts this spell, then the victim
attracts metal weapons, increasing their damage by pulling
them toward the character. The spell is not capable of auto-
matically causing damage; rather, it decreases the protection
offered against any melee or magical or projectile weapons
used against the target. For the duration of the spell, the
figure is surrounded by a faint red glow. The effect of this
spell is not limited to ferrous metals.

AWAKEN MACHINE

Skill: Conjuration
Arcane Knowledge: Inanimate Forces
Difficulty: 18
Effect: 18 (one combat skill of 3D; +2D physical damage)
Range: 40 meters (+8)
Speed: Instantaneous (+8)
Duration: 1 day (+25)
Casting Time: 1 hour (-18)
Other Aspects:
Components (-5): A mechanical device that has a weapon
(very rare)
Concentration (-2): 1 hour with willpower/mettle difficulty
of 12
Incantations (-1): “Tick! (phrase)
Other Alterants (+3): Will attack anything that moves
within 3 meters of it

The spell only activates any weapon mounted upon the
machine, conveying 3D in one combat skill (chosen at cast-
ing with +2D to its weapon’s damage. The weapon used
determines the amount of damage.

Even though the device may have legs, tracks or another
form of locomotion, the spell does not cause it to move.

The contraptionisincapable of thought. But, through magic
and mechanical gimmickry, once awakened, it fights with
the skill of a moderately trained warrior. Often such devices
are place in corridors for protection, or hidden beneath false
floors as a trap.

(((insert illo s7-1 awaken machine)))

BLUNT

Skill: Alteration
Arcane Knowledge: Metal
Difficulty: 12
Effect: 9 (-2D physical damage modifier)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 1.5 minutes (+10)
Casting Time: 1 round (-4)
Other Aspects:
Components (-1): Stone (ordinary)
Focused (+3): On weapon
Gestures (-2): Wave stone as though hammering the edge
of a weapon (simple)
Incantations (-2): “Blunt!.” (phrase, loud)

CONSTRUCT SMALL AUTOMATON
Skill: Divination

Arcane Knowledge: Inanimate Forces

Difficulty: 36

Effect: 52 (8D in device skill, 6D in craft skill, and 10 mate-
rials)

Range: Touch (+0)

Speed: instantaneous (+0)

Duration: 1 year (+38)

Casting Time: 1 week (-29)

Other Aspects:

Components (-7): Avariety of materialsare needed, ranging
from the mundane to a flawless gem or some other such rare
item to energize the automaton (uncommon to rare)

Focused (+18): On target

Incantations (-1): “Understand.” whispered (phrase)

The game setting determines the components needed. The
automaton is usually a mechanical contraption of limited
capability. Typically such machines do not possess the fac-
ulty of cognitive thought. Instead, they are controlled by
spells such as Activate Automaton, which allow for limited
function. However, the first step is constructing the device.
A successful casting of this spell allows for the construction
of a human sized creation. The gamemaster should have the
player’s characters follow the rules for the skill device, and
possibly make some of the require components very difficult
to acquire — having a world populated by automatons can
be interested and dangerous.



The first step is developing the blue prints This is done
by achieving using the table for Complexity of Device in
“Example Skill Difficulties” chapter. The gamemaster must
decide upon the technological level of the culture. In most
cases,an automatonisas prototype (+10) and is from a much
higher culture (+10), resulting in a minimum +20 modifier.
With research, this modifier mightbe altered. Each roll takes
one month. The base difficulty for drawing up the blueprints
is Very Difficult. However, the gamemaster should count
previous failures as bonus modifiers, as the hero learns from
her mistakes.

After the blueprints have been created, the construction
commences. Now the crafting skill is used to construct the
automaton. Again, the related table from the “Example
Skill Difficulties” chapter should be used. The number of
components that have been gathered, their quality and the
clarity of the blueprints determine the modifiers used for
constructing an automaton. The base difficulty is Very Dif-
ficult. Each attempt to construct the device takes 2 months.
The gamemaster should consider previous failures as bonus
modifiers for future attempts.

Attheend of the spell’s duration, the skills are lost, but the
knowledge is not. If the attempt to build an automaton was
not successful, then the gamemaster should apply bonuses
for the next attempt for gained experience.

CONSTRUCT TREMENDOUS
AUTOMATON

Skill: Divination

Arcane Knowledge: Inanimate Forces

Difficulty: 40

Effect: 64 (8D in device skill, 6D in craft skill, and 22 mate-
rials)

Range: Touch (+0)

Speed: instantaneous (+0)

Duration: 2 year (+39)

Casting Time: 1 week (-29)

Other Aspects:

Components (-7): Avariety of materialsareneeded, ranging
from the mundane to a flawless gem or some other such rare
item to energize the automaton (uncommon to rare)

Focused (+20): On target

Incantations (-1): “Understand.” whispered (phrase)

Other Conditions (-6): Large quantities and cumbersome

materials, tools and devices are needed, as well as fund-
ing; additionally, alarge location is needed to construct
monstrous creation
This spell work identically to Construct Small Automaton See
thatspell for specifics. Note the differences arein size, casting
difficulty and duration. Blueprint design and construction
times are doubled. Otherwise, all other aspects apply.

Other Conditions: (-1) Must be a metal, edged, nonmagi-
cal weapon

This spell dulls a weapons edge. When successfully cast,
the weapon has a -2D damage modifier, with a minimum

adjusted damage value for the weapon of +1D. Anyblade that
is blunted to +1D becomes something akin to a metal stick.
Magic weapons are not affected by this spell.

CONTROL MACHINE

Skill: Alteration
Arcane Knowledge: Inanimate forces, metal
Difficulty: 18
Effect: 18 (Skill Bonus (R6), +18 to devices/tech/robot (or
computer) interface/repair totals)
Range: Touch (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 4 rounds (-6)
Other Aspects:

Components (-1): Wire or similar piece of metal (ordi-

nary)
Focused (+7): On target
Other Conditions (-1): The target must be able to touch
the device or connect to it electronically

If the caster uses this spell in a setting without the elec-
tronic networks, then the machine must be within reach of
thetarget. Asuccessful casting provides the target witha +18
to her devices/tech/robot (or computer) interface/repair totals.
The setting and the devices that the caster intends the target
to affect dictate the skill that gets the bonus.

CORROSIVE CLOUD

Skill: Conjuration

Arcane Knowledge: Metal

Difficulty: 20

Effect: 15 (5D physical damage to metal, while living crea-
tures lose one action if fail resistance roll)

Range: 100 meters (+10)

Speed: Instantaneous (+10)

Duration: 1 minute (+9)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+5): Sphere with radius of 1 meter

Components (-2): Small vile of acidic liquid, such as juice

from a lemon or lime (very common)

Gestures (-1): Point in direction of cloud location (sim-

ple)

Incantations (-2): Repeated phrase for duration of spell

(sentence)

Casting this spell creates as green haze. All metal within it
suffers 5D of corrosive damage unless magically protected.
The cloud is so dense as to require any living creatures inside
tomakea Moderate Physique/Strength or staminaroll. Failure
results in choking (and the targets lose their next action).
Each round the cloud remains over a metal target, it suffers
an additional 5D of damage until it is destroyed

For the duration of the spell, the caster must continue the
litany that invokes the mystical cloud.



DISCERN ALLOY
Skill: Divination
Arcane Knowledge: Metal
Difficulty: 12
Effect: 24 (Skill Bonus (R8), +24 to investigation totals for
purposes of determining metal)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 round (+4)
Casting Time: 1 round (-4)
Other Aspects:

Gestures (-1): Move hands across the object (simple)

Even if the caster has no knowledge of various metals and
alloys, this spell allows her to perceive what was used to make
agiven object. Thisis useful when encountering strangealien
objects orwhen attempting to see how strongaweapon, door,
or similar item is. Upon successfully casting discern alloy, the
magic user gains a +24 bonus to her investigation totals in
order to figure out the type of metal used. The difficulty is
determined by the gamemaster.
(((insert illo s7-2 EMP)))

EMP

Skill: Conjuration
Arcane Knowledge: Inanimate Forces
Difficulty: 35
Effect: 30 (10D physical damage)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 1 round (+4)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+25): Sphere with 5 meter radius
Components (-1): Small magnet or loadstone (ordinary)
Incantations (-2): “Pulse!” (phrase, loud)
Other conditions (-2): Only affects electrical devices
Any electronic equipment in the area effect of this spell
suffers 10D damage from an electro-magnetic pulse. As this
effect is caused by altering the inanimate forces of nature,
instead of explodingabomb, thereisno damage done tomost
living beings or to devices that do not have electronics.

FORGE PERFECT WEAPON

Skill: Alteration
Arcane Knowledge: Metal
Difficulty: 16
Effect: 30 (Skill Bonus (R10), +30 crafting/repair/personal
equipment repair totals)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 1 hour (-18)
Other Aspects:
Components (-7): Raw material for weapon (common);
forging tools and forge (uncommon)

Concentration (-6): Form image of complete weapon in
mind for 1 hour with willpower/mettle difficulty of 12
Focused (+11): On target
Gestures (-1): Touch raw material with small hammer
(simple)
Incantations (-1): “Flawless.” (phrase)
Other Conditions (-1): Must possess some experience in
the affected skill
To gain the bonus from a successful casting of this spell,
the target musthave some trainingin crafting/repair/personal
equipment repair; otherwise, the magical knowledge is lost.
In order for a perfect weapon to be properly crafted, not
only are the raw materials, forge, and ancillary equipment
needed, but a crafting/repair/personal equipment repair roll
with a difficulty of Heroic is required to forge the item. The
gamemaster may use the result points from the forging skill
roll to give bonuses to the superior pieces of equipment.

HONE EDGE
Skill: Alteration
Arcane Knowledge: Metal
Difficulty: 15
Effect: 12 (+2D+2 physical damage modifier)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 1 hour (+18)
Casting Time: 3 rounds (-6)
Other Aspects:
Components (-3): Whetstone (common)
Countenance (-1): Weapon gains faint blue shine
Focused (+6): On weapon
Gestures (-2): Move whetstone as though sharpening a
weapon (fairly simple)
Incantations (-3): “l whet your blunt purpose!” (sentence,
loud)
Other Conditions (-1): Only works on anonmagical, metal,
edged weapon
This spell places a magically keen edge upon a weapon,
increasing its damage by +2D+2. Any weapon with this spell
cast upon it gains a faint blue shine to its surface, as the
magic reshapes the metal to the molecular level, honing the
blade’s edge to that of a single atom. For the duration of this
spell, there is no material that cannot be cut or damaged by
the magical edge, even though normal or magical protection
might hinder damage.

LOCATE METAL

Skill: Divination

Arcane Knowledge: Metal

Difficulty: 18

Effect: 12 (search of 4D to detect a single type of metal)
Range: 40 meters (+8)

Speed: Instantaneous (+8)

Duration: 1 minute (+9)

Casting Time: 1 minute (-9)

Other Aspects:



Area Effect (+9): Divination sphere with radius of 3.5
meters
Component (-1): Forked stick (ordinary)
Concentration (-4): 1 minute with willpower/mettle of
10

Incantations (-1): Name of the metal (phrase)

Variable Movement (+5): Bending/unseen target

Oncethemetalisnamed, the spellis complete. Immediately,
the mage can roll search at 4D to locate the prescribed metal
inside an item, the earth, or a living being. Sometimes this
spell is used to locate trace amounts of a particular metal,
such as mercury or uranium. If there is anything of interest
in the indicated area, a luminous yellow glow surrounds the
location of the metal for up to one minute. The brilliance is
determined by the quantity or density of the metal in searched
for. Thehigher the search totalis above the difficulty, the more
information the caster gleans from her attempt, including
location, depth, quantity, etc. The gamemaster decides on the
difficulty, which depends on how well hidden the material is
and how much is there.

MACHINE TERROR

Skill: Conjuration

Arcane Knowledge: Enchanted
Difficulty: 28

Effect: 25 (intimidation of 8D+1)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 10 minutes (+14)
Casting Time: 1 minute (-9)
Other Aspects:

Components (-1): Metal shards (ordinary)

Focused (+7): On machine

Gestures (-1): Point at target (simple)

Regardless of the type of contraption, the spell make a
machine capable of stimulating terror in anyone within sight
of the device. Anyone who fails an opposed interaction roll
against the machine’s intimdation loses her next action. The
machine terrorizes once per round for the duration of the
spell. This is a way of making a trap, automaton, robot, and
so on appear far more frightening than it may actually be.
(((insert illo s7-3 magic platter)))

MAGIC PLATTER

Skill: Apportation
Arcane Knowledge: Inanimate Forces
Difficulty: 15
Effect: 10 (moves up to 100 kilograms)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 week (+29)
Casting Time: 1 minute (-18)
Other Aspects:
Area Effect (+2): Circle with radius of 1 meter

Components (-1): Small piece of metal or coin (ordi-
nary)
Focused (+7): On metal
Gestures (-1): Point (simple)
Incantations (-1): “Carry.” (phrase)
Variable Movement (+3): Movement of 12.5 meters per
round
The caster transforms a coin into a floating platter capable
of carrying 100kilograms of weight. To directit, all that needs
tobedoneis topoint. If the magicuserindicates herself, then
the tray follows her. Otherwise, she must guide it. Providing
a character is 100 kilograms or less, it is possible for her to
ride or be carried by the platter.

MAGNETISM

Skill: Conjuration

Arcane Knowledge: Inanimate Forces
Difficulty: 28

Effect: 20 (difficulty to resist the pull)
Range: Touch (+0)

Speed: Instantaneous (+0)

Duration: 5 rounds (+7)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+25): Sphere with radius of 5 meters

Components (-1): Small magnet or loadstone (ordinary)

Focused (+5): On magnet

Gestures (-3): Throw loadstone (complex; throwing roll
with difficulty of 11)

Incantations (-1): “Pulll.” (phrase, loud)

Other Alterants (+8): Metal objects move toward magnet
at rate of 1 meter per round; mechanical devices within
spell’s influence stop working for duration of spell

Once cast, this spell is not very discerning: All ferrous
objectswithin its radius are pulled toward the loadstone. The
magic user throws the stone in a direction that works best
against any enemy, making sure to stay clear herself. Anyone
wearing metal must make a Physique/Strength or lifting/lift
against the effect’s difficulty. Failure means the affected object
is yanked free and pulled toward the loadstone at a speed of
onemeter perround. If ferrous armorisbeingworn, then the
character wearing the armor moves as well. (Non-character
objects automatically move toward the stone.)

