Titles

1: Initiate

2: Novice

3: Journeyman

4: Mage

5: Conjuror

6: Adept

7: Wizard

8: Sorcerer

9: Sage

10: Master

Disciplines
Earth

R: Shape Earth - The wizard gains the ability to shape the earth which they have become attuned with. This 

can be done a number of times equal to the wizards level.  The feats accomplished with this ability grow with experience.

1: Mend – With this spell the wizard can repair damage done to non-magical non-living items, this includes 

most armor and weapons.  However, the enchantments which inhabit many mystical items inhibit this spell to have any effect on them.  The mage can heal a number of dice worth of durability equal to the amount of spirit consumed in the costing.


1 Spirit heals (d?+IB) worth of durability

2: Break – Much akin to the spell mend, however utilizing the opposite powers, break allows the mage to 

cause damage to non magical non-living items.  This can be used to destroy the weapons of your enemies, as well as having many other uses.  The number damage dice caused is once again dependent upon the amount of spirit used.


1 Spirit destroys (d?+IB) worth of durability

3: Earthen Shards – This spell allows the wizard to summon from the ground jagged pieces of rock which 

can then be directed as the caster sees fit.  The number of missiles conjured is equal to the amount of spirit spent, and the damage of each is dependant on the rank of the caster.  This spell can not be cast if there is no rock present.


1 Spirit allows 1 target to be dealt (d?+IB) worth of damage, and can be soaked

4: Stone Skin – With this incantation the caster gains the defensive properties of the earth, making his skin 

as resilient to damage as stone.  The affect is that the caster has 1 more point of absorption per spirit spent and lasts for twice as many rounds.  As the caster gains experience this spell will grow in power.


1 Spirit gives (1+1(EAR)+IB) extra soak and lasts for (2+EAR+IB) rounds

5: Transmute Rock to Mud – For every point of spirit used in the casting of this spell, the mage can change 

5 square feet of rock to mud, or vice versa.


1 Spirit turns (5ft+3ft(EAR)+IB) into either stone or mud

6: Earthquake – With this spell the caster causes the ground to shake, split, and shatter.  This causes an amount of damage dependant upon the casters rank and spirit it also affects an area equal to 10 square feet per point of spirit consumed.  As can be expected, this does not effect enemies who are flying.



1 Spirit deals (d?+IB) damage in a (10ft+5ft(EAR)+IB) area

7: Greater Mend – This spell functions as the spell Mend, however it also has the ability to mend damage 

dealt to magical equipment and living matter.

8: Greater Break – With this spell the mage can destroy magical items causing the magic stored within to 

be let out in a violent reaction, as well as cause damage to living matter.

9: Meteor Swarm – This spell works much the same way as Earthen Shards, however, when cast for each 

point of spirit expended the caster summons 3 missiles as opposed to the usual 1.  The damage is 

equal to that of Earthen Shards.


1 Spirit deals Earthen Shards damage to (3+IB) targets

10: Permanency – The tenth rank earth spell allows the caster to tie off existing spells, however this comes 

at a cost of self, the caster must spend a point of spirit as well as a permanent point of physique.

Air

R: Jump – All practitioners of the discipline of Air can harness the power of the winds in order to propel 

themselves upwards.  This ability can be called on a number of times equal to the casters level each day and allows the caster to leap a number of feet equal to 7 times their rank into the air.  This does not insure that the caster will land safely.


The caster can jump ((7+IB)*R)ft

1: Shocking Grasp – With this spell the mage learns to channel the power of electricity through his touch.  

The damage of this spell is based on the rank of the caster and requires a successful attack roll in order to take effect, if missed, the casters spirit is expended and has no effect.


1 Spirit deals (d?+IB) points of damage

2: Gale – The caster of this spell creates an immensely strong force of wind, this affects an area of initially 

5 ft, per point of spirit expended, and gains another ft per point with each additional rank.  This spell also can cause damage if loose debris is present, this damage is based on the rank of the caster.


1 Spirit effects a (5ft+IB+1ft(EAR)) area and may cause (D?+IB) points of damage

3: Flight – With this spell the mage can ride along the wind currents, this lasts initially for 10 rounds per 

point of spirit expended, and rises an additional round for every rank gained thereafter.


1 Spirit allows the caster to fly for (10+1(EAR)+IB) rounds

4: Haste – The speed of the mage is doubled with this spell, allowing him to take twice as many actions.  

This lasts for 1 round per point of spirit expended and rises by one round for each additional level.


1 Spirit doubles the actions of the caster for (1+1(EAR)+IB) rounds

5: Lightning Bolt – With this spell the mage uses his knowledge of electricity to summon a bolt of 

lightning, this bolt will travel in a straight line damaging everything it comes into contact with, and rebounding whenever it strikes a hard surface.  The damage of this spell is based upon the rank of the caster.


1 Spirit deals (d?+IB) points of damage in a straight line

6: Lightning Sabre – The mage takes the principle behind shocking grasp and channels electricity through 

their weapon, obviously this only works if the weapon is metal.  The effect is 3 additional points of damage per point of spirit spent, and lasts for 1 round per point of spirit spent and lasts for an additional round with each additional rank.


1 Spirit adds (3+1(EAR)) damage for (1+1(EAR)+IB) rounds

7: Quicken – An improved version of haste, this spell affects a number of targets equal to the spirit 

expended in the casting, and has the exact same effect as haste.


