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	Spell List


Memorized Spells

	Name
	School
	LVL
	Up
	Casting
	Effect

	Enhance
	Enchantment
	1
	0
	(S) Touch
	The caster enhances an item with a +1 bonus to its Damage, Durability value or Skill bonus.

	Magic Flame
	Enchantment
	2
	1
	(S) Touch
	Causes an item to shine brightly, illuminating a 20x20m area.

	Dark Vision
	Enchantment
	3
	1
	(S) Self
	The caster can see in the dark without penalties.

	Dispel
	Enchantment
	3
	-
	(S) 30m
	Removes a magical effect of level 3 or lower.

	Erode
	Enchantment
	3
	1
	(S) Touch
	The target item’s Durability is reduced by -1 for each Round.

	Cave Sense
	Geomancy
	1
	0
	(S) Self
	The caster gains -1d10 to all Tests against Search or Tracking in caves.

	Rock Sense
	Geomancy
	1
	0
	(S) Self
	The caster gains -1d10 to all Tests against AGI while standing on firm rocky ground.

	Banish Lesser Elemental
	Geomancy
	2
	-
	(S) 30m
	Banish a stone elemental of level 1 back to the Elemental Plane.

	Bind Lesser Elemental
	Geomancy
	2
	1
	(S) 30m
	Binds a stone elemental of level 1 to the caster.

	Summon Lesser Elemental
	Geomancy
	2
	-
	(R) 30m
	Summon a stone elemental of level 1 from the Elemental Plane. This spell requires a Stone Shield to be effective.

	Stone Shield
	Geomancy
	3
	1
	(S) Self
	The caster is surrounded by a hard protective coating, providing Damage Reduction of S20, B15, T20, E15.

	Control Water
	Hydromancy
	1
	0
	(S) 10m
	The caster can control the water of a small pool or dam.

	Endure Heat
	Hydromancy
	1
	0
	(S) Self
	The caster does not suffer from hot climate.

	Conjure Rain
	Hydromancy
	2
	-
	(S) 100m
	The caster conjures a mild rainfall over the local area.

	Evaporate
	Hydromancy
	3
	-
	(S) Touch
	Remove moisture or damp from a substance such as gunpowder.

	Water Shield
	Hydromancy
	3
	1
	(S) Self
	The caster is surrounded by a wall of swirling water, making attacks against the caster +1d10 more difficult and providing Damage Reduction of S5 B10 T5 E10.

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Written Spells

	Name
	School
	LVL
	Up
	Casting
	Effect

	Magic Vessel
	Enchantment
	2
	1
	(S) Touch
	The target item can hold a Spell of level 3 or lower and is given a command for activation. When the contained Spell is activated the Magic Vessel will be spent.

	Endurance Enchantment
	Enchantment
	2
	1
	(S) Touch
	The target gains TOU+6.

	Speed Enchantment
	Enchantment
	2
	1
	(S) Touch
	The target gains AGI+6.

	Strength Enchantment
	Enchantment
	2
	1
	(S) Touch
	The target gains STR+6.

	Water Walking
	Enchantment
	3
	1
	[bookmark: _GoBack](R) Touch
	The target of the Spell can walk on water.

	Bind Elemental
	Geomancy
	4
	1
	(S) 30m
	Binds a stone elemental of level 2 to the caster.

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	