Another effect this spell has is to cause all mechanical
devices with metals influenced by magnetism to stop func-
tioning, as well as being pulled toward the loadstone.
(((begin sidebar — may be placed anywhere in technomancy
section)))

DE MAGNETE

Written by Silas Copi, a philosopher of natural and
unnaturallaws, De Magnete spans 400 pages. Itisa col-
lection of folklore and histories as much as an original
work. Much of its contents are likely to have existed
throughouthumanhistoryin many forms. Copihimself
discusses one source, Earthly Bodies, that served as the
basis of his fundamental research.



De Magnete was published in the 1600s, and Copi
gives no date for his primary sources. Copi’s edition of
De Magneteis often mistaken with a similar work by an
English author named William Gilbert. Some histori-
ans have speculated that there might be a connection
between the two works, and that Gilbert published a
second version of his text covertly to avoid royal cen-
sors and papal punishment.

Contents: Inaddition tonumerous other spellshid-
den throughout the document, thebasicspellsinclude:
alter trajectory, awaken machine, blunt, malfunction,
metal storm, and molting metal.

Protections: None.

Language: The tome is written in a common lan-
guage of the gamemasters’s choosing. However, it does
require the reader be skilled in the Extranormal art of
Magic. With prolonged study, such a success allows the
reader to understand the nature of the text.

Reading Period: It takes two months to read and
comprehend the book. Each month, a successful Dif-
ficult skill roll in any of the Magic skills is required to
decipher the script, symbols, and arcane terminology.
After studying the tome, it is possible to start learning
the spells at a rate of one per day.

(((end sidebar)))

MAKE STATUE

Skill: Alteration
Arcane Knowledge: Metal
Difficulty: 27
Effect: 54 (12D physical damage, ignores nonmagical
armor)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 1 second (+0)
Casting Time: 1 round (-4)
Other Aspects:

Components (-4): Iron statue (uncommon)

Gestures (-1): Point at target with statue (simple)

Incantations (-2): “Statue!.” (phrase, loud)

Other Alterant (+3): Target turns into a statue if she
dies

A mage who successfully casts this spell and makes the
necessary targeting roll causes 12D damage that nonmagi-
cal armor offers no protection against. The spell alters the
composition of the target, attempting to refigure her into
an iron statue. If the damage is sufficient to cause death,
then she becomes a statue. This is permanent damage. The
character cannotberesurrected, as thereisno living material
to bring back to life. Instead, she has become an ornament
for someone’s garden or great hall.

MALFUNCTION

Skill: Conjuration

Arcane Knowledge: Inanimate Forces
Difficulty: 14

Effect: 18 (6D damage against machines)

Range: 60 meters (+9)
Speed: Instantaneous (+9)
Duration: 1 second (+0)
Casting Time: 2.5 seconds (-2)
Other Aspects:

Components (-2): Small iron ball (common)

Gestures (-2): Throw component in direction of target

(fairly simple)

Incantations (-2): “Stop!” loudly (phrase)

Other Conditions (-1): Only harms mechanical devices

Sometimes itisbest to fight metal with metal. When cast,
this spell sends a searing bolt of energy at the target, doing
6D damage. This spell has only works against machines, as it
uses the same forces of physics (and sometimes magic) that
produced the construct to destroy it. No harm comes to a
living, undead, or any other creature that is not mechanical
in nature. Certainly robots are affected by this spell, as are
cyborgs. However, only the mechanical parts of a cyborg are
damaged; the living flesh is unharmed.

MALLEABLE

Skill: Alteration
Arcane Knowledge: Metal
Difficulty: 17
Effect: 25 (Compare to item’s Toughness or damage resis-
tance)
Range: 60 meters (+9)
Speed: Instantaneous (+9)
Duration: 1 round (+4)
Casting Time: 2 rounds (-5)
Other Aspects:

Components (-2): Malleable clay (very common)

Concentration (-2): 2 rounds with willpower/mettle dif-

ficulty of 8

Gestures (-2): Shape the clay (fairly simple)

Incantations (-1): “Alter.” (phrase)

Other Conditions: (-1) The target must be nonmagical,
metal, and no more than 5 kilograms

Any targeted metal object thathasamass of five kilograms
orless canbe permanently altered in shape. For instance, the
caster could transform a shield into a ball, thereby negating
its protection. Or, thelength of ametalrod could be extended
to twice its length, although doing this makes it very thin.
Just as easily could the barrel of a gun be twisted closed.
Basically, whatever shape the magic user makes with the clay
component is paralleled with the target. (The player speci-
fies the target and the shape, and the gamemaster compares
the effect’s value plus the casting’s result point bonus to the
object’s Toughness or damageresistance to determine whether
the object takes the new shape.) Magically imbued metal or
magically protected metal cannot be altered.

MAN OF BRONZE

Skill: Conjuration
Arcane Knowledge: Folk, metal
Difficulty: 19



Effect: 27 (Natural Armor: Bronze Skin (R2), +2D Armor
Value; +2D to charm/persuasion)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 minute (-9)
Other Aspects:
Components (-4): Powdered bronze (uncommon,
destroyed)
Focused (+9): On target
Gestures (-1): Sprinkle powdered bronze over target
(simple)
Other Conditions (-2): Deteriorates when exposed to
moisture
Though bronze can be a fairly precious commodity, the
value of this spell is well worth the expense. After simply
sprinkling a handful of powdered bronze over a sentient
target, the mage coats that individual’s skin in a thin layer
of bronze that doesn’t hamper movement. It’s a strong as
the actual metal, offering an Armor Value of 2D against all
types of physical (not mental) attacks. In addition, because
of its rich, attractive coloration, the bronzed skin provides
a charm/persuasion skill bonus of +2D. The spell lasts for one
hour, expect in moist environments where a greenish patina
quickly forms and causes the spell to deteriorate rapidly.
In humid or damp environments (jungles or dungeons, for
example), the spell deteriorates at a rate of five minutes for
every oneminute of exposure. Inwater, therateis 10 minutes
per minute of exposure.

METAL CLAWS

Skill: Conjuration
Arcane Knowledge: Metal
Difficulty: 12/18 (one claw/two claws)
Effect: 12 (Natural Hand-to-Hand Weapon: Claws (R2),
+2D damage)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 round (-4)
Other Aspects:
Components (-2): Two of any type of coin-sized metal:
bronze, iron, and so on (very common)
Focused (+6): On target
Incantations (-2): “Grow claws!.” (phrase, loud)
Other Conditions (-1): Target must hold coins in each
hand
Once cast, three metal blades extend from eachhand of the
target. As these weapons are natural extensions of the char-
acter, she uses brawling to fight with them. Each confers +2D
damage to an attack. Normal armor protection applies.
Although they are not cumbersome, the claws do tend to
stand out in a crowd.

METAL FLESH

Skill: Conjuration
Arcane Knowledge: Metal

Difficulty: 16
Effect: 24 (Armor Value of 8D, physical only)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 25 minutes (+16)
Casting Time: 1 minute (-9)
Other Aspects:
Components (-2): Iron slug (very common)
Countenance (-2): Target appears metallic
Focused (+8): On target
Incantations (-2): “I give you flesh of metal.” (sentence)
Other Conditions (-1): Cannot be combined with any
other armor
This highly coveted spell transforms fleshy skin into a
nearly impenetrable metal husk. It protects against normal
and magical attacks. As the transmuted skin is as malleable
as human flesh, at least to the target, there are no penalties
from this spell. However, it is not easily disguised as any
character who has had metal flesh cast upon her is shiny and
rings if tapped with any solid object.
It cannot be combined with any other armor, and the
target cannot wear any form of metal armor when the spell
is cast.

METAL STORM

Skill: Alteration

Arcane Knowledge: Inanimate forces
Difficulty: 29

Effect: 20 (6D+2 physical damage)
Range: 60 meters (+9)

Speed: Instantaneous (+9)

Duration: 1 round (+4)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+25): Sphere with radius of 5 meters

Components (-3): A bag of tiny iron or lead pellets (com-

mon)

Gestures (-2): Pour pellets into hand and toss into the air

(fairly simple)

Arain of metal pelletsbombards everyonein the designated
five-meter radius. The storm of metal is overwhelming, caus-
ing 6D+2 damage to all within the downpour. Normal and
magical armor offer protection, but the sheer volume of pro-
jectiles, and their velocity, is likely to cause severe injury.
(((insert illo s7-4 metal storm)))

MOLTEN METAL

Skill: Alteration

Arcane Knowledge: Metal, inanimate forces

Difficulty: 11

Effect: 9 (Achilles’ Heel (R3), takes 1D in damage each round
in contact with metal, increasing by 1D each round)
Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 5 rounds (+7)

Casting Time: 1 round (-4)

Other Aspects:



Components (-3): Polished mirror (common)

Focused (+3): On target

Gestures (-1): Point mirror at target (simple)

This spellis slow to reach its full potential, butitislikely to
causeacombatant tostop fightinglong enough toremove her
armor or drop a metal weapon. Each round the spell is active,
the target receives 1D damage, which increases by 1D.

PORTCULLIS

Skill: Conjuration

Arcane Knowledge: Enchanted

Difficulty: 28

Effect: 45 (damage resistance total of portcullis; 5D physi-
cal damage)

Range: 3.5 meters (+3)

Speed: 1 meter per second/+2 to dodge total (+2)
Duration: 10 minute (+14)

Casting Time: 2 rounds (-5)

Other Aspects:

Area Effect (+2): Final maximum height of 3 meters and

width of 1 meter

Components (-3): Metal rod (common)

Gestures (-1): Swing hand in a downward motion (sim-

ple)

Other Conditions (-1): Can only be cast in an open por-

tal

The mage stands within ameter of an opening and projects
the spell upward. After the spell is cast, over the course of a
round, an iron portcullis comes into existence. Its eventually
spans up to three meters high and a meter wide.

Because the magical barrier is slow moving, it is possible
to be captured beneath it as it slides to the ground. Any
unfortunate character in this situation suffers 5D damage
from the portculliseachround that sheis trapped beneathits
unrelenting grip. Unless the characteriskilled, this prevents
the portal from being completely blocked.

Once closed, the gate has a damage resistance totoal of
30.

RADIATION SHIELD

Skill: Conjuration
Arcane Knowledge: Inanimate forces
Difficulty: 41
Effect: 36 (Attack Resistance: Radiation (R6), +6D to damage
resistance roll against related attacks)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+25): Sphere with radius of 5 meters
Components (-2): Small fragment of lead (very com-
mon)
Focused (+9): On target
Gestures (-1): Clasp component in a fist (simple)
This spell protects against the effects of radiation and
electro-magnetic radiation, such as from an EMP spell or

similar device. The protection is granted to all within the
five-meter sphere of influence, with corresponding protec-
tionreduced by 1D for each meter out from the cental target.
Characters gain a up to +6D to their resistance rolls against
related damage.

RAIN OF RUST

Skill: Conjuration
Arcane Knowledge: Metal
Difficulty: 29
Effect: 15 (5D damage to ferrous metal)
Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+25): Sphere with radius of 5 meters
Components (-2): Small, rusting iron spike (very com-
mon)
Gestures (-1): Point in direction of rain (simple)
Incantations (-3): Repeated phrase for duration of spell
(complex; willpower/mettle roll with difficulty of 11)
Other Conditions (-1): Affects ferrous metal only
The mage produces a 25-meter radius downpour of red
rain that rusts all ferrous metal. When cast, the mage simply
indicates the location of the deluge by pointing, and the area
is drenched with oxidizing water, causing 5Ddamage to all
ferrous metal in the affected area. It is possible to protect
items by wrapping them in cloth, skins, or plastic or locking
them in waterproof cases. Likewise, vehicles within the area
suffer immediate damage, starting from the outside and
working to the interior.

REPEL METAL
Skill: Alteration
Arcane Knowledge: Inanimate Forces
Difficulty: 13
Effect: 10 (Armor Value of 3D+1, physical only)
Range: 10 meters (+7)
Speed: Instantaneous (+7)
Duration: 1 hour (+9)
Casting Time: 2 rounds (-5)
Other Aspects:
Components (-1): Small magnet or loadstone (ordinary)
Concentration (-2): 1 round with willpower/mettle dif-
ficulty of 8
Countenance (-1): Target surrounded by faint blue glow
Focused (+3): On target
Gestures (-1): Wave hand as though to push aside some-
thing (simple)
Other Conditions (-1): Only works against damage caused
by metal
All attacks made by weapons of metal are affected by this
spell. The mage casts it upon a target, providing a 3D+1
Armor Value against any attack that uses metal to damage.
For example, this spell offers protection against the spell
metal storm, as the projectiles are metallic. For the dura-



tion of the spell, the protected character is surrounded by
a faint blue glow. The effects of this spell are not limited to
ferrous metals.

((Gllo s7-5)))
UNDERSTAND INNER WORKINGS

Skill: Divination

Arcane Knowledge: Inanimate forces

Difficulty: 22

Effect: 17 (5D+2 in appropriate skill, such as tech, devices,
etc.)

Range: Touch (+0)

Speed: Instantaneous (+0)

Duration: 1 day (+25)

Casting Time: 1 round (-4)

Other Aspects:

Focused (+8): On target

Gestures (-1): Touch machine and target (simple)

Incantations (-2): “Comprehend the secrets of this

machine.” (sentence)

Understanding of complex, alien, or arcane technologies
canbegained by casting this spell. (The gamemaster detemines
the difficulty of understanding the machine, with the result
points from the skill conferred by the spell used to determine
what information the character gains.) Unfortunately, this
knowledge lasts only as long as the spell endures. Once the
magic has elapsed, all comprehension of the technology
vanishes as well.

UNDERSTAND VEHICLE
Skill: Divination

Arcane Knowledge: Inanimate forces
Difficulty: 19

Effect: 12 (4D in appropriate skill for operating a specified
vehicle)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 day (+25)

Casting Time: 1 round (-4)

Other Aspects:

Focused (+7): On target

Gestures (-1): Touch machine and target (simple)

Incantations (-2): “Comprehend the secrets of thisvehicle.”

(sentence)

A mage can grant the knowledge to pilot a vehicle at a 4D
ability with this spell. No protections or great insights are
provided, just the minimal knowledge necessary to operate
the vehicle. Should it malfunction or fail, the target does not
have the knowledge to repair the mechanical device, unless
thatknowledge existed otherwise. This spell doesnotenhance
an existing skill; it confers a new skill.