1 Spirit doubles the actions of (1) target for (4+1(EAR)+IB) rounds

8: Chain-Lightning – With this spell the caster summons a number of lighting bolts equal to the amount of 

spirit expended in the casting of the spell.  Each of these bolts functions as though it were the normal lighting bolt spell.


1 Spirit deals Lightning Bolt damage to (1+IB) targets

9: Tornado – This spell summons the full force of the winds, creating a gale with 6 times as much power 

and area of effect.


1 Spirit functions as (Gale*6)

10: Teleport – The caster of this spell is able to travel to any area which they are familiar with instantly.  

The amount of spirit required for this spell is based upon how familiar the caster is with the area, if the caster knows the target very well 1 spirit will be required, however if the caster has simply heard of the area it will take much more.

Shadow

R: Blind – The initiates to the discipline of shadows start there training by learning how to blind people 

with darkness.  This can be done a number of times equal to the casters level, and gives the target a penalty to hit.


The caster can blind a target for (4+IB+R) rounds

1: Shadow Walk – The caster of shadow walk draws the darkness about them causing an effect similar to a 

thief’s hide in shadows ability.  This will last for a number of rounds equal to 1 round per point spent, this lasts longer as rank increases.


1 spirit makes the caster 95% undetectable for (1+IB+1(EAR)) rounds

2: Drain – When the caster learns this spell he gains the ability to take the life-energy of his enemy and use 

it for himself.  This requires an attack role and heals an amount of damage equal to the damage dealt to his target.  The amount of damage dealt by this is based upon the rank and intelligence of the caster.


1 spirit deals (d?+IB) damage and heals the caster an equal amount

3: Shadow Bolt – The caster of this spell summons a bolt of negative energy, which is hurled at his target.  

The damage of this spell is based off of rank and intelligence, it should be noted that if this spell is used on undead it will heal them as opposed to damaging them.


1 spirit deals (d?+IB) points of damage

4: Shadow Form – The caster of this spell steps into the elemental plane of shadows, he can still be 

perceived as a flat shadowy representation of his physical body, though no actions can be taken against him.  The caster can remain in the shadow plain 5 rounds per point of spirit expended, as usual the number of rounds increases with rank.


1 spirit allows the caster to walk in the shadow plane for (5+IB+1(EAR)) rounds

5: Control Shadows – With this spell the caster takes the concept of shadow walk and gains more 

manipulative power over the shadows.  The caster can use the shadows within the area to create 

images and hide allies.  This manipulation effects an area of 10 ft per point of spirit expended, and lasts for a number of rounds equal to the amount of spirit spent, and gains in effectiveness as rank increases.


1 spirit grants control of shadows in a (10+IB+1(EAR) ft area for (1+IB+1(EAR)) rounds

6: Weaken – The caster gains the ability to drain his target’s physical attributes with his touch.  This spell 

requires an attack role and causes the target to lose 1 point from each physical stat per point of 

spirit used in the casting.  With each subsequent rank the effectiveness of weaken increases.


1 spirit lowers the targets Str, Dex, and Phy by (1+IB+1(EAR) for (1+1(EAR)) rounds

7: Enfeeble – Much akin to weaken, enfeeble attacks the mental capabilities of the target.  Like weaken this 

spell requires an attack role, if successful the target loses one point from each mental stat for each point of spirit expended by the caster, this spell gains in power with rank.


1 spirit lowers the targets Int, Per, and Cha by (1+IB+1(EAR) for (1+1(EAR) rounds

8: Shadow Shift – With this spell the caster is able to pull a target through the barrier between the shadow 

plane and the prime material.  The duration and effect of the spell are the same as the shadow form spell, but can be used to either pull your target from the shadow plane to the prime material or visa versa.


1 spirit allows the caster to effect another creature with Shadow Form

9: Death – With this spell the caster snuffs out the life force of his target, for each additional point of spirit 

beyond the first the target receives a –1 to their magic resistance.


1 spirit gives the target penalty of (1+IB+1(EAR) to their save versus this spell

10: Fleeting Spirit – This spell allows the caster to drain the energy of his target in order to empower his 

spells.  This spell requires an attack role, and drains one point of the target’s spirit for every 2 points expended in the spell. 

1 spirit drains (1+IB) points of spirit from the target and returns (1/2(1+IB)) spirit to the 

caster

Light

R: Laying on of Hands – All initiates of the discipline of light have some ability to heal, this ability can be 

called upon a number of times a day equal to the casters level, and heals d2 +1 per rank.


The caster can heal (d2+IB+R) points of dmg

1: Heal – With this spell the mage can heal wounds, the amount of damage healed is dependant on the 

casters rank and intelligence.


1 spirit heals (d?+IB) dmg

2: Blessed Light – The second rank spell allows the caster to summon magical light to aid in the

caster’s cause.  This light source will last a number or rounds equal to 5 times the amount of spirit  expended and affects an area equal to 20x the spirit expended, also any goodly aligned creature gains a +2 to hit.  Or this spell can be used to create a continual source of light with no other affects.


1 spirit covers (20+IB+EAR)ft in light for (5+IB+EAR) rounds and grants allies +2 MR

3: Protection From Evil – With this spell the caster gains the ability to ward off evilly aligned creatures.  

All evil creatures receive a –1 to hit roll for each point of spirit expended, and creatures of less hit dice than was expended in the casting must make a successful magic resistance check in order to attack.  This spell lasts for a number or rounds equal to 3 times the spirit spent. The caster also receives a +1 to his saving throws for every 2 points of spirit expended.