WIZARDRY
ALTER SHAPE

Skill: Conjuration

Arcane Knowledge: Enchanted

Difficulty: 47

Effect: 60 (Shapeshifting (R1), form of caster’s choosing,
with Restricted (R2), ability uncontrolled by target; plus up
to 19 points — not ranks — of related Special Abilities, with
additional ranks in a Special Ability equalling the point cost
of the first rank)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 day (+25)

Casting Time: 1 minute (-9)

Other Aspects:

Charged (+5): 1 improved charge, memorized by caster

Components (-2): Clay and stone (very common)

Focused (+17): On target

Gestures (-2): Shape clay into rough version of desired

form (fairly simple)

This spell changes the physical form of the target. For all
intentions, the character becomes the creature. However,
he maintains his disposition to friends and enemies, and
has a vague sense of identity. Additionally, while he might
not be able to directly communicate, he can understand
basic instructions, and respond with sounds, gestures, or
movements.

(((insert illo s9-1 befriend animal)))

BEFRIEND ANIMAL
Skill: Divination

Arcane Knowledge: Enchanted
Difficulty: 18

Effect: 18 (animal handling of €D; use persuasion: animals
in D6 Space)

Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 round (-4)
Other Aspects:

Components (-1): Shiny trinket (ordinary)

Focused (+7): On target

Gestures (-1): Swing or move trinket back and forth

(simple)

Incantations (-1): Soothing sounds (phrase)

Sometimes a canny mage can turn a bad situation into a
good one. In this case, by using the 6D in animal handling
(persuasion: animals in D6 Space) granted by the spell, the
character could befriend creatures, hostile or otherwise.
The spell’s target makes an opposed difficulty roll against a
creature’s willpower/mettle (or the governing attribute) plus
5.If successful, an unfriendly creature can be converted into
an ally — one that fights for the caster. Any attack against
the creature by the caster or one of her allies immediately
ends the spell.

BLUR

Skill: Conjuration
Arcane Knowledge: Magic
Difficulty: 13



Effect: 9 (Blur (R1), +1 to dodge, sneak/stealth, and hide: self
totals, plus +1 to default search, tracking, investigation, and
attack difficulties against character)
Range: 10 meters (+5)
Speed: Instantaneous (+5)
Duration: 10 minutes (+14)
Casting Time: 1 round (-4)
Other Aspects:
Components (-2): Strip of cloth (ordinary); bit of glass
(ordinary
Feedback (-3): -3 to damage resistance total
Focused (+4): On target
Gestures (-2): Polish glass with cloth (fairly simple)
Incantations (-1): “Blur.” (phrase)
By sacrificing some of her life energy, the mage grants
a target 10 minutes of the bonus given by the Blur Special
Ability at rank 1. See the description of this Special Ability in
the “Character Options” chapter for additional details.

CHANGE MATERIAL

Skill: Alteration

Arcane Knowledge: Magic
Difficulty: 11

Effect: 4 (5 kilograms)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 1 hour (-18)
Other Aspects:

Feedback (-1): -1 to damage resistance total

Focused (+5): On target

Incantations (-2): “You will become...” followed by new

material’s name (sentence)

Other Alterants (+9): Transmute to new form

Other Conditions (-1): Simple, inanimate material only

This spell allows the caster to transform one simple, non-
living substance into another simple, nonliving substance.
Lead into gold is a popular transformation. The drawback is
that the change is not permanent, but for the duration, the
itempossesses theattributes and qualities of the transformed
material. How well the item mimics its new state depends
onthe material’'s complexity; the gamemaster uses the result
points of the spell’s skill roll to determine how successful
the transformation was. When the spell ends, it reverts to
the original state.

Up to five kilograms of material can be altered by this
spell. It will pass most — if not all — tests appropriate for
its new state. However, if a spell that detects magic is per-
formed, the new material reveals that unnatural forces are
acting upon it.

Changed matter canbe used as spell components providing
they are used within the spell’s duration. Nontheless, there
is an increased risk of spell failure. When using transformed
material, a Critical Failure always indicates that something
went wrong wtih the spell.

DEADEYE

Skill: Alteration

Arcane Knowledge: Magic

Difficulty: 14

Effect: 27 (Skill Bonus (R9), +27 to marksmanship/firearms
totals)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 2 rounds (+5)

Casting Time: 1 round (-4)

Other Aspects:

Incantations (-1): “Aim.” (phrase)

If a caster successfully casts this spell, she can temporarily
increase a target’s marksmanship/firearms skill by +27. While
this has no direct effect on damage, it provides for highly
accurate ranged weapon attacks, and it can be combined
with other modifiers. The spell is ideally used for snipers or
assassination attempts but can serve on any occasion when
the need for a precise shot is required.

DEAFEN

Skill: Conjuration

Arcane Knowledge: Magic

Difficulty: 36

Effect: 27 (Hindrance: Deafness (R9), +6 to difficulties of
all hearing-dependent actions)

Range: 40 meters (+8)

Speed: Instantaneous (+8)

Duration: 1 minute (+9)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+20): Sphere with radius of 4 meters

Components (-3): Small chime or bell (common)

Focused (+7): On targets

Gestures (-1): Ring chime or bell (simple)

When the caster rings a small bell, a loud noise can be
heard, deafening all in the designated area of effect. This
is likely to hinder all actions, as the inability to hear is not
only startling but unsettling. All hearing-based actions are
performedwitha +6 difficulty modifier. Nothing canbe heard
while affected by the spell.

(((insert illo s9-2 deafen)))

DETECT PRESENCE
Skill: Divination
Arcane Knowledge: Magic
Difficulty: 26
Effect: 18 (search of 6D to locate living beings)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 1 hour (+18)
Casting Time: 2 round (-5)
Other Aspects:
Focused (+7): On caster
Incantations (-1): “See all.” (phrase)
Variable Movement (+5): Bending/unseen target



Other Alterant (+1): Reveal cyborgs

This spell can locate someone who is hiding. The spell
confers 6D search dedicated to finding living entities only.
Thedifficultyis determined by either the target’s (or targets’)
hide total or the gamemaster. A success causes the located
subject to glow in a faint blue light, only visible to the caster.
The mage can look in a different direction once per round.

Besides hunting down people secreted away in a dark
room, itis also possible to determine the difference between
a human and a cyborg. In situations where cyborgs appear
human, they glow, revealing their nonliving nature.

DISTRACT

Skill: Alteration
Arcane Knowledge: Magic
Difficulty: 22
Effect: 18 (persuasion of 6D)
Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 1 day (+25)
Casting Time: 1 round (-4)
Other Aspects:

Components (-1): Shiny trinket (ordinary)

Focused (+8): On target

Gestures (-1): Display the trinket while saying incanta-

tion (simple)

Incantations (-2): Simple instruction (sentence)

Unreal Effect (-5): Disbelief difficulty of 13

This spell allows a magic user to distract a target, making
that character believe there are other more pressing matters
to attend to. By the display of a mesmerizing bauble and a
simple suggestion, the caster could cause an attacker to sud-
denly halt and depart, or to make an enemy go on a journey
for the duration of the spell. The distracted character follows
any single command, within reason. Possibilities include “go
home,” “climb a tree,” “run to the nearest town,” and so on.

A successful roll of the skill given by the spell against the
target’swillpower/mettle (or the governing attribute) indicates
that the suggestion took hold.

FANCY RIDING
Skill: Divination
Arcane Knowledge: Magic
Difficulty: 16
Effect: 9 (Skill Bonus: Animal Insight (R3), +9 to riding
totals)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 1 round (-4)
Other Aspects:
Components (-2): Hair or fur of a beast of burden (ordi-
nary, destroyed)
Focused (+6): On target
Incantations (-2): “Convey!.” (phrase, loud)
A target with this spell cast upon her recieves a +9 bonus
to her riding totals. For the duration of the spell, the target

» «

hasanunderstanding of beasts of burdens and their natures,
knowing how to handle them and keep them under control
in nearly any condition.

FATE

Skill: Alteration

Arcane Knowledge: Magic

Difficulty: 16

Effect: 9 (Luck: Great (R1), confers 1 additional Fate Point

only)

Range: 25 meters (+15)

Speed: Instantaneous (+15)

Duration: 1 round (+4)

Casting Time: 1 round (-4)

Other Aspects:
Component (-2): Common die (very common)
Concentration (-1): 1 round with willpower/mettle dif-

ficulty of 8

Incantations (-1): “Hero.” (phrase)

With this spell, the mage persuasdes the Fates to smile
upon the hero (by granting the player one Fate Point that
may be used on any one action in the round following the
casting of the spell).

Those who attempt to abuse this spell should note that
Fate suffers no challenges lightly, and playing such games
can result in the demise of a character.

FIND TRAP
Skill: Divination
Arcane Knowledge: Magic
Difficulty: 23
Effect: 18 (search of 6D for finding traps)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 2 rounds (-5)
Other Aspects:
Area Effect (+9): Divination sphere with radius of 3.5
meters
Focused (+7): On target
Incantations (-2): “Where’d [ put that trap?” (sentence)
The magic of this spell is focused upon devilish devices.
When the casterintonestheincantation, the spellisactivated,
providing the target with 6D in search that islimited in focus
to traps of any sort within 3.5 meters of the user. If the skill
rollis a success, then the spell user sees the located trap glow
green. The finder can point out the trap to others, butitisnot
similarly revealed to them. For example, if the trap isinvisible,
thenitremainsinvisible after detected. Furthermore, seeing
a trap does not convey the ability to disarm it.
(((insert illo $9-3 find trap)))
(((begin sidebar — place anywhere in wizardry section)))

THE BOOK OF MALACHI

Thisunusual book appears topossessaheavyleather
cover, with thick pages of what might be sheepskin.
Seemingly scrawled by the pen of amonkare the precise



lines of and unknown language, as well as illuminative
page. An Easy Knowledge/Intellect or ascholarrollreveals
this is an uncommon book for a monk or a monastery
to produce, as it has a devilish flavor to it.

Infact, thebookwas created in the tenth centuryina
Frenchmonastery, butnot throughnormalmeans. One
of the members of the order had been found practicing
magic, but only after a demon has possessed his physi-
calbody. The order acted quickly, performing abinding
ritual that locked both the unfortunate monk’s soul,
and the demon’s energy in the prepared vessel — The
Book of Malachi

Contents: The secrets of this book can be released
simply by the use of the understand gibberish spell (or a
similarspell). Casting this spell toread thebookreleases
a demon (of the gamemaster’s creation).

Protections: The book requires a special spell to
read.

Language: To all who look at the book, its weird
geometries of sketches and illuminations and bizarre
letters appear to be structured and form a language.
However, no amount of skill can decipher this book as
it is not in any particular language.

ReadingPeriod: Onceunderstandgibberishhasbeen
cast, and the userlooks upon the first page of the book,
the rest is done: The book manifests a demonic form,
and it “reads” itself. Within one minute, a fearsome
entity stands before the empty pages of the tome.

(((end sidebar)))

FIND WAY
Skill: Divination
Arcane Knowledge: Magic
Difficulty: 18
Effect: 14 (+3D to navigation)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 day (+25)
Casting Time: 1 round (-4)
Other Aspects:
Components (-3): Compass or astrolabe (common)
Focused (+7): On target
Incantations (-3): “Find me a way to go!” (sentence,
loud)
The recipient of this spell garners a +3D bonus to her
navigation skill. This bonus works under all circumstances,
including at sea, in a city, or in a maze.

INSIGHT TO WEAKNESS

Skill: Divination

Arcane Knowledge: Magic

Difficulty: 22

Effect: 36 (Skill Bonus: Weakness Detection (R12), +36 to
melee combat totals)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 2 rounds (+5)

Casting Time: 1 round (-4)
Other Aspects:

Focused (+8): On target

Incantations (-1): “See.” (phrase)

This spell grants the target +36 to melee combat totals for
two rounds. The magical incantation makes clear an oppo-
nent’s weaknesse and allows them to be taken advantage
of. No additional damage is directly conferred by this spell,
although a clever character might use it to strike at a head or
heart and perform a killing blow on an unwary opponent.

ILLITERATE

Skill: Alteration

Arcane Knowledge: Magic
Difficulty: 21

Effect: 3 (Illiterate (R1) Disadvantage)
Range: 1 kilometer (+15)

Speed: Instantaneous (+15)
Duration: 1 month (+32)

Casting Time: 1 hour (-18)

Other Aspects:

Components (-7): pen or quill (common); sheet of parch-
ment (uncommon)

Gestures (-3): Write incantation and then repeat the
writing in reverse, repeating until the parchment is
covered (complex; languages/reading/writing roll with
difficulty of 11)

Focused (+7): On target

Incantations (-2): “I will not remember how to read.”
(sentence)

Unreal Effect (-1): Disbelief difficulty of 13

This devious spell causes the target to forget how to read.

While to some this is not distressing, to mages and scholars
itis anightmare. As the ability to read has not actually been
erased, but has only been implanted in the subconscious of
the target, it is possible to disbelieve by making a willpower/
mettle roll (or the governing attribute) at a difficulty of 13.
Nonetheless, the situationis distressing, and the gamemaster
might consider modifiers if the target had recently bumped
her head or suffered a trauma that might cause her to believe
that she had actually lost the ability to read.

INSIGHT INTO THE FUTURE
Skill: Divination
Arcane Knowledge: Magic
Difficulty: 18
Effect: 18 (up to 1 hour in the future)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 2 round (-5)
Other Aspects:
Focused (+7): On target
Incantations (-2): “Reveal the future so that I may slip
truly into it.” (sentence)
After casting this spell, the target gains insight into the
future through flashes of images, sounds, and smells. A



character can possibly bring these insights into focuse by
asking a question (such as, “Who’s on the other side of the
door I'm about to open?) and making an investigation rolls.
(She may do this no more than once per round.) The game-
master decides on the difficulty, which should never be less
than Moderation, even for a simple yes-or-no question or one
centering on the near future. The higher the investigation roll
is above the difficulty, the clearer the insight becomes.

INVESTIGATE

Skill: Divination

Arcane Knowledge: Magic
Difficulty: 30

Effect: 24 (Skill Bonus: Investigation (R8), +24 to investiga-
tion totals)

Range: 5 meters (+4)
Speed: Instantaneous (+4)
Duration: 1 week (+29)
Casting Time: 1 minute (-9)
Other Aspects:

Components (-2): Magnifying glass (very common)

Focused (+10): On target

Incantations (-1): “Learn.” (phrase)

When research is needed, this spell helps find informa-
tion. When cast upon a target, he gains a bonus of +24 to
investigation totals.

While this spell doesn’t assist in comprehension, it reveals
thebest cluestofollow up. Itisalsolikely thata Heroic success
provides great insight into the matter being delved into.

INVOKE EMOTION

Skill: Alteration
Arcane Knowledge: Magic
Difficulty: 19
Effect: 15 (persuasion of 5D)
Range: 40 meters (+8)
Speed: Instantaneous (+8)
Duration: 10 minute (+14)
Casting Time: 2 rounds (-5)
Other Aspects:
Components (-1): Pin (ordinary)
Focused (+5): On target
Gestures (-1): Use pin to point at target (simple)
Incantations (-1): State simply the desired emotion
(phrase)
Unreal Effect (-4): Disbelief difficulty of 13
Withasuccessful casting, the target must make an opposed
interaction roll against the spell’s persuasion of 5D. Failure
means that she has succumbed to the emotion suggested in
theincantation. Some single word examples are angry, happy,
laughing, sad, crying, pouting, cold, shy, frightened, amazed,
inspired, smitten, and so on. If it occurs, the moody target
can attempt to disbelieve by using willpower/mettle (or the
governing attribute) at a difficulty number of 13. When the
spell ends or is disbelieved, the effect discontinues.
(((insert illo s9-4 invoke emotion)))

LEAP

Skill: Alteration

Arcane Knowledge: Magic

Difficulty: 16

Effect: 15 (Skill Bonus: Frog Legs (R5), +15 to jumping/
climb/jump totals)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 hour (+18)

Casting Time: 1 round (-4)

Other Aspects:

Components (-2): Frog legs (very common)

Countenance (-1): Target’s legs take on a froggish appear-

ance

Focused (+6): On target

Incantations (-1): “Bound.” (phrase)

This spell grants a temporary bonus of +15 to a character’s
jumping/climb/jump totals skill. For the duration of the spell,
thelegs of the target take on the muscled appearance of those
ofafrog’slegs. Although thebonestructureremainsthe same,
aModerateinvestigationroll discerns that thereis something
usual about the muscles of the targeted person’s legs.

MISTAKEN IDENTITY

Skill: Alteration

Arcane Knowledge: Magic, folk

Difficulty: 28

Effect: 24 (Shapechanging (R1), one specific person; Skill
Bonus: In Disguise (R5), +15 to bluff/con totals related to
disguise)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 week (+29)

Casting Time: 25 minutes (-16)

Other Aspects:

Focused (+10): On target

Incantations (-1): Repeat name of new identity (phrase)

Other Conditions: (-1): Target must know person

To properly use this spell requires that the target remain
in place for 30 minutes and that she knows the identity
she is going to assume. If the spell is a success, there is not
only a physical transformation — there is also a mental
transformation.

Once magically convinced, the target takes on the manner-
isms, attitudes, and physical actions of the desired persona.
Any necessary memories are manufactured, which might
end up being a trigger to those who know the real person.
Nonetheless, until the spell wears off, as far as the target
knows, she is that person, so lie detectors and other means
of detecting fibs are fruitless.

PERFECT TOUCH
Skill: Divination

Arcane Knowledge: Magic
Difficulty: 22



Effect: 36 (Skill Bonus: Perfect Touch (R12), +36 to sleight
of hand totals)

Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 2 rounds (+5)

Casting Time: 1 round (-4)

Other Aspects:

Focused (+8): On target

Incantations (-1): “When.” (phrase)

Asuccessful casting of this spell allows the target to perform
the sleight of hand skill with heroic ability, granting a tempo-
rary bonus of +36 to such totals. This not really an increase
in ability so much as it is a unique understanding of how to
increase finger deftness or when to pick a pocket.

POSSESS THE LIVING MIND
Skill: Divination

Arcane Knowledge: Magic

Difficulty: 24

Effect: 21 (Possession: Partial (R1), with Restricted (R1),
may only read target’s mind)

Range: 100 meters (+10)

Speed: Instantaneous (+10)

Duration: 1 day (+25)

Casting Time: 1 hour (-18)

Other Aspects:

Components (-5): Personal possession of target (uncom-

mon); chalk (very common)

Focused (+9): Mage’s mind stays with target

Gestures (-3): Draw circles and sigils of possession with

chalk (complex; artist roll with difficulty of 11)

Incantations (-2): “Open your mind to my thoughts.”

(sentence)

The canny mage can use thisspell toride alongwith another
being for a day. The caster perceives the world through the
target’s senses and can possibly read the victim’s thoughts.
(The result points from casting this spell are used on the
“Possession Knowledge” chart to determine how much
information the mage gathers.)

When attempting to possess another, the mage must make
acheck of willpower/mettle (or the governingattribute) against
the standard interaction difficulty. Exceeding the difficulty
means that the target is unaware of the hitchhiker. Meeting
the difficulty indicates that the target knows someone else is
sharing her mind, though she doesn’t know who it is. Failure
means that victim managed to kick out the caster before he
could get a foothold.

In no case does the caster have any influence on the per-
son’s actions. Additonally, the caster is only dimly aware of
what is going on around his body.

SLIP

Skill: Alteration

Arcane Knowledge: Magic

Difficulty: 28

Effect: 18 (Hindrance: Slick Surface (R6), +6 to acrobatics,
dodge, and running difficulties)

Range: 40 meters (+8)
Speed: Instantaneous (+8)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:

Area Effect (+20): Circle with radius of 10 meters

Components (-2): Drop of oil (ordinary, destoryed)

Gestures (-1): Rub oil between fingers (simple)

Incantations (-1): “Slip.” (phrase)

Upon casting this spell, a oily surface covers the desig-
nated area. Everyone within the affected area suffers a +6
difficulty modifier to most physical actions that involve leg
and feet movement.

(((llo s9-5)))
SPEAK LANGUAGE

Skill: Divination

Arcane Knowledge: Magic

Difficulty: 12

Effect: 18 (languages/speaking of 6D, for speaking only)
Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 minute (+9)

Casting Time: 2 rounds (-5)

Other Aspects:

Components (-2): Fashioned leather tongue (common)

Focused (+5): On target

Gestures (-1): Point (simple)

Therecipient of this spell can speak in an unknown tongue
with a limited languages/speaking skil of 6D. Unless a spell
that permits understanding languages is also cast on the
same target, it is not possible to understand a reply in the
language. The gamemaster determines the difficulty for the
target to express ideas, based upon how common or alien
the language is.

SPHERE OF PROTECTION

Skill: Conjuration

Arcane Knowledge: Magic

Difficulty: 19

Effect: 24 (compare to skill total of spell countering)
Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 minute (+9)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+15): Sphere with radius of 3 meters

Components (-4): Diamond (very rare)

Gestures (-1): Drop diamond on ground (simple)

Incantations (-1): “Stop magic.” (phrase)

When the mage casts this spell and drops the diamond up to
ameter from her, amagically disruptive sphere forms around
it. Allwho are within the sphere are protected against spells.
The spell doesn’t prohibit ranged attacks or fighting of any
sort within the sphere. However, the skill totals of all spells
directed at occupants in the area of effect are compared to
the effect’s value plus the result point bonus of the spell. If



the defending spell’s total is higher than the intruding spell’s
skill total, then the opposing spell is completely repulsed.

As the spell is not actually focused on the diamond or
anyone else, friend or foe may enter or leave the area without
disrupting the spell.

STRETCH

Skill: Alteration

Arcane Knowledge: Magic

Difficulty: 14

Effect: 3 (Elasticity (R1), +1 to contortion, dodge, and sleight
of hand totals, and +1 to disguise totals that target performs
on himself — for D6 Space, use acrobatics: contortion and con:
disguise instead of the related listed skills)

Range: 10 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 hour (+18)

Casting Time: 1 round (-4)

Other Aspects:

Components (-1): Something elastic (ordinary)

Focused (+4): On target

Gestures (-1): Stretch the component (simple)

Incantations (-1): “Stretch.” (phrase)

This spell grants the target the ability to slip through
tight spots and wiggle out of harms way, using the Elasticity
Special Ability at rank 1. See the appropriate section in the
“Character Options” chapter for additional details.

STUN

Skill: Conjuration

Arcane Knowledge: Magic

Difficulty: 21

Effect: 15 (4D physical damage, stun only, ignores nonmagi-
cal armor)

Range: 25 meters (+15)

Speed: Instantaneous (+15)

Duration: 1 second (+0)

Casting Time: 3.5 seconds (-3)

Other Aspects:

Incantations (-1): “Stun.” (phrase)

With the utterance of a simple word, a mage can stun an
opponent. The successful casting of this spell causes 4D stun
damage to the intended target. All that is required is that
mental focus be placed upon the intended victim (with a
successful Moderate willpower/mettle roll). The spell effects
cannot be protected against by nonmagical armor. However,
the damage is treated as stun damage as indicated in the
“Damage” chapter of the rulebook.

TELEPATHY

Skill: Alteration

Arcane Knowledge: Folk, magic
Difficulty: 16

Effect: 24 (telepathy of 4D)
Range: Self (+0)

Speed: Instantaneous (+0)

Duration: 1 hour (+18)
Casting Time: 1 round (-4)
Other Aspects:

Concentration (-2): 1 round with willpower/mettle dif-

ficulty of 8

Focused (+8): On caster

This spell grants the target 4D in the telepathy skill. It func-
tions identically to the Psionics skill as described in the D6
Adventure Rulebook chapter on “Psionics.” Because the skill
links minds, itis possible for one person to read the thoughts
of another character and determine if a lie is being told or
detect fear. When using this skill, refer to the “Empathy and
Telepathy” table and the “Lie Detecting” table.

UNDERSTAND GIBBERISH
Skill: Divination

Arcane Knowledge: Magic
Difficulty: 19

Effect: 12 (4D languages — speaking or reading/writing in
D6 Fantasy)

Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 1 day (+25)

Casting Time: 2 rounds (-5)

Other Aspects:

Components (-1): Wax (ordinary)

Focused (+7): On target

Gestures (-1): Point (simple)

Through the aid of magic, it is possible for a targeted
character to understand any language or code. Providing the
spell is successful, the selected character gains 4D languages
(speaking or reading/writing in D6 Fantasy) in the specific
language being heard or read at the moment of casting. This
includes a normally unknown or undecipherable language,
although the taskis much more difficult. Understand gibberish
also works with codes.

The gamemaster determines the difficulty, based upon
how common or unusual it is.

VOICES

Skill: Conjuration
Arcane Knowledge: Magic
Difficulty: 18
Effect: 24 (Skill Bonus: Throw Voice (R8), +24 to bluff/con
totals)
Range: 60 meters (+9)
Speed: Instantaneous (+9)
Duration: 1 minute (+9)
Casting Time: 1 round (-4)
Other Aspects:
Area Effect (+10): Sphere with radius of 2 meters
Components (-3): Leather cord (common)
Gestures (-2): Pull on cord (fairly simple)
Incantations (-1): Whisper distracting words (phrase)
Unreal Effect (-6): Disbelief difficulty of 13
By uttering a few words, a guard or group of guards can
be led astray. If successfully cast, this spell gives the magic



user a +24 bonus to the bluff/con total needed for this spell.
The results can affect anyone in a specified two-meter radius
up to 60 meters away.

An opposed interaction roll is made against the target or
targets. Anyone failing this roll heads toward the direction
the caster made the voices appear to come from. For the
duration of the spell, the incantation words are repeated
over and over.

ELEMENTAL

(((begin sidebar)))

Many of the spells in this section are template spells —
they’re the ones with “template” after the name. A template
spell provides an easy shorthand way to write up several
different but very similar spells. Elemental spells benefit in
particular from templates, because many spells can be used
with any of the four elements — air, earth, fire and water.
Each template spell must be learned and cast as a separate
spell, but other than the type of element used for the spell,
all four spells are identical.

(((end sidebar)))

ACIDIC ATTACK

Skill: Alteration

Arcane Knowledge: Water

Difficulty: 20

Effect: 23 (5D physical damage, ignores nonmagical
armor)

Range: 25 meters (+7)

Speed: Instantaneous (+7)

Duration: 5 rounds (+7)

Casting Time: 1 round (-4)

Other Aspects:

Component (-4): Small vile of acid (uncommon)

Focused (+6): On target

Gestures (-1): Shaking the vile at the target (simple)

Incantations (-1): “Burn!.” (phrase)

When amage casts acidicattack, the spelllasts for 5 rounds.
Each round, damage continues, but is reduced by 1D. This
represents theacid’s potency gradually decreasing. Nonmagi-
cal armor does not offer a defense against this spell, as the
mystical corrosive promptly burns through metal, leather,
clothing, and so on.

As the attack is magical, there is no way to extinguish the
acid except to dispel it.

BURROW

Skill: Apportation

Arcane Knowledge: Earth

Difficulty: 18

Effect: 18 (moves up to 150 kilograms)
Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 1 hour (+18)

Casting Time: 2.5 seconds (-2)

Other Aspects:

Components (-3): A mole skull (common)

Focused (+7): On caster

Gestures (-2): Digging motions with hands (fairly

simple)

Incantations (-1): “Dig.” (phrase)

Variable Movement (+1): Movement of 5 meters per

round

The burrow spell allows the caster to move through all types
of soilatarapid pace. When the spellis completed, the caster
sinks into the earth in a fountain of dirt and sand. As he
travels through the earth, the soil in front of him is pushed
behind, collapsing the tunnel he creates. The mage using the
spell will have a rudimentary idea of which way he is going,
buthe mayneed topoke hishead back above the surface from
time to time to make sure he is not going off track.

The spell does not allow the caster to move through stone
oranymaterialharder than clay. He usually travels one meter
under the surface, but if he encounters stone that he cannot
penetrate, he may go up or down in the strata to avoid it.

There is a small pocket of air that travels with the user,
allowing him to breathe as he wriggles through the soil.
Several trips to the surface during the duration are necessary
to refresh this air pocket.