1 spirit gives a (1+IB) penalty to the MR of evil creatures in a (5+IB+EAR)ft radius for (5+IB+EAR) rounds and grants a (1/2) bonus to saving throws against negative plane magic

4: Dispel Evil – This spell has two separate uses, first it can be used as an offensive spell which will cause 

damage starting at d4 per point of spirit expended and increasing one die level per rank  to evilly aligned creatures in a radius equal to 5’ increasing with rank and intelligence, and secondly it can be used in order to remove curses and diseases.  The amount of spirit required is based off of the strength of the effect which is being dispelled.

1 spirit deals (d?+IB) damage to all evil creatures in a (5+IB+EAR)ft radius.  In order to counter a curse the caster must spend spirit equal to the amount used in the curse + the difference in the rank of the casters.

5: Sword of the Just – This infuses the casters weapon with a radiant light causing it to deal double the 

amount of damage against evilly aligned creatures and twice the maximum amount of damage against undead.  The weapon also gives off enough light to be considered a viable option as a light source and lasts for a number of rounds equal to the spirit expended.  Any intelligent evilly aligned creature of fewer hit dice than the caster must make a successful saving throw or be stricken with fear.


1 spirit grants the caster a holy smiting hammer of justice for (1+IB+EAR) rounds

6: Healing Light – This spell causes a soft light to cover a small area.  All creatures within that area are 

healed as though the caster had used the first rank spell.  The area is equal to 1 ft per point of spirit expended.


1 spirit heals (heal) points of damage in a (1+IB+EAR)ft radius

7: Destroy Undead – This spell cuts all ties to the negative energy plane effectively destroying all lesser 

forms of undead.  All undead of equal or less hit dice than the amount of spirit spent are slain outright.  Some undead such as liches and vampires are entitled saving throws.


1 spirit destroys undead of (1+IB+EAR) hit dice or less

8: Greater Healing – With this spell the caster is able to fully heal a target, however this requires great 

concentration and if used in combat the caster will always go last.


1 spirit heals the target to full

9: Resurrection – The caster gains the ability to restore life to the bodies of dead creatures with this spell.  

The caster must spend an amount of spirit equal to the number of weeks the target has been dead.  

Also the target loses a permanent point of physique during the resurrection process.


1 spirit can call back a target who has been dead for (1+IB+EAR) weeks

10: Restoration – The strongest healing spell found within the discipline, restoration heals all wounds, as 

well as removing any negative status effects such as poison, level loss, and diseases.  It can also be used to restore a targets spiritual energy at a rate of 1 point restored for every point expended.  However this spell cannot be cast on oneself.


1 spirit really heals the target

Fire

R: Burning Hands – All mages who join the discipline of fire start their training by mastering this simple 

spell.  Burning Hands requires an attack roll in order to damage a target, and deals d2 +1 damage per rank.  This can be done a number of times equal to the casters level per day.

1: Spark – With this spell the caster summons a small ball of flame to himself and can strike any one target 

with it.  The damage is dependant on the rank and intelligence of the caster.

2: Heat Metal – This spell causes damage to a target piece of equipment.  The damage dealt is dependant 

on the casters rank and intelligence, if the piece of equipment is in contact with a living creature, the creature will take half of the damage dealt as well. 

3: Fire Ball – Probably the most famous of the disciplines spells fire ball deals damage dependant on the 

casters rank and intelligence in an area of effect equal to 5 ft per point of spirit expended, the area of effect will increase with rank.

4: Flame Sabre – With this spell the caster infuses his weapon with the power of fire.  The weapon causes 

two additional points of damage per point of spirit spent, and lasts for a number of rounds equal to one for every point of spirit expended.  This spell does cause damage to your weapon equal to the amount of extra damage gained.

5: Fire Wall – This spell creates a barrier made completely of fire, if anyone is caught in the middle of this 

spell they will suffer damage as though the caster had used the first rank spell.  The are of effect is 10 ft by 10 ft for every point of spirit spent.

6: Flame Strike – With this spell the caster gains the ability to summon a number of pillars of fire equal to 

the amount of spirit expended during the casting of the spell.  Each pillar deals an amount of damage equal to a fireball, and the strikes fall one per round.

7: Control Fire – The mage gains a better understanding of fire with this spell.  The mage can control all 

fire for a number of rounds equal to 3 times the amount of spirit expended.  This can be used to gain control of enemy fire spells with a contested magic roll.

8: Hell Fire – The mage conjures a destructive wave of fire with this spell.  This looks identical to the fire 

wall spell except that it rushes forward for 50 ft per each point of spirit expended, and causes twice the damage of fire wall.

9: Incinerate – One of the most potent of the fire spells, this spell causes 5 times the amount of damage of 

spark and like spark only affects 1 target.  If the target is killed with this spell there is no chance of resurrection.

10: Flare– The most destructive spell found within the disciplines, Flare causes a massive explosion dealing massive amounts of damage in a massive radius, all except for the caster is hit.  The damage dealt is equal to 10 times the damage of fireball in a radius 10 times as large as fireball.

Water

R: Cantrip – The caster can bend reality to his will in very minor ways.  Only slight, obvious changes in sight, sound, or temperature are possible, and the effect is instantaneous.  This spell can never replace minor illusion.  Different effects are possible at greater ranks, but cantrip is limited to one sense and no duration.  DM reserves right to say no.

1: Minor Illusion – This spell causes an illusion effecting one sense.  This lasts for 5 rounds for each point 

of spirit expended.  Any creature who has a reason to suspect they are being duped is entitled a saving throw.  Also any major effect, such as becoming invisible, entitles all around to a saving throw.

2: Ice Bolt – Water’s basic form of attack this spell causes a bolt of ice to strike one opponent.  The damage 

dealt is based off of the casters rank and intelligence.  The target must also make a physique check 

or have it’s agility halved for a number of rounds equal to the spirit spent.

3: Cure – This spell calls upon the purifying power of water and heals wounds as well as removing toxins 

and diseases.  The amount of damage healed is based off of the casters rank and intelligence.

4: Illusion – A more powerful form of the first rank spell, this enchantment affects 2 senses at once, making 

them much more believable and giving a –2 to saving throws for those who attempt to disbelieve. 
 This spell lasts for 5 rounds per point of spirit expended.

5: Ice Storm – This spell calls in a vicious storm of frozen ice, causing damage to all within the area of 

affect.  The amount of damage is based off of the casters rank and intelligence, the area of effect is 5 ft per point of spirit expended and lasts for a number of rounds equal to half the spirit expended.  Additionally after the first round all creatures within the area are forced to make agility checks in order to keep their footing. 

6: Ice Sabre – This spell causes the casters weapon to be imbued with a freezing aura allowing it do deal 

extra damage.  The amount of extra damage gained is equal to three times the amount of spirit spent and the duration is equal to the amount expended.  However, if the weapon receives any damage it will be twice as much as normal as well as receiving one point of structural damage per attack.

7: Greater Illusion – This spell is the final incarnation of the first rank spell.  Incorporating all senses into 

the spell, any attempt to disbelieve gets –4 to their magic resistance.  The true power of this spell comes into play though when used to mimic other spells.  The caster of greater illusion can cast replica’s of spells which he has witnessed.  If the target makes there save they receive no damage, but if they fail they are so convinced of the reality of the spell, that they can actually be killed.

8: Polymorph – This spell allows the mage to change shapes.  The effect lasts for a number of rounds equal 

to 10 rounds per point of spirit expended.  If used on an opponent, they are entitled to a saving throw, but each point of spirit expended past the first gives the target a –1 to their save.

9: Anti Magic –.With this spell the caster uses his spirit to make a shield against other’s magical attacks.  

For every point of spirit expended the caster receives a 10% chance of nullifying any magic that would effect him.  Intelligence also effects this percent chance.  The duration of this spell is two rounds for every point of spirit expended. 

10: Barrier – Similar to a wall of force this spell creates a field that cannot be penetrated by any form of 

attack as well as existing in all planes.  This spell requires a point of spirit to activate as well as an additional point to deactivate.

Nature (affinity to light)

R: Animal Friendship – The first step to harnessing nature’s power is to be at peace with its denizens.  

With this spell the caster attempts to befriend one of the creatures of the woodlands.  The caster must truly be seeking the friendship of the animal for this spell to work.  The caster can influence a creature that has as many hit dice as the casters rank.  The animal is entitled to a saving throw that is modified by the caster’s charisma.

1: Speak With Animals – This spell allows the caster to speak with a type of animal which is specified 

when the spell is cast.  The duration of this spell is equal to five times the spirit used in the casting.  The intelligence of the caster can lengthen this duration and as the caster progresses in rank so does the duration.

2: Entangle – When this spell is cast vines quickly grow from the ground to bind and hold enemies of the 

caster.  The caster of this spell can effect a number of targets equal to the spirit expended in the 

casting all creatures targeted must make a agility check in order to avoid the vines.  Those who fail have their agility set to 1, and can make a strength check in order to break free.  The caster can opt to target a creature more than once, and for each additional attempt the target receives a penalty to both their agility and strength checks.

3: Nature’s Bounty – The caster of this spell creates revitalizing fruit from thin air.  For each point of spirit 

expended the caster creates two pieces of fruit that each heal the eater’s wounds.  The amount of fruit as well as how much they heal is dependent on intelligence and rank.  The fruit will remain good for 12 hours, this spell does not work unless the caster has a plant nearby.

4: Bark Skin – This spell grants the caster the resilience of the trees themselves.  This spell allows the 

caster to soak an amount of damage equal to their rank, this will last until the caster takes an amount of damage equal to 10 times their rank.  No major armor can be worn in conjunction with this spell and it lasts for 3 hours for every point of spirit expended.  The duration is effected by the caster’s intelligence.

5: Pass Without Trace – The caster of this spell gains the ability to travel quickly and without detection 

through the wilderness.  For every point of spirit expended the caster can effect two targets one of whom must be himself.  Those who are targeted can move at triple their normal movement rate and are completely undetected save for by magical means.  When attacking under the veil of this spell you will always catch your opponents by surprise.  The duration is equal to 1 hour for every point expended effected and is effected by the caster’s intelligence.

6: Shape Plants – possibly the most versatile spell at the caster’s disposal.  For each point of spirit 

expended in the casting of this spell an area equal to 20 square feet is effected.  The caster can encourage plant growth with this spell causing the nearby vegetation to rapidly evolve.  This can be used to entangle creatures in the area much like the rank 2 spell, or the plants can grow thorns that deal d4 per point of spirit expended.  This spell could also be used to create a nearly impassable barrier.

7: Regeneration – Upon casting this spell the caster heals at an accelerated rate.  All damage received by 

the caster  during the duration of the spell is healed back at a rate of 1 point per round.  This spell lasts for 5 round for every point of spirit expended, and longer for every additional rank acquired.