((Glo s2-1)))

CONE OF WIND

Skill: Conjuration

Arcane Knowledge: Air
Difficulty: 11

Effect: 18 (brawling/fighting of 6D)
Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 1 second (0)

Casting Time: 2.5 seconds (-2)
Other Aspects:

Area (+10): Cone 8 meters long and 4 meters at its wide
end

Gestures (-1): Both hands make a pushing motion in the

direction of the wind (simple)

Incantations (-3): “Mighty wind, drive my enemies before

me!” (sentence, loud)

This spell is a favorite of mages who want to knock down
opponents without doing any permanent injury. When the
spell is cast a cone of powerful wind blasts from the caster’s
hands out to a distance of eight meters. The cone is about
30 centimeters wide at the casters hands and spreads out to
four meters in diameter at its far end.

The caster rolls the brawling/fighting score that the spell
generates once; this total is used as a knockdown attempt
against the combat difficulty for each target within one meter
of the caster. (Those over one meter away get a +1 bonus to



their defense totals per full meter distant.) Anyone who fails
to withstand the blast fall to the ground and must spend an
action in the next round getting up.

This attack affects opponents with a Physique/Strength
die code of no more than the spell’s skill total divided by 3
(ignore any remainder).

This spell does not require a separate targeting roll.

CONTROL ELEMENTAL (TEMPLATE)

Skill: Conjuration

Arcane Knowledge: Entity, any one element: air, earth,
fire, or water

Difficulty: 18

Effect: 18 (command: elemental of 6D)

Range: 2.5 meters (+3)

Speed: Instantaneous (+3)

Duration: 1 hour (+18)

Casting Time: 1 round (-4)

Other Aspects:

Components (-5): Small figurine of elemental type, made

of precious metals and jewels (very rare)

Focused (+7): On caster

Gestures (-2): Make a circle with both arms (fairly

simple)

Incantations (-2): “(Type of elemental), bow to my will!”

(sentence, loud)

Thisspellbends the mind and will of an elemental, forcing
it to do the caster’s bidding. An elemental under the effects
of this spell becomes a slave to the caster, doing anything
he compels it to.

When the spell is cast, the caster generates a command:
elemental skill total and compares it to the willpower/mettle
totalgenerated by the elemental. If the caster’s totalishigher,
the elementalis his to command for the duration of the spell.
The caster will be aware that this spell is about to end just
before the duration expires, giving him time to recast the
spell if he wishes.

If the elemental makes a higher total than the caster of the
spell, the elemental may have a bad reaction to the caster, or
it may flee the area, depending on its type, relative power,
and temperament. Fire and water elemental will be more
likely to attack, being more mercurial and hostile, while air
and earth elementals will be more prone to flight.

CONTROL LOCAL WEATHER

Skill: Alteration
Arcane Knowledge: Air, inanimate forces, water
Difficulty: 19
Effect: 0 (changes based on result points)
Range: Self (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 1 hour (-18)
Other Aspects:
Area Effect (+55): Sphere with radius of 11 meters

Components (-6): A rainmaker, a statuette or tube made
of wood and designed to sound like rain when shaken
(common, destroyed)

Concentration (-5): 10 minutes with willpower/mettle
difficulty of 11

Gestures (-2): Broad sweeping hand motions toward the
sky (fairly simple)

Incantations (-4): “Powers of nature, make the weather my
slave.” (litany; willpower/mettle diffiuclty of 15)

This spell gives the caster the ability to control the weather
to alimited extent. To cast the spell, the mage concentrates
for 10 minutes on what type of weather he wants, and then
chants the incantation continuously for the remainder of
an hour.

The spell manipulates the temperature, pressure, and
humidty within 11 meters of the caster. How successful
he is in making the change depends on the result points of
the spell, as detailed below. When the duration expires, the
weather gradually returns to its prespell conditions.

The gamemaster decides on the local weather conditions
using the charts herein. Each level of change from the cur-
rent conditions requires one result point. Thus, if the day is
fair with warm temperatures and a light breeze, to make it
cold and foggy with a strong wind requires four result points.
(A skill total equalling the difficulty may make one level of
change in aspect of the weather.)

The caster can also change the radius of the effect ata cost
of three result points for each additional meter.

As this is a magical change, the weather may not behave
as it would under normal circumstances.

It must always be remembered that changing the weather
in one place may also change it in some way somewhere
else. This can prompt revenge attacks from other mages
or angry residents, so users of this spell must exercise the
utmost care.

(((sidebar)))
CONTROL LOCAL WEATHER EFFECTS

Round all fractions up. Modifiers are cumulative.

PERCIPITATION LEVELS

« None (fair weather)

+ Fog (all sight-based actions have a difficulty modifier
equal to the result points, with a minimum of +1)

« Rain (or snow®)

+ Freezing rain* (all physical actions have a difficulty
modifier equal to one-quarter of the result points,
with a minimum of +1)

+ Sleet* (all physical actions have a difficulty modi-
fier equal to one-half of the result points, with a
minimum of +1)

+ Small hail** (damage per round equals one-quarter of
the result points, with a minimum of 1 point)

+ Large hail** (damage per round equals one-half of the
result points, with a minimum of 1 point)



* Temperature must also be freezing. **Hail can be in
combination with rain/snow or no percipitation, at the
caster’s choice.

TEMPERATURE LEVELS

+ Freezing (damage per round equals the result points,
with a minimum of 1 point)

The caster can cause any combination of these changes,
as long as the total point cost does not exceed 2 times the
result points of the spell casting.

+ Expand the area affected by 1 meter: 5 points

+ Change the temperature: Look up the desired change
in degrees Celsius under the Measures column of the “Spell
Measures” table; the equivalent valueis the number of points
this changes costs

+ Change the pressure by 0.01 bars: 1 point

+ Change humidity by

With a minimal success, the caster may only raise or lower
the temperature within 2 degrees Celsius. A slight breeze
could be created, and perhaps some wispy, clouds. Average
success allows the caster to raise or lower the temperature
by 5 degrees, conjure or dispel a moderate amount of cloud
cover, and a stiff breeze of less than 10 kph could also be cre-
ated or canceled. Good success on the casting roll will allow
the mage to cause or cancel light rain or snow, change the
temperature by up to 10 degrees, and change the wind speed
by up to 20 kph. Truly powerful weather conditions can be
created or stopped with a superior success. the temperature
can be raised or lowered by 20 degrees, and wind speed can
be modified by up to 40 kph. A thunderstorm or snowstorm
can be conjured or canceled. Spectacular success allows the
temperature to be raised or lowered by 30 degrees, wind
changes of up to 80 kph, and the ability to create or cancel
powerful storms of rain or snow.

+ Cold

* Warm

« Hot (all physical actions have a difficulty modifier
equal to one-quarter of the result points, with a
minimum of +1)

« Very hot (damage per round equals one-half of the
result points, with a minimum of 1 point)

WIND LEVELS

» None

+ Light breeze

» Moderate winds

+ Strong winds (all physical actions have a difficulty
modifier equal to one-quarter of the result points,
with a minimum of +1)

+ Gale (all physical actions have a difficulty modifier
equal to one-half of the result points, with a mini-
mum of +1)

« Storm (all physical actions have a difficulty modifier
equal to the result points, with a minimum of +1)

« Hurricane/tornado (all physical actions have a diffi-
culty modifier equal to 1.25 times the result points,
with a minimum of +1; the gamemaster may also
decide that small items are whipped about, caus-
ing injury)

(((sidebar)))
CREATE ELEMENT (TEMPLATE)

Skill: Conjuration

Arcane Knowledge: any one element: air, earth, fire, or
water

Difficulty: 11

Effect: 10 (100 liters or 0.1 cubic meters)

Range: 3.5 meters (+3)

Speed: Instantaneous (+3)

Duration: 10 minutes (+14)

Casting Time: 1 round (-4)

Other Aspects:

Gestures (-2): Cup hands, whisper into them, then mime

throwing toward target spot (fairly simple)

Incantations (-3): “Elemental Powers, create (name of

element)!” (sentence, loud)

This is one of the first spells learned by many elemental
mages. By casting the spell, the mage conjures asmallamount
of the element in its raw form. Water appears as a puddle if
thereisno container to holdit; fireburns away merrily without
fuel; air disperses into the space around it; and earth appears
in a pile on the ground. None of these conjured elements can
be used as a weapon by creating them on or inside a person;
the effect of the spell makes the element only in a clear area
unoccupied by another person or object.

As thisis magically crafted material, it doesn’t have all the
physical characteristics as natural elements. For example,
created water does not stay around long enough to be fully
digested by the body, but it can be used for cleansing. The
fire only can be used to shed illumination. Air might aid in
respiration. Earth could be used to design a small enclosure.
The specific game benefits of these are based on the result
points and determined by the gamemaster.

CREATE ELEMENTAL (TEMPLATE)

Skill: Conjuration
Arcane Knowledge: any one element: air, earth, fire, or
water
Difficulty: 34
Effect: 68 (15 attributedice, arranged asthe casterlikes; Body
Points/Wounds and movement based on result points)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 hour (+18)
Casting Time: 10 minutes (-14)
Other Aspects:
Components (-10): 1 carat gemstone, see below for type
(very rare, destroyed)
Concentration (-5): 10 minutes with willpower/mettle
difficulty of 11

Focused (+17): On created elemental



Gestures (-2): Circular hand motions with gemstone com-
ponent (fairly simple)

Incantations (-4): Long speech explaining exact details
of the type of elemental desired (litany; persuasion roll
with difficulty of 15)

In many elemental mage circles, the ability to cast this
spell successfully is what differentiates the true masters of
theartfrom the pretenders. Performing the spell successfully
creates a powerful servant composed of the elemental type
specified by the spell. The caster dictates the attributes of the
final form that the elemental takes as part of the spell. Some
samples are given below of the different type of elementals
that can be created.

The type of gemstone needed for the spell varies with what
type of elemental the caster is creating: Air needs a diamond,
earth requires an emerald, fire specifies a ruby, and water
uses a blue sapphire.

The elemental created is not necessarily under the control
of the caster. A smart mage will be prepared to cast the con-
trol elemental spell immediately. Alternately, some casters
who have an intimate knowledge of elementals may try to
use gifts or promises of future favors to bribe the elemental
into serving them.

The 15 attribute dice may be allocated as the caster sees
fit, and with the gamemaster’s permission, she may use some
of the dice to buy Special Abilities to reflect the natural abili-
ties of the elemental. The elemental will have a number of
Body Points equal to 10 plus the points by which the spell
beat the difficulty; Wound levels equal to the points above
the difficulty, divided by two, rounded up, minimum of one
Wound level. Movement equals the result points in meters
per round, with a minimum of one meter per round.

SAMPLE ELEMENTALS

Here are some sample elementals that could be
created with this spell. Special Abilities are given for
point cost reference. The attribute names are from D6
Adventure; gamemasters and players using other genres
should convert the names.

Air Elemental: Reflexes 2D, Coordination 2D,
Physique 2D, Knowledge 1D, Perception 1D, Charisma
1D. Move: 1+. Strength Damage: 1D. Body Points: 10+/
Wound levels: 1+. Natural Abilities: Flight (R1, 6 points),
flying rate equals 2 times Move.

Earth Elemental: Reflexes 2D, Coordination 1D,
Physique 6D, Knowledge 1D, Perception 1D, Charisma
1D. Move: 1+. Strength Damage: 3D. Body Points: 10+/
Wound levels: 1+. Natural Abilities: Natural Armor (R1,
3 points) +1D to damage resistance totals.

Fire Elemental: Reflexes 4D, Coordination 3D,
Physique 3D, Knowledge 1D, Perception 1D, Charisma
1D. Move: 1+. Strength Damage: 2D. Body Points: 10+/
Wound levels: 1+. Natural Abilities: Natural Ranged
Weapon: Flame (R1, 3 points), 3D damage.

Water Elemental: Reflexes 3D, Coordination 3D,
Physique 4D, Knowledge 1D, Perception 1D, Charisma
1D. Move: 1+. Strength Damage: 2D. Body Points: 10+/
Wound levels: 1+. Natural Abilities: Natural Armor (R1,
3 points) +1D to damage resistance totals.

DESICCATE

Skill: Alteration

Arcane Knowledge: Water

Difficulty: 16

Effect: 18 (3D physical damage, ignores all armor)
Range: 5 meters (+5)

Speed: Instantaneous (+5)

Duration: 1 minute (+9)

Casting Time: 2.5 seconds (-2)

Other Aspects:

Component (-4): Small strip of dried rawhide (very com-
mon, destroyed)

Focused (+5): Target of the spell

Gestures (-1): Point at target (simple)

Incantations (-2): “Drought shall be your death!” (sen-

tence)

Other Conditions (-1): Ineffective against those without

fluid in their bodies

This is a particularly nasty spell, used by sorcerers with
little regard for mercy. The spell is targeted with a marksman-
ship/firearms or apportation roll. If the attack is successful,
the target takes 3D of damage each round for the next 12
rounds. This damage is caused by the rapid desiccation, or
removal of fluid, from all of the target’s soft tissues. This is
an extremely painful and unpleasant process to say the least,
and if the spell does enough damage to kill the target, all that
is left is a dried, mummy-like husk.

Armor is ineffective against this damage, since the dam-
age comes from inside the target’s body. Any creature that
does not have fluid inside of it, like a golem or other creature
made of stone, is unaffected.

DROWN

Skill: Conjuration
Arcane Knowledge: Water
Difficulty: 21
Effect: 36 (6D physical damage, ignores all armor)
Range: 2.5 meters (+2)
Speed: Instantaneous (+2)
Duration: 2 rounds (+5)
Casting Time: 3.5 seconds (-3)
Other Aspects:
Components (-2): A mouthful of water (ordinary,
destroyed)
Focused (+5): On target
Gestures (-2): Spit mouthful of water at target (fairly
simple)
Incantations (-2): “A sailor’s death shall take you!” (sen-
tence)



To cast this spell, the mage fills his mouth with water,
spits it at the target, and speaks the incantation. The spell
is aimed with a throwing (not apportation) roll. If it hits suc-
cessfully, the target’s lungs fill with water and she begins to
drown, taking 6D of damage for the next two rounds. Armor
does not help absorb this damage, but the target can make
a stamina roll with a difficulty equal to the caster’s spell skill
total to expel the water from his lungs after the first round.
If successful, he takes no damage from the second round of
the spell effect.