8: Shape Change – This spell allows the caster to assume the form of one of nature’s denizens.  The spirit 

required for this transformation is equal to 1 plus the difference in size class.  For every size class the caster enlarges he gains 8 hp, and for every size level shrunk the caster loses 8 hit points.  This transformation is permanent until the caster expends the appropriate amount of spirit to return.

9: Control Weather – A very powerful spell Control Weather allows the caster to harness natures strengths, 

and can mimic many spells not normally used by the practitioners of this discipline.  The affects gained from this spell are dependent on how much spirit the caster expends.  With the initial point the caster can make it rain or shine, for two he can create a gale force wind, for 3 he can summon a lightning bolt, 4 calls forth a storm of ice and sleet, and for 5 the caster can create a deadly tornado.  Each effect takes an equal number of rounds to create as spirit required.

10: Sacred Haven – Upon attaining this spell the caster has truly become one with nature.  This spell effects 

an area equal to 5 miles for every point of spirit expended, and can only be cast within a forest.  Once this spell is cast the caster can use the rote as well as spell number 1 & 2 without expending spirit.  3 & 4 only require 1 point of spirit for maximum effect. 6 & 9 require half as much spirit as necessary.  The caster must expend a permanent point of physique when casting this spell.

Kiai-Jutsu (no affinity)

R: Nen (Precision) – The most basic spell of this discipline, allows the caster to concentrate upon an attack 

and increase his chance of hitting.  The caster receives a +1 to hit for every rank, and goes up with rank.  However, the caster may only attack once within the round that precision is used.

1:  Zan-ei-ken (Mirage Strike) – The caster of this spell increases his speed and can gain another attack.  

For every point of spirit expended the caster gains a –1 to initiative.  If the caster rolls a –5 or less he receives an additional attack.  This speed lasts for 1/2 round for every point of spirit expended, duration and effectiveness increases with rank.

2: Ki-ryo-ku (Iron Defense) – With this spell the caster concentrates on blocking his opponents attacks, for 

every point of spirit expended the caster gains a +1 to his defense rating, as well as an additional attack that must be devoted to parrying.  This lasts for one round. The effectiveness of this spell increases with intelligence and rank.

3: Gou-riki (Critical Strike) – The caster learns to channel his spiritual strength during combat.  For every 

point of spirit expended the caster gains a +2 to damage and gains critical hits on one point less for a single attack.  This spell does more damage as rank increases, the casters chance for a critical strike also increases.

4: Ki-ai (Aura) – The caster learns how to heal himself of his wounds with this spell.  For every 

point of spirit expended the caster heals 1 die of damage, the die is dependant on rank, and starts out at d4.

5: Ki-kou-ken (Phantom Blow) - With this spell the caster learns how to focus his attack and strike an opponent without ever touching him.  For every point of spirit expended the caster can affect one of his attacks, he must still roll to hit but these strikes can not be dodged.  The number of attacks that are affected this way goes up with rank.  Any attacks not affected are lost to the caster.

6: Shou-kou (Ki-rin Soul)– The caster learns how to temporarily increase his physical toughness with this 

spell.  The caster gains one temporary point of physique for every point of spirit expended.  This physique lasts for a number of rounds equal to twice the spirit expended.  Both the duration and the effectiveness of this spell increase with rank and intelligence.

7: Kishin (Demon Strength)– This spell allows the caster to enhance his strength.  For every point of spirit 

expended the caster gains one temporary point of strength.  The duration of this spell is equal to twice the spirit expended in the casting.  Both the duration and the effectiveness of this spell increase with rank and intelligence. 

8: Shin-pu (Dragon Speed) – This spell magnifies the caster’s natural agility.  For every point of spirit 

expended the caster’s agility increases by one.  This lasts for a number of rounds equal to twice the spirit expended.  Duration and effectiveness of the spell increase with rank and intelligence.  

9: Mu-shin (Empty Heart)– When the caster learns this spell he gains the ability to dodge attacks without 

thinking.  Anytime an opponent attacks the caster he gains a free dodge action.  This applies to spells as well, the opposing mage must make a missile hit roll against the dodge of Kiai-jutsu practitioner.  The duration of this spell is equal to three times the spirit expended and increases with rank and intelligence.
10: Shin-satsu (Perfect Strike) – The most powerful maneuver found within the discipline, Shin-satsu 

allows the caster to strike his opponent as though he had rolled a natural twenty.  This can be used along with a called shot.  This spell requires the expenditure of one point of spirit, and can be the only action taken in the round.

Charm (affinity to water)

R: Friends – The first trick found within the charming discipline makes the caster appear more charismatic.  

This spell raises the caster’s charisma by 1 point, and lasts for 5 rounds, both the duration and the effect are enhanced by the casters intelligence.  For every rank achieved by the caster after the first the duration goes up by two rounds.

1: Suggestion – This spell allows the caster to incite an idea into the head of his target, for every point of 

spirit expended in the casting the spell effects an equal number of hit dice.  Intelligence effects this number, and as the caster increases in rank so does the amount of hit dice effected.  Also a number of suggestions equal to ½ the spirit expended can be given.

2: Forget – Upon attaining this rank the caster gains the ability to cause a target to forget a number of 

rounds.  For every point of spirit expended the target forgets the most recent round.  The number of rounds increases with rank and is effected by intelligence.

3: Charm Person – This is believed to be the point when the caster begins learning the true power behind 

the discipline.  This spell gives the caster great power over a person, he can tell his target what to do and as long as the command is not self destructive or opposing to their natural alignment the target will follow orders.  The duration of this spell is technically infinite, to start the spell off the caster must spend an amount of spirit equal to the targets hit dice, both rank and intelligence effect the initial casting.  Afterwards the caster must spend 1 point of spirit each day in order to keep the charm up.  The target gets another chance to resist the effects every (10-target’s int) days.  Anytime the caster orders the target to take an action they normally wouldn’t they receive a saving throw.  If the target breaks the charm, he knows he was charmed.  However, if the caster allows the spell to dissolve the target is none the wiser.

4: Incite Emotion – This spell allows the caster to cause extreme emotions in a number of people such as 

love, hate, fear, courage, sadness and happiness.  For every point of spirit expended the caster can effect 1 person and lasts for 10 rounds.  The number of people and the duration increase with intelligence and rank.

5: Charm Monster – This spell can be used to charm any beast seen in the world, other than it’s much 

larger range of use, it functions just like Charm Person, the caster must be able to communicate `
somehow in order for this spell to work.

6: Chaos – This spell creates an area of horrible confusion, and effects a number of creatures equal to 1 

for every point of spirit expended.  This spell lasts for d4 rounds +1 for every rank, the caster’s intelligence also gets added to this number.  Roll a d10 to decide the effect.


1: Wanders away for the duration of the spell


2-6: Stand confused for 1 round, then roll again next round


7-9: Attack nearest creature for 1 round, then roll again


10: Act normally for 1 round, then roll again 

7: Enchantment – This is the more powerful type of charm person.  This spell functions identically to 

charm person, save for the fact that the caster can force the target to do something they wouldn’t normally do.  Also the target gets to make another saving throw every (20-targets int).  It is readily apparent to everyone that the target is enamored with the caster.

8: Mass Suggestion – This functions like the suggestion spell, except it effects a number of hit dice equal to 

10 plus the casters intelligence bonus for every point of spirit expended.  These hit dice can be divided up amongst any number of targets.  The number of hit dice effected increases with rank.

9: Geas – One of the most powerful spells in the discipline this spell allows the caster to issue an order to 

his target, and if the target fails to follow the order he will soon perish.  For every day the target wanders from his task his physical attributes lower by one.  The caster must expend an amount of spirit equal to the targets hit dice.  If the Geas given is not possible it automatically fails.

10: Bond – The most powerful spell found within the Charm discipline, Bond allows the caster to 

completely dominate a target.  The target must first be Enchanted and Geased in order for this 

spell to function.  The caster must also expend a point of physique to create this bond.  For every point of spirit beyond the first expended in the casting the target receives a –1 to his saving throw.  Even if the target makes his save the caster must expend the point of physique.

Divination (no affinity)

R: Detect Magic – The most basic spell found within the discipline, detect magic makes all objects with 

magical enchantments found within a 5 ft radius radiate a soft glow.  The glow is brighter or dimmer depending on the strength of the enchantment.  This can be used a number of times each day equal to the casters level.

1: Languages – This spell allows the caster to understand any written or spoken language, as well as to be 

understood by any creature with a spoken language.  This will last for 10 rounds for every point of spirit expended, the duration goes up with rank and intelligence.

2: Locate Object – Upon attaining this rank the caster gains the ability to find specific items, the caster 

must have at least a general idea of what item he is looking for and affects an area equal to 1 mile for every point of spirit expended.  The caster knows the exact distance, direction, and elevation of the item, though no necessarily how to reach it.  The radius grows with rank and intelligence.

3: Identify – The most well known spell found within the discipline, Identify allows the caster to determine 

the magical nature of an item.  For every point of spirit expended the caster can discern one magical ability of the item, this number increases with rank and number.

4: Know Alignment – The caster of this spell learns the basic nature of his target.  This spell will not 

function on a creature of more hit dice than the caster, and the caster must expend an amount of spirit equal to the hit dice of the target.  The casters intelligence bonus is added to the amount of spirit expended to determine the amount of hit dice affected.  For every rank attained after rank 4 the caster receives another +1 to this number.

5: Scry – This spell allows the caster to extend his perceptions to other areas.  Once this spell is cast the 

caster can leave his body in order to look at other areas.  The caster can also cast divination spells while scrying at items or people he sees.  When Scrying the caster’s movement rate is effectively 10 times as fast as normal, and walls do not hinder him.  The duration of this spell is equal to 5 rounds for every point of spirit expended and increases along with the casters rank and intelligence.

6: Nondetection – This spell allows the caster to cloak himself from detection, while this spell is in effect 

Detect Magic, Know Alignment, Scry, and True Sight will not effect the caster, as well as any other spells that mimic their effects.  If an opponent of lower hit dice than the caster attempts any of these spells they simply fail, if an opponent of higher hit dice attempts any of these spells a contested magic roll occurs.  The duration of this spell is equal to 10 rounds for every point of spirit expended, and increases with rank and intelligence.

7: Detect Weaknesses – Upon attaining this rank the caster gains the ability to determine the strengths and 

weaknesses of a target.  The caster learns the HP, Attack Rating, Elemental Affinity, Alignment, and Spirit of the target.  The caster must spend an amount of spirit equal to the target’s hit dice, the amount of spirit required is affected by both rank and intelligence.