EARTH MUSE

Skill: Divination

Arcane Knowledge: earth, time
Difficulty: 19

Effect: 34 (2.5 months in the past)
Range: 1 meter (+0)

Speed: Instantaneous (+0)
Duration: 5 minutes (+13)
Casting Time: 40 minutes (-17)
Other Aspects:

Area Effect (+21): Divination sphere with radius of 25
meters

Components (-5): A miniature sundial (uncommon); dirt
or stone (ordinary)

Concentration (-2): 1 round with a willpower/mettle dif-
ficulty of 8

Gestures (-2): Astheincantationis spoken, place hands on
the stone or ground in the center of the area of effect;
slowly, draw in the arms and place the palms on closed
eyes. After pausing for several seconds, throw hands
out wide. (fairly simple)

Incantations (-4): Utter the following after meditation: “Oh
mighty spiritswhohave seenall, heed my pleaand answer
my call. The time grows nigh to share your thoughts;
come to me now and show what time has wrought!”
(litany; persuasion roll with difficulty of 15)

Although there are many who may choose to think oth-
erwise, there are beings that dwell just beyond the realm of
human perception. These spiritual elemental forces of nature
often live far longer than the mere mortals who sometimes
rudely intrude upon their realm. Theirs is the gift of knowl-
edge, for these enigmatic souls have experienced much dur-
ing their existence. The power of the earth muse spell allows
the mage to communicate with elemental forces that dwell
within the ground, untamed stone or stone structures. Such
creatures are able to speak of things that have occurred in
the spell’s area of effect. Persistent characters who repeat-
edly question the earthen sages about items or events that
are out of their range of caring (events that are more than
2.5 months old) or beyond the area of effect cause the spell
to abruptly end. The caster has worn out her welcome with
the beings that she’s trying to gather information from. If
this should happen, no spirits will answer the caster’s call
for 24 hours should she attempts to recast earth muse in
the same area. A Critical Failure along with a failed skill roll

when attempting to cast earth muse temporally blights the
intended area of effect and no earth muse spells will function
there for 24 hours.

EARTHQUAKE

Skill: Alteration
Arcane Knowledge: Earth
Difficulty: 32
Effect: 15 (5D physical damage)
Range: 1 kilometer (+15)
Speed: 10 meters per second (+5)
Duration: 1 minute (+9)
Casting Time: 1 hour (-18)
Other Aspects:
Area Effect (+30): Circle with radius of 15 meters
Components (-10): A diamond of at least 1 carat (very
rare, destroyed)
Concentration (-5): 10 minutes with willpower/mettle
difficulty of 11
Gestures (-3): A series of foot and hand gestures (complex;
acrobatics roll with difficulty of 11)
Incantations (-4): Complex litany of elemental names and
formulas (litany; languages/speaking roll with difficulty
of 15)
Other Alterants (+30): +10D additional damage done to
stationary targets
Other Conditions (-1): Cannot affect anything flying

Casting this spell causes the ground within the area of
effect to be shaken by violent tremors. Anything or anyone
touching the ground will take 5D of damage for each full
round they spend inside the area of the quake. Stationary
targets — such as trees and buildings — take an additional
10D of damage per round. Any movement through the area
of the quake decreasesby anumber of meters per round equal
to the result points (minimum adjustment of zero), as the
shaking throws about objects and heaves the ground.

Because the area of the spell is so large, no targeting roll
is necessary. The caster may simply center the quake on any
point within the range.

Afterthespellis cast, it takes the quake some time to begin.
Use the “Spell Measures” chart in the rulebook to find the
value of the range from the caster to the center of the quake,
subtract the speed value of 5, and look up this number on the
chart. Convert the related measure to minutes or seconds to
see how long it takes the quake to begin.

(((illo s2-3)))

ELEMENTAL BODY (TEMPLATE)

Skill: Conjuration

Arcane Knowledge: any one element: air, earth, fire, or
water

Difficulty: 15

Effect: 15 (+2D physical damage; Armor Value of 2D)
Range: Touch (+0)

Speed: Instantaneous (+0)

Duration: 1 minute (+9)



Casting Time: 1.5 seconds (-1)
Other Aspects:
Focused (+4): On target
Gestures (-1): Touch subject (simple)
Incantations (-2): “(Name of element), protect me and
harm my foe!” (sentence)
Other Alterant (+6): Effect doubled against one opposite
element (specified at time of casting)

When cast, this spell covers the body of the target (and
anything she wears or holds) in a sheath of the element.
This sheath provides armor and adds damage to any attacks
made with appendages or hand-held weapons. The armor
and damage effects are doubled if they are used against
the opposite element. For example, a mage sheathed in fire
would do double damage against water-based creatures, and
his armor from the spell would protect him double from
water-based attacks.

(((illo s2-2)))

ELEMENTAL BURST (TEMPLATE)

Skill: Conjuration

Arcane Knowledge: any one element: air, earth, fire, or
water

Difficulty: 17

Effect: 12 (4D physical damage)

Range: 40 meters (+8)

Speed: Instantaneous (+8)

Duration: 1 second (0)

Casting Time: 1 round (-4)

Other Aspects:

Area Effect (+15): Sphere with radius of 3 meters

Components (-1): A tiny amount of the element used in

the burst (ordinary)

Gestures (-2): Move both hands inward, and then throw

them out like an explosion (fairly simple)

Incantations (-2): “(Name of element), destroy my enemies

with your power!” (sentence)

A favorite of many combat mages, this spell conjures a
powerfulburstof theelement, damagingall the targets within
its area. The spell does not discern between friend and foe,
so the caster must use care in aiming the blast.

The form of the shot depends on the element used: Air is
a concussive inward blast; earth, a hail of rocks; fire, a huge
burst of flame; and water, a powerful drowning wave.

The caster generates a throwing or apportation total against
the combat difficulty of the main target. The total receives a
+3, because the spell covers a large area, making it easier to
hit the target. Those more than a meter away from the center
with defense totals greater than the targeting roll (without
thebonus) dodge out of the way. For everyone else, reduce the
damgae done by 1 for each meter away from the center.

ELEMENTAL EDGE (TEMPLATE)

Skill: Conjuration
Arcane Knowledge: any one element: air, earth, fire, or
water

Difficulty: 12
Effect: 14 (+3D physical damage)
Range: 1 meter (+0)
Speed: Instantaneous (+0)
Duration: 1 minute (+9)
Casting Time: 3.5 seconds (-3)
Other Aspects:
Focused (+4): On a weapon

This simple spell covers the dangerous part of a weapon
with a sheath of energy that causes extra damage. The type
of energy varies depending on the elemental type of the
spell: Air covers the weapon in electricity, earth is acid, the
fire sheath is flames, and water is brutally cold ice. For the
duration of the spell, the weapon inflicts an additional 3D of
damage every time it successfully strikes a target.

ELEMENTAL SCRYING

Skill: Divination

Arcane Knowledge: Time, earth, air, fire, water
Difficulty: 13

Effect: 32 (up to 1 month into the future)
Range: 1 meter (+0)

Speed: Instantaneous (+0)

Duration: 5 minutes (+13)

Casting Time: 1 minute (-9)

Other Aspects:

Components (-7): A small piece of the target of the spell,
such as nail clippings, a few hairs, or a drop of blood
(common); small amount of each of the four elements
(very common, destroyed)

Gestures (-2): Wave hands over components (fairly
simple)

Incantations (-2): “Elements of the universe, show me this
person’s future.”(sentence)

According to some philosophies, the entire universe is
composed of the four elements. By drawing upon the con-
nection of these elements to all things, the caster can pull
back the veil of time and peer into the future. Because the
futureis not set, the visions that the caster sees of the future
may or may not come true, and divination is far from an exact
science. The act of seeing what will happen in the target’s
future can often change the future as well, so anything seen
with this spell should be taken with a grain of saltin the best
of circumstances.

To cast the spell, the mage spends one minute murmuring
the incnatation over the elements and the bit of the target.
At the end of that time, the caster receives a burst of insight,
highlighting about five minutes’ worth of events for the next
month of the target’s life. The result points of the casting roll
determine how much information the caster can get about
the target’s future.

Zeropointsrevealssmalldetailsand perhapsafewflashes of
importantfacts. Oneto four pointsallows the mostimportant
or dangerous event to be revealed, without a great amount of
detail. Five to eight points gives more information about the
key event, and a much closer timeframe, along with minor
details. Nine to 12 points allows even more details and vague



information about the remainder of the day surrounding the
key as well. More than 12 points reveals up to five minutes
of the mostimportant event like a movie, plus gives a decent
recounting of the remainder of the month, even if that would
make duration longer than five minutes.

Example: Morgan the mage wants to see into her com-
panion Bator’s future. She successfully casts the spell. If
she achieved a minimal success, she would know that Bator
will be in grave danger during the next month. On a solid
success, she would know that the fighter was going to be
ambushed some time in the afternoon of the following day.
Good success would tell Morgan that Bator was going to be
ambushed by alarge group; sometime in the early afternoon.
Superior success would tell the mage that the rest of Bator’s
month will be uneventful, and that the ambush was going
to be from a group of 15 goblins at 2:00 p.M. Finally, if the
mage manages to achieve Spectacular success, she will see the
ambush as if it were happening in front of her, with a good
amount of exacting detail.

Note that in the example above the mage was never told
exactly where the ambush would happen, or how to avoid it.
Even if Bator stays right where he is for amonth, the ambush
could stillhappen, but the details would change slightly from
the vision seen by the scrying mage. The gamemaster should
never let a good roll on a divination spell disrupt the game.

FLAME JET

Skill: Conjuration
Arcane Knowledge: Fire
Difficulty: 17
Effect: 12 (4D physical damage)
Range: 3 meters (+3)
Speed: Instantaneous (+3)
Duration: 1 minute (+9)
Casting Time: 2.5 seconds (-2)
Other Aspects:

Components (-2): A small open flame (ordinary,

destroyed)

Gestures (-1): Point finger (simple)

Focused (+4): On caster’s finger

Incantations (-1): “Burn!” (phrase)

Variable Duration (+8): On/off switch

This spell causes a roaring line of fire to erupt from the
caster’s fingertip. The jet is only a few centimeters across,
but it extends out to about three meters from the caster.
The caster can freely turn the effect on and off during the
one minute duration, to avoid accidentally burning things
he does not want to. Marksmanship/firearms or apportation is
used to aim the jet if it is being used as an attack. The caster
can make one attack with it per round.

LIGHTNING BOLT

Skill: Conjuration

Arcane Knowledge: Inanimate Forces
Difficulty: 15

Effect: 18 (6D physical damage)

Range: 100 meters (+10)
Speed: Instantaneous (+10)
Duration: 1 second (0)
Casting Time: 2.5 seconds (-2)
Other Aspects:
Components (-4): Asmall steel oriron rod (very common);
a piece of wool (very common)
Gestures (-2): Rub the wool on the steel rod, and then
mimic flinging a bolt (fairly simple)
Incantation (-3): “Power of lightning, smite my foe!”
(sentence, loud)
Other Alterant (+3): Gain a bonus against targets wear-
ing metal
Other Conditions (-1): Targeting difficulty increased when
used near large amounts of metal
This spell generates a powerful stroke of lightning. The
caster must aim the bolt using throwing or apportation. If
the target of spell is wearing large amounts of metal, (a suit
of chain or plate armor, for example), she is much easier to
hit, giving a modifier of +3 to the targeting total. If a large
piece of metal is within a meter of the caster or the target,
a modifier of +3 should be added to the difficulty to hit the
target, because the metal will tend to pull the lightning away
from its intended path.
((Gllo s2-4)))

MIASMA

Skill: Conjuration

Arcane Knowledge: Air, darkness

Difficulty: 54

Effect: 66 (5Dinhaling damage, ignoresallarmor; Hindrance:
Blindness (R12), +4 to difficulties of all sight-dependent
actions)

Range: 40 meters (+8)

Speed: Instantaneous (+8)

Duration: 3 rounds (+6)

Casting Time: 2 rounds (-5)

Other Aspects:

Area Effect (+15): Sphere with radius of 3 meters

Focused (+14): On targets

Components (-3): Rotten egg (common)

Gestures (-1): Point (simple)

A thick, black pall appears at the targeted location. Each
round that a character is within the dense cloud, she suffers
5D damage. The miasma also obscures sight, so all attacks
are done blind. All damage comes from inhaling.

(((insert illo s-15 miasma)))

SHAPE ELEMENT (TEMPLATE)

Skill: Apportation

Arcane Knowledge: any one element: air, earth, fire, or
water

Difficulty: 11

Effect: 10 (100 liters or 0.1 cubic meters or 3D+1 damage
to an elemental)

Range: 2.5 meters (+2)

Speed: Instantaneous (+2)



MAGICAL
ARTIFACTS

(((sSIDEBAR)))
ABOUT MAGICAL ARTIFACTS

The artifacts descriped in this chapter are but a few
that can appear in your worlds. They have not been
designed with any sort of formula. Rather, the author
presents a description of the items, along with a few
appropriate game mechanics. The game mechanics are
based on Special Abilities as much as possible, with the
occasional mechanic specially designed to describe the
artifact’s unique abilities.

Gamemasters can use these items — as well as
those discussed in the D6 Adventure and D6 Fantasy
rulebooks — as they are presented, modify them as
needed, or create their own after being inspired by
exisiting ones.

Players who want to make magical artifacts should
be required to follow the existing magic system. The
arduousness of the task may be just the thing to keep
allbut the most determined from haphazardly present-
ing items that could have severe game-imbalancing
consequences.

(((sidebar)))

(((sidebar)))

THE COST OF ARTIFACTS

Some items in this chapter list a price difficulty.
Because of the variance in monetary units between
the three D6 System genre books (not to mention on
various worlds), no equivalent coin, credit, or dollar
valuehasbeen designated. Gamemasters should use the
“Price Difficulties” chart found at the beginning of the
“Equipment” chapter to select a suitable value. Don’t
fret about getting the number exact: If the characters
were to ask 100 different people about its value, they’d
likely get 100 different answers. Not everyone recog-
nizes the value of these priceless and near-priceless
relics, and some may deliberately under- or overvalue
the artifacts in order to get what they want.

(((sidebar)))

TOME OF MANY DOORWAYS

This oversized, medieval manuscriptisboundin an ornate
butantiquatedleather cover embossed with gold. The firsthalf
contains a treatise on travel to differentlocations, times, and
evendimensions. The second half offers brilliantlyillustrated
glimpses of other destinations, with detailed incantations
inscribed around the frame for each illumination.