8: True Sight – This spell allows the caster to see through most forms of magical deception.  The caster of 

this spell can see through illusions of all types, can see a polymorphed creature for what it truly is, as well as the basic alignment of any creature the caster is looking at.  All traps whether magical or mundane as well as hidden passages are laid bare before the caster.  Finally if the caster concentrates he is able to pear into any adjoining planes.  The duration of this spell lasts for five rounds for every point of spirit expended.  The duration increases as the casters rank does and is also affected by the caster’s intelligence.

9: Vision – This spell allows the caster to trace the history of an item he has in his possession back in time.  

For every point of spirit expended the caster can follow the items path backwards 1 day.  Intelligence and the caster’s progression in rank both affect how many days the caster can look back through.

10: Divine – With this spell the caster learns how to tap into the unknown powers in order to gain knowledge.  For every point of spirit expended the caster can ask one question which will truthfully be answered with a yes, no, or maybe.

Psionics (air affinity)

R: Danger Sense – The first spell taught to the mages of this discipline calls upon a 6th sense inherent in 

everyone.  This allows the caster to react to dangerous occurrences before they actually happen, this grants the caster an agility check in most instances.  In combat this spell grants the caster a +2 to his defense rating.  This spell lasts for 2 rounds per rank, and increases with rank and intelligence and can be used a number of times equal to the casters level.

1: ESP – This spell allows the caster to detect intelligence as well as the general mood behind it.  For every 

point of spirit expended in the casting of this spell the caster can scan a 10 foot area and lasts for 5 rounds.  Both duration and area of effect are effected by intelligence.  As the caster increases in rank the duration increases by 1 round and the area of effect increases by 2.

2: Telekinesis – A very versatile spell Telekinesis allows the caster to either do a damaging attack or 

manipulate things with his mind.  If used to damage an opponent it only lasts for one round and does one die of damage for each point of spirit expended.  If used to manipulate items the caster has an effective strength of his rank plus his intelligence bonus.  When used this way the spell lasts for 3 rounds for every point of spirit expended, plus the caster’s intelligence bonus.  Duration increases 1 round per rank.

3: Mind Link – This spell allows the caster to create a link between his conscience and that of another 

person.  The caster and the target can communicate freely through this link, and both have access to the other’s senses.  The caster can share Danger Sense, Tolerance, and the immunities of Mental Shield with his target.  This can also be used to accelerate the learning process and lasts a number of rounds equal to 10 rounds for every point of spirit expended plus the caster’s intelligence bonus.  This increases 5 rounds for every rank.

4: Tolerance – This spell allows the caster to separate his mind from his body, though he may suffer 

grievous wounds they will seem superficial to the caster.  This holds true for cases involving extreme temperatures as well.  If the caster has Tolerance up, he can fight to his death’s door.  Tolerance lasts for 20 rounds for every point of spirit expended plus the caster’s intelligence bonus, and increases with rank.

5: Telepathy – This spell gives the caster the ability to peer into the deep recesses of someone’s mind.  This 

can be done with or without the victim’s consent, however, if done without consent the victim receives an intelligence check to see if they become aware.  For every rank achieved afterwards the caster gives his victim a -1 to this check.  For every point of spirit expended the caster can attempt to delve into the victim’s conscience.  This can also be used to attempt to heal certain types of insanity.

6: Obfuscate – This spell causes people to ignore the caster, if someone is actively looking for the caster 

they receive a saving throw, else wise they will not notice him.  The duration is equal to 5 rounds plus the casters intelligence bonus for every point of spirit expended and increases with rank.

7: Mental Shield – This spell protects the caster completely from any type of mental attack, as well as grants him limited protection from other magic.  For every point of spirit expended the caster receives a magic soak of 3.  This spell lasts for a number of rounds equal to 5 times the spirit expended.  Both the magic soak and the duration increase with intelligence and rank.

8: Mental Blast – This spell attacks the psyche of a target.  For every point of spirit expended the target 

loses 1 from his intelligence, and can save for half the affect.  This loss of intelligence is recovered at a rate of 1 point per week.

9: Domination – This spell allows the caster to rest control away from his victim.  The victim is entitled to 

a saving throw to avoid the affect, but for every point of spirit used in the casting past the first, the victim receives a –1 to their save.  This control lasts until the victim makes a successful saving throw, and is given another chance every 60 rounds. 

10: Awaken – This spell allows the caster to awaken the dormant intelligence of an item.  The amount of 

spirit required is dependant on the item being awakened i.e. a rock would take 1 point of spirit, where as a house would take much more. 

Enchantment (affinity all)

R: Enhance – The most basic spell of the discipline allows the caster to imbue an item with a minor 

enchantment.  The item enchanted receives a +1 for every 2 ranks of the caster.  This can be done a number of times equal to the level of the caster each day, and lasts for 2 rounds for every rank.

1: Recharge – This spell allows the caster to recharge magical items that expend their energy.  For every 

point of spirit expended the caster recharges one level.  Both intelligence and the caster’s rank can allow a more rapid rate.  The caster does not, however, know what the maximum number of charges for the item is, and could accidentally destroy the item.

2: Extension – This spell allows the caster to extend the duration of a spell that has been cast.  This can not 

be used on spells of a higher rank than the caster’s rank in enchantment.  The duration of the spell is multiplied by the amount of spirit spent plus the intelligence bonus of the caster.