The book was compiled, recorded, and illuminated by the
legendary sorcerer Aphastenes. Anyone making a Moder-
ate investigation roll gathers enough information about the

author to recall that he later went mad and disappeared
entirely, possibly as a result of his magical experimentation
with interplanar gateways.

Only characters with some training in the magical arts
(those with dice in any Magic skill) can read and even hope
to comprehend the concepts discussed in the essay about
summoning transport passageways. Those who carefully
read the treatise gain a +5 bonus to any investigation rolls to
deduceinformation about particular destinationsillustrated
in the second half.

A few illuminations stand out amidst the myriad pictures
decorating the pages in the tome’s latter portion:

« Atownwith buildings constructed usingunnaturalangles
and glasslike, reflective substances.

« A vast cathedral interior with columns, arcades, and
archways stretching off to the horizon.

« A desolate battlefield strewn with bodies and wreckage,
with a blackened sky looming above.

+ Theroom the heroes occupy at the moment they read the
tome, complete with representations of themselves.

« A village square where a crowd has gathered to witness
an imminent execution.

(((sidebar)))
TOME OF MANY DOORWAYS:
GAMEMASTER'S TIP

The tome depicts at least 100 different illustrations,
some of which change entirely or alter over time.
Gamemasters can include destinations from their
current campaign or locations to which they hope to
entice the heroes.

(((sidebar)))
LOCATION

Although one might discover the tome as part of some
treasure trove, it most likely inhabits the dusty corner of a
vastlibrary,longforgotten or mistaken asyetanotherancient
volume. A museum could exhibit it as some medieval oddity
and an example of fine calligraphy produced in an age before
printing presses. Private collectors might keep the manuscript
in their personal library or display it among other antique
trophies. Ownerswith the magical ability and understanding
to use it ensure the volume has adequate protection from
thieves, rival collectors, or those seeking to use its powers
to further their own ends.

Ancient references might direct characters seeking the
tome to its current whereabouts. Aphastenes appears in
legends involving time travel, sorcerers, and travels to fan-
tastic “islands.” Legends and relevant signs might point to
the place where Aphastenes hid the book between journeys,
for it was far too immense and unwieldy to carry with him
on his earthly adventures. If already uncovered, news of the
tome’s acquisition by the current owner also might give a
clue to its location.



POWERS

Upon reading the first half of the tome, a person with
dice in apportation gains the general knowledge to attempt
to open a portal to another place, time, or dimension using
the illuminated illustrations and incantations in the second
half. To do so, the user opens the book to the appropriate
illustrated page and reads aloud the spell inscribed along
its border. The incantations do not work without the book
open to the proper portal page, nor can one who has used
the book before recall an incantation and attempt to invoke
a portal without the book present.

The user must chant the incantation properly and make
a Difficult apportation roll to open the doorway. Modify the
difficulty depending on the intended destination:

Destination Modifier
On the same planet 0
Another planet +5
Another dimension +10

A different time +15

(cumulative with other modifiers)

Unless she can identify the destination by elements
depicted in an illustration, the caster might not know pre-
cisely whether alocation is on the same planet, in the same
time, or inhabiting the same dimension.

Those who succeed in this roll cause the illustration to
momentarily sizzle with electricity before it arcs off the page
and spins into a three-meter-diameter circle. The air within
this shimmers and refocuses until it shows the intended
destination, which usually matches the depiction in the
tome. Crackling blue lightning highlights the portal’s thorny
edges, but travelers can pass through without any ill effects.
The passage remains open for five minutes, after which it
collapses on itself and consumes anyone trapped between
locations (inflicting 15D damage).

Summoning such a portal does not come without its price.
When a portal collapses, the caster suffers so much internal
and mental fatigue that she essentially becomes Wounded or
drops to 50% of her total Body Points. The caster can recover
from such damage through normal means (through rest or
medicine/healing rolls).

HAZARDS

Using the tome involves several risks. Simply because a
caster can open a portal does not necessarily mean she and
her comrades can survive on the other side. Those entering
dimensions or locations with hostile environments should
realize their peril quickly and return through the gate before
it dissipates. Creatures or people from the other side can also
pass through to the present time and location, where they
often wreak havoc.

Failing the roll to properly open a given portal may have
several results. The passage may simply not appear at all. The
portal could wind up in the corresponding destination, but
not at the proper time period. The gate might lead to a paral-
lel destination in a hostile dimension where the characters’
knowledge and assumptions no longer apply.

Occasionally, illustrated pages have worn or even torn
edges that eliminate part of the incantation necessary to
open that particular portal. Qualified spellcasters can try
improvising the chant based on the syntax found framing
other illuminations; their attempts to open the portal suffer
a +10 modifier to the difficulty.

The tome can prove harmful to anyone without the ability
toread thebook’s cramped calligraphy or anyone without dice
inaMagicskill. Such people spending any timereading or even
glancingat the pictures must make a Difficult willpower/mettle
roll to resist staring mindlessly at the captivating words and
images for indefinite periods of time. Mesmerized readers
remain so until physically shaken from their trance.

TARNHELM

The Tarnhelm looks like a bronze, conical helmet with
stylized metallic wings arching up from its ornately deco-
rated rim. It radiates a regal, imposing presence, as if some
great warrior or king once wore it and imbued the helm with
his majestic aura. Its brim seems constructed to best fit a
middle-aged human, though it weighs somewhat less than
one would expect for a bronze helm.

The helmet’s magical power enables the wearer to trans-
form herself into the shape of any creature, mundane or
fantastic, assuming the beast’s powers until returning to
her original form (or another animal form), upon wearing
the helm again.

Few know the helm’s true origins, though many have
speculated and theorized. Myths claim an ancient race of
dwarves forged the Tarnhelm as part of vast treasure trove.
They supposedlyused it for their own ends, transforming their
agents into animals useful in their wars against others, both
small spies like sparrows and mice and immense beasts of
battle like trolls and dragons. Such cautionary myths always
maintain the dwarveslost the helm to those who grewjealous
of its powers, particularly those who hoard riches like great
rulers, sorcerers, dragons, and giants.

Scholars believe the Tarnhelm gave rise to numerous
legends about shapeshifting wizards or others who could
transform into various animals; some tales mention a helm
orotheraccoutrementrequired for the transformation, while
others attribute such powers directly to the shapeshifting
hero.

Most myths about the Tarnhelm include warnings against
possessing it and using it for personal gain or underhanded
deeds. Many believe it caused various blood feuds, violent
misunderstandings, and even wars. Those who learned of its
powers became engulfed by a jealous desire to possess it for
themselves at any cost.

One cannot put a price on such a powerful magical arti-
fact; those unaware of its true nature who believe it some
archaeological treasure might deem it very expensive (Heroic
Funds difficulty), while those who understand its powers and
can bear to part with the Tarnhelm might command a costly
price (Legendary Funds difficulty).



LOCATIONS

Although the Tarnhelm’s exact location remains secret,
many searching forithopetofinditaspartofalarger treasure
hoard, usually guarded by a jealous and powerful owner. It
often seems like one of the more mundane armor trinkets
hidden among troves of gold coins, exquisite jewelry, and
finely wrought weapons; the owner might not even realize
its true power, believing the Tarnhelm just one more shiny
bauble in a pile of riches.

Those greedy enough to amass a treasure hoard in which
the Tarnhelm seems a lesser trinket still keep careful watch
over their possessions, presenting a challenge for anyone
actively seeking to abscond with the helmet. Dragons have
their deep caverns, giants their well-locked castles, kings their
guarded treasure vaults, and wizards their enchanted towers.
Given its dwarf-forged nature, the helmet might reside in a
cave deep beneath the earth, ina currently occupied dwarven
stronghold or a cavern long abandoned by that species.

In more modern times, the Tarnhelm might also exist as
a lone artifact, probably as part of a private or public collec-
tion of Celtic or Teutonic armor. Owners who understand
the Tarnhelm’s potential keep it locked up and well guarded.
Once they’ve toyed with its powers, they protect it at all
costs lest someone steal it before they can transform back
into their original shape.

No matter where it rests — as a trinket in a treasure
hoard or a lone object in a collection — any owner who
realizes its power guards it jealously with whatever avail-
able resources.

POWERS

As long as a subject wears the helm, she possesses amaz-
ing shapeshifting abilities. She can alter her form to that of
any creature, mundane or fantastic, whether or not she’s
previously seen one. The helm essentially grants the wearer
unlimited ranks of the Shapechanging Special Ability, with
the character retaining her Body Points, Wounds, and
Intellect/Knowledge, and shifting other attributes to suit
her newly assumed form (for more details see the Shape-
changing entry in the “Character Options” chapter of the
genre rulebooks).

When assuming the same form on subsequent occasions,
the subject always looks like the same individual of that
species, adopting the same coloration, facial features, and
other aspects of an individual. For instance, she always
changes into the same dragon each time she adopts a dra-
conian form. She cannot assume the exact appearance of a
particular individual.

Once the subject removes the helm, she retains that form
untilshe somehowputsitback onherhead (or crawlsbeneath
or into it) and gains access to the artifact’s shapeshifting
powers. Other spells or artifacts that allow one to transform
into other living creatures also work on the subject, though
this involves some degree of danger.

Tarnhelm Powers: Unlimitedlevels of the Shapechanging
Special Ability, with Magically Empowered (R2) and Burn-out
(R1), can be lost or stolen.

HAZARDS

Jealousy reigns as the primary hazard in using the Tarn-
helm. Obtaining it again to transform to a new creature
or back to one’s normal shape often presents a challenge,
especially if someone has taken the unattended helmet for
themselves. This functions as the Special Ability Limitation
Burn-out (R1), in that the Tarnhelm can be lost or stolen,
depriving a transformed subject of the means to return to
their original form.

Unless the subject retains a relatively humanoid form,
she cannot wear the helm; creatures without digits to hold
or carry items or those too small or weak to carry the helm
cannot take it with them. If the subject takes a smaller
form, and the helm sits upright on a flat surface, she can’t
necessarily get underneath to “wear” the helmet and effect
a new transformation. Depending on where one left the
Tarnhelmat the time of transformation — or where someone
else has taken it — the transformed subject might have a
formidable challenge reaching it to change back into their
original form.

The Tarnhelm’sinherentjealousy even affects other magic.
Should anyoneattempt to change the form of one transformed
by the helmet’s powers, and they roll a Critical Failure on the
Wild Die, the subject does not change into the new form, but
becomes permanently stuck in the earlier form.

WINGS OF THE HOLY AVENGER

The Wings of the Holy Avenger consist of a breastplate
and shoulder pauldrons with feathery eagle wings joined to
the suit’s backplate by ovoid metal pods. Decorative motifs
incorporating stylized images of feathers, angular knots, and
curled flames adorn the armor. When dormant, the wings
remain compactly folded against the backplate. Though they
might collect dust, the wings do not deteriorate with time,
and they resist most forms of damage. Those wearing this
artifactlooklike images seen in some medieval churches and
monasteries depicting winged warriors soaring into battle
against infidel hordes or demonic foes.

The armor and wings came from an angelic being struck
down during a turbulent battle in primordial times. Her
agony and the power of the unholy blast that felled her
fused her wings to the armor. Left on the raging battlefield
between Heaven and Earth, the armor sat forgotten until
discovered by priests who later came to bury the dead with
proper ceremony and respect. Fewknowwhathappened after
the armor’s discovery in ancient times. At isolated points
throughout history, legends recall a winged warrior leading
troops in a desperate fight, though such a figure disappears
shortly after the battle, along with the aerial armor.

Some scholars suggest a Legendary price for this special
armor.



LOCATIONS

Given its religious origins, the Wings of the Holy Avenger
most likely reside in the vaults of an ancient church, temple,
or monastic retreat. Protective monks might have secreted
it in a nearby cave or crypt to keep it from those who might
misuse its power. If it was pilfered by thieves or looted by
invading armies, it might reside in some treasure hoard,
though few of a military mind who gaze upon the armor can
resist using it. Those guardians who know if its existence
do not speak of it, preferring to leave the powerful artifact
dormant until a worthy hero requires it to restore order and
stability to the world.

The otherworldly melding of metal and feather creates
a striking but disturbing appearance that stands out when
displayed openly with similar accoutrements. Collectors
who possess it gain no pride by showing it off, and simply
open themselves to thieves seeking the armor for their own
purposes. Few owners openly wear the Wings of the Holy
Avenger; doing so would attract the attention of those seek-
ing to steal or destroy it. They reserve its use for the most
direbattleswhere defeat remains an absolutely unacceptable
outcome.

At least one suit of armor exists, though others may lie
hidden, collected from other angels struck down in battle.
Religious officials deny they possess such an artifact, and
they imply the magical nature of any similar devices casts an
unholy and heretical aura over those who use them.

A single warrior wearing the wings can inspire her follow-
ers in battle; a small squad of soldiers equipped with such
armor could pose a formidable threat. Myths indicate that
this artifact may be related to other legendary items, includ-
ing the Avenging Blade and the Shield of Faith.

POWERS

The Wings of the Holy Avenger embody manifold pow-
ers. The breastplate and pauldrons function as plate armor,
providing the wearer with a +3D Armor Value to his torso.
The artifact’s enchanted nature negates any encumbrance
penalties. Its magical auras also give the wearer a +6 bonus
to damage resistance totals against any type of damage, even
to portions of the body the armor does not cover.

The wings function through a sympathetic link with the
wearer’s mind, effected through the backplate’s ovoid metal
interfaces between the armor and wings. They enable flight
(as the Special Ability of the same name) for a human-sized
creature wearing the armor. Although the wings seem to
ignore the outward effects of damage, they still cease to func-
tion properly as the wearer accumulates damage penalties
that affect his flying skill.

Magicimbuing the entire suit gives the wearer a Skill Bonus
for battlefield presence skills: +3 to all command, flying, and
intimidation rolls. The wearer acts as if trained in these skills
even if he has not allocated any additional pips in them.

Wings of the Holy Avenger Powers: Natural Armor:
Armor (R3),+3D to damage resistance rolls, with Restricted
(R2), limited to torso; Hardiness (R6), wearer adds 6 to dam-

age resistance totals against any type of damage; Flight (R3),
wearer can fly using the flying skill at a rate equal to her base
Move times 6; Skill Bonus: Battlefield Presence (R3), +3 to
command, flying, and intimidation total; all Special Abilities
have Magically Empowered (R2); Minor Stigma (R1), wearer
must properly buckle harness before use; Restricted: Enemy
(R1), those who know of this artifact actively seek to destroy
the owner; and Burn-out (R1), can be lost or stolen.

HAZARDS

Wearing the Wings of the Holy Avenger does not come
without complications. The subject must properly harness
herselfinto thearmor to ensure smooth operation. She makes
a Moderate know-how roll to lace up the various straps, har-
ness buckles, pads, and braces. Failure reduces the Natural
Armor protectionito +2D and eliminates the Skill Bonus. Once
properly buckled, the armor adapts to the wearer’sbody type
to fit comfortably and allow unrestricted movement.

Despite the armor’s inherent bonus to flying, those with-
out flight experience often find the wings difficult to oper-
ate the first time. Since they’re not mechanical and key off
emotional impulses triggering flight, the wings require some
initial testing. A Moderate know-how roll allows the wearer
to understand how the wings function; failure imposesa +10
modifier on all flying difficulties until the character takes
the time to flex the wings, make another know-how roll, and
becoming familiar with their operation.

Anyone who sees the subject wearing and using the armor
realizes its power and identifies the person as the most for-
midable opponent in a fight; adversaries immediately focus
their attacks on the wearer to take her out of the battle. This
gives the wearer the Disadvantage of Enemy (R1), even if
seen later without the Wings of the Holy Avenger.

BOX OF IMPS

The square panels of this wooden box have inset hinges
that allow each side to open individually, though only one at
a time. Circles of ornate runes decorate each facing, provid-
ing instructions for those who can decipher them. When
someone opens the box and intones the correct command
(asindicated by the symbols on the particular side of the box
being opened), a horde of devilish imps emerges to execute
the order.

Legends claim that an ancient wizard created the box,
imbuing it with the essence of a permanent apportation
spell that summons demonic servants from another plane.
No doubt a series of misadventures parted the box from its
creator and sent it on a long journey through many owners,
some who knew and exploited its true power, and some who
did not and unleashed a unmanageable horde of imps upon
themselves.

LOCATIONS

This artifact most likely resides with a potent magician
who can appreciate its power, guard it against misuse, and
employ the imps on various errands. Such personages keep it



locked awayin tower closets, subterranean vaults, or treasure
rooms until ready to open it.

The uninitiated who tamper with the Box of Imps inevita-
bly find themselves plagued by bored, pesky, and ill-behaved
imps. Without knowing the proper magical commands to
order them to perform tasks or return them to the box, those
opening panels simplyinvite a spate of impish mischief upon
themselves. Such owners attract the attention of others
more attuned to such magical artifacts — powerful mages
who can deal with the imps, control the horde, and exploit
their services.

Theboxmaysitneglected aspartof alarger treasurehoard,
or might reside in some dusty corner of a library, study, or
magicallaboratory, forgotten or misidentified by the current
owner as a simple, inconspicuous box.

POWERS

Upon opening the box and speaking the proper command
(and identifying the subject of that command), 4D imps
scamper out of the box. After abrief moment reconnoitering
their situation and receiving additional information from
their controller about the object of their mission, they fly
off to accomplish their task.

Each of the box’s hinged sides has a different set of com-
mandsymbols carvedintoits surface. Deciphering the glyphs
requires a Difficultlanguages/reading/writingroll. Successfully
intoning the runes requires a Moderate apportation roll.
Opening a panel requires no effort. Releasing one side and
uttering the proper command summons the imps and sends
them on one of six missions (depending on the side opened
and the order spoken):

Attack: The horde immediately charges off after a speci-
fied target to engage it in combat until dead or they receive
the order to return to the box.

Confuse: The imps disperse to find a subject and confuse
him by altering signs, disguising paths, scattering clues, jam-
ming doors, and otherwise misleading him.

Pester: Similar to the confuse command, pester sends the
imps to harass an individual by more aggressively annoying
him. They break important items, scatter or hide others,
pick at clothing, spill drinks, and otherwise make a general
nuisance of themselves (the principle activity at which they
excel).

Search: Theimps spread outin search of a particularitem,
person, or place the controller identifies upon summoning
them. After finding it, they return and provide directions for
the user to find it himself.

Retrieve: Like the search command, retrieve sends the
imps on a mission to find a particular item they can collec-
tively gather up and return to the controller. They cannot
move large objects, and they have difficulty restraining live
creatures for very long.

Return: Unlike the others, this panel does not summon
any imps. Instead, they immediately cease their activities

and return to the box, clamoring into it through the return
opening.

(((begin sidebar)))
BOX IMPS

Box imps stand large enough that only one can exit
the box at a time. The small creatures have leathery
skin, batlike wings, cloven feet, clawed hands, scraggly
limbs, hunched postures, barbed tails, sneaky faces,
and little horns peeking out from mops of black hair.
They do not possess any accoutrements such as tiny
pitchforks, clothes, belts, or tunics. They exist solely to
serve the one who opens the box and properly intones
their command. They speak their own, incomprehen-
sible language of chittering squeaks, though they can
impart simple information though gestures (usually
pointing) or acting out events they have witnessed.
Theyseem to display arudimentaryintelligence, though
they may hide their true, devilish intellect. When sum-
moned without a clear command, they tend to wander
off exploring, breaking things, and otherwise getting
into trouble.

The following game characteristics use D6 Space
names. Gamemasters using other genres will need to
convert the names and the skill locations.

Box Imp: Agility 4D, brawling 5D, dodge 5D,
flying/0-G 5D, Mechanical 1D, Strength 1D, Knowledge
2D, Perception 2D, search 4D: tracking +1, sneak 5D,
Technical 1D. Move: 4/24 (walking/flying). Strength
Damage: 1D. Body Points: 13/Wound levels: 3. Disadvan-
tages: Hindrance: Shorter Stride (R3), -6 to base Move,
which affects all other Moves; Infamy (R2), everyone
knows imps can only cause trouble. Advantages: Size:
Small (R2), scale value 6. Special Abilities: Extra Body
Part: Barbed Tail (R1); Flight (R3), leathery bat wings
provide flight capabilities; Natural Hand-to-Hand
Weapon: Claws (R1), damage +1D.

(((end sidebar)))

HAZARDS

Without properly deciphering and intoning the correct
runes for the panel opened, users risk releasing a horde of
imps with no clear orders. Until the owner can lure them
back into the box (by correctly using the return command
and opening thatside) or otherwise disperse or destroy them,
the imps plague him as if the user himself were the target of
the pester order. This makes the box extremely hazardous to
those unable to decipher the command runes or successfully
make a Moderate apportation roll to use this artifact.

The imps also carry the stigma of having a notorious
reputation. Anyone spotting the devilish little creatures
immediately knows they’re up tono good, and suspects those
seen summoning them from the box as having malevolent
intentions.



PERIWIG'S COMPASS

This antiquated navigation instrument sits in a box about
15 centimeters on a side and about five centimeters deep.
Nautically themed carvings decorate the sidesand hingedlid,
with an odd rhyme inscribed on the top: “Spinning compass
I thee tame, point to the place that I now name.” Inside, a
round brass fitting marks the compass points like any other
instrument, though arcane runes denote the points usually
reserved for the four cardinal points. Incremental arrows mark
the degreesinbetween, and nautical-looking ornamentation
fills the corners. Within this circle, an intricately decorated
needle spins suspended on a pointed cone. The needle lazily
wanders around the compass degrees, never once settling
on a firm direction until the owner intones the command
rhyme carved on the lid and names a person, place, or thing
to which the compass must point.

Periwig, a legendary mage-explorer, crafted the compass
and magically imbued the instrument with his collective
geographical knowledge and navigational reasoning. Doing
so meant spending hours pouring over charts, speaking to
the compass like a colleague, and taking it along on innumer-
able voyageslike a traveling companion meant to experience
everything firsthand. Some believe during this time the
instrument acquired some degree of personality, albeit an
indifferentand sometimesindolent one. The compass served
Periwigwell during many expeditionsintouncharted regions,
thoughitbecame temperamental and eventuallyled himinto
dangerous waters from which he never returned.

The compass is rumored to have a suggested auction price
of Heroic.

LOCATIONS

Nobody knows for certain what happened to Periwig’s
compass after the mage-explorer disappeared. Those who
believe he left it behind on that last voyage search the ruins
of his seaside castle, a warren of tunnels, walls, towers, and
wrecked structures that once housed his chart room, study,
library, and observatory. Although many adventurers have
picked over these remains to no avail, others continually
seek the compass there in the hopes it lies forgotten in some
secret chamber previous looters have overlooked.

The instrument may lie buried as part of a hidden trove
on a deserted island, or sit within the wreckage of Periwig’s
ill-fated ship dashed upon distant and strange shores. If dis-
covered, the compass surely passed through many hands and
could remain in the possession of nearly anyone associated
with nautical travel or exploration. It may sit atop a pirate
treasure chest or lie forgotten at the bottom of a sailor’s sea
chest. A navigator or scholar who grew bored or impatient
with the instrument’s moody nature might have tossed it
onto a dusty shelf or beneath a pile of papers.

Given its magical nature, a sorcerer who possesses the
compass would realize its value and keep it well guarded in
a high tower or sealed vault. Those who hear of its powers
seek to gain it by any means, believing the compass will
lead them directly to legendary treasures, lost cities, tombs

of grand heroes, other magical artifacts, and even paradise.
Since the instrument can point to individuals, even those
who constantly travel, bounty hunters particularly hope to
acquire the compass for their own purposes.

POWERS

To properly intone the command rhyme requires the
speaker to make aModerate commandroll and name a specific
person, place, or item. The needle immediately points on a
two-dimensional plane (following a planet’s curve) directly
toward the stated object. It doesnot pay any mind to obstacles
or the easiest routes; the compass simply points the straight-
est path to the subject. (If unsuccessful, the compass needle
continuesitslanguid meanderings.) Those usingitgaina +8D
bonus to all navigation and tracking rolls related to reaching
the object over and around various geographic and artificial
obstructions. The compass has an unlimited range, so users
might not reach the stated objective before time runs out
(see “Hazards” below).

Periwig’s Compass Powers: Sense of Direction (R8),
+8D to navigation and tracking rolls, with Restricted (R2),
rolls must be related to finding a single named target; with
Magically Empowered (R2); Minor Stigma (R1), wearer must
properly recite rhyme; Restricted: Time Limit (R3), only
points to the stated target for 4D hours; and Burn-out (R1),
can be lost or stolen.

HAZARDS

Although the compass doesn’t necessarily have a mind
of its own, it displays unpredictable behavior like any other
delicate instrument. Nobody’s sure if Periwig designed it
with such idiosyncrasies or if the compass acquired them
through years of use and abuse.

Since the instrument points directly to the stated target,
it does not take into account obstacles — some extremely
hazardous — through, over, or around which one must travel
to reach the intended objective. Inevitably, the compass has
a mischievous knack of indicating a straight path leading
through the most dangerous or troublesome terrain.

The compass points to the specified person, place, or item
foronly 4D hours, duringwhich time the owner maynot have
sufficient time toreachit over numerous obstacles. When this
period expires, the needle spends one hour gradually veer-
ing off course before returning to its indolent meanderings
around the compass points. Noting the original bearingon a
map usingaregular compass doesn’t always work — Periwig’s
instrument does not indicate distance to the subject — and
proves problematic for objects that move.

Unfortunately one cannot simply repeat the rhyme and
restate the intended target. The compass only takes one
request per day, regardless of howlongitaccurately functions.
It also recognizes a stated object only once, though creative
usersmight try describing the same subjectin different ways.
The compass gets bored with long descriptions, so proper
names workbest, with more elaborate explanations muddling
its sense of direction. This may lead to some confusion; anew



command roll gauges how successfully the user expresses the
same objective using other words — and thus how accurately
the compass points to the exact same subject.

These shortcomingsaren’talwaysimmediately apparent to
users, who often get angry or impatient when the compass
doesn’t seem towork properly. Considering the instrument’s
ancient wooden case and delicate brass workings, one won-
ders how it lasted so long without some frustrated owner
smashing the compass to bits.

(((begin sidebar)))

TOMES, MAGICAL AND OTHERWISE

Tome Title: [t doesn’t have to be words; it can be a symbol
or a language unknown to player characters.
Description/History: This providesabrief description of the
physical book: size, pages, material used in its manufacture.
Italsoinclude information such as if the book was printed or
handwritten. Was the author a sorcerer? An insane scholar?
Ordid the volumejust appear from nowhere? Optionally, the
number of copies in existence might be included, indicating
if the book is rare or common. Perhaps the text was so foul
that it was burned, leaving only a few copies in existence,
making it a rare find indeed.

Alternately, the book might be a duplicate of the original.
If so, how has it changed from the original? Perhaps some
of the spells or content have been corrupted.
Contents: Spelllist. Provide a brief description of the spells
includedin the tome. Asa suggestion, the gamemaster might
provide alternate spell names. By not revealing the actual
spell names to player, it requires the player’s character to
investigate and decipher the spells during game play.
Tomes can include more than spells, making books valuable
to a wide range of characters. Histories, arcane knowledge,
specialty knowledge can be included in a book. Increasing
skills, learning spells or providing bonuses to skills while
using the book in conjunction with a skill are options.
Skill increases should be kept minimal, and improving skills
from abook requires uninterrupted time. The most powerful
of tomes contains both spells and knowledge.
Protections (optional): Locks, traps or curses protect some
arcane and mundane volumes. List the protections, if any.
Language: Languages should vary with tomes, depending
upon their history. Whether it be Elvish or Latin, a book of
arcane lore or history should utilize language, making the
reading of itall the more difficult, while providing gamemaster
with an adventure hook on occasion.
Reading Period/Difficulty (optional): The Reading
Period of a book varies from days to weeks to months to
years, depending upon the size and level of knowledge being
imparted. This value is usually absolute, such as 16 weeks.
But it can vary, based upon the reader’s languages skill or
Knowledge The use of result points is an option for reading
time. Heroes who exceed the difficulty level of a tome might
have the required Reading Period reduced by an appropriate
number of days, weeks, months or years as decided by the
gamemaster. Similarly, a gamemaster might allow for par-
tial learning. This means a pouring over volume for 3 of the
required 6 weeks provides them with a partial insight into
the contents — perhaps learning some skills or spells but
not all. This is gamemaster’s choice.

(((end sidebar)))