3: Elemental Blade – This spell allows the caster to call upon their knowledge of a given element.  As long 

as the caster has at least the rote of the element they wish to use, they can imbue their weapon with it’s power.  The weapon gains a +2 for each point of spirit expended.  Stone Sabre doubles the durability of a weapon, Ice Sabre causes the casters opponent to make a physique check or lose a  temporary point of agility, Fire Sabre can not be healed by regeneration, and Lightning Sabre can not be soaked.  The Duration of this spell is equal to two times the spirit expended plus the caster’s intelligence bonus.  The duration increases with rank.

4: Essence Blade – This spell allows the caster to use their knowledge of light and darkness when 

enchanting a weapon.  The caster must have at least the rote of the discipline that he plans on using.  Sword of the Just doubles the amount of damage dealt to evil creatures, and double the damage max against undead, Night Blade causes double damage against good creatures and makes the weapon vampiric.  The Duration of this spell is equal to two times the spirit expended plus the caster’s intelligence bonus.  The duration increases with rank.

5: Circle of Protection – This spell allows the caster to keep harmful spells at bay, the caster must have at 

least the rote of the discipline that he intends to defend against.  This spell has an area of 5 feet for each point of spirit expended, and the caster must determine what element he intends to block.  All creatures within the circle save for no damage from the given element.  The duration is equal to 5 rounds for every point of spirit expended.  Both duration and the area of effect go up with the caster’s intelligence bonus and rank.

6: Dispel Magic – This spell allows the caster to disrupt the flows of magic around a spell.  If the caster 

gains initiative on an enemy mage he can nullify his magic, this can also be used to disrupt standing effects such as stone skin and haste, finally this spell can be used as an attack form against magically created creatures, such as golems and animated dead.  If used to cancel a spell being cast it forces a contested magic roll, where the dispeller gains a bonus equal to the spirit spent.  If used on an enchantment the enchantment makes a saving throw based on it’s caster’s save with a penalty equal to the difference in rank between the dispeller and the caster of the enchantment.  If used as an attack it does a number of dice of damage equal to the spirit expended.  The damage dice start at d6 and progress with the caster’s rank.

7: Enchant – This spell allows the caster to store a spell in a given item, this spell must be given criteria 

that trigger its release.  The spell will remain dormant for 60 rounds per point of spirit expended before discharging.

8: Spell Binding – This spell allows the caster to make the enchantment that he has stored in an item 

permanent.  When using this spell there is a 100% chance that the caster will lose a point or physique, for every point of spirit expended this chance lowers by 10%.  

9: Enhance Magic – This spell allows the caster to enhance the magical effects cast in a given area.  For 

each point of spirit expended all spells cast in the area receive a +2 to their effects.  The area of effect is equal to 10 feet for each point of spirit expended and the duration is equal to 5 rounds per point of spirit.  The area of effect, duration, and the magical modifier are affected by the caster’s intelligence bonus and rank.

10: Permanency – This spell ties the flows of a spell in place using a piece of the caster’s life force.  This 

can be used on any spell and drains a permanent point of physique from the caster.

Necromancy (shadow affinity)

R: Speak With Dead – This spell allows the caster to converse with those who are no longer living, the 

Caster can only speak with a person who has not been dead for longer than 1 week for every rank the caster possesses.  The spirit does not necessarily have to give correct answers.  This can be done a number of times equal to the caster's level.

1: Feign Death – This spell allows the caster to fake his own death, anyone who examines the “corpse” will 

find no sign of life.  The caster must choose how long he wishes to feign death, a minute, a half an hour, an hour, half a day, or an entire day.  The amount of spirit expended determines how accurate the duration of the spell is, i.e. if one point of spirit is spent the duration is off d8 days/hours/minutes, 2 points d6, 3 points d4, and 4 is exactly right.

2: Drain - When the caster learns this spell he gains the ability to take the life-energy of his enemy and use 

it for himself.  This requires an attack role and heals an amount of damage equal to the damage dealt to his target.  This spell does damage in dice equal to the amount of spirit expended, and starts at d4s, damage increases with the rank and intelligence of the caster.

3: Control Undead – This spell allows the caster to attempt to wrest control, from another necromancer, of 

his minions.  When casting this spell the caster attempts to gain control of as many hit dice of undead as spirit expended.  This forces a contested magic roll where both necromancers can add their rank to their roll.  If used on a sentient undead creature it functions as a charm spell.  The amount of hit dice affected increases with the casters intelligence and rank.

4: Night Blade – This spell imbues the caster’s weapon with the power that courses through all unlife.  The 

caster’s weapon strikes for double damage against goodly aligned creatures, and heals the caster for half of the damage dealt by siphoning the life force off of the caster’s target.

5: Animate Dead - This spell allows the caster to summon a horde or undead to do his bidding.  For every 

point of spirit expended the caster may animate an equal number of hit dice of undead.  The caster’s intelligence bonus is added to this number as well as 1 more for every additional rank beyond the fifth.

6: Curse – This spell causes the target to become exceptionally unlucky.  The necromancer is able to raise 

the chance that their target will botch at any given action.  The caster must expend an amount of spirit equal to half their targets level for each point they wish to raise their botch threshold.  The caster’s intelligence bonus gets added to the spirit expended to determine how much must be spent in order to curse a given individual.  As the caster increases in rank the curse becomes harder to dispel.

7: Blood Shield – This spell allows the caster to sacrifice a portion of his life essence in order to create a 

shield of blood.  For every point of spirit expended this spell blocks 3 points of damage, from both physical and magical attacks, and the caster takes an equal amount of damage.  The amount blocked and the duration both increase with the rank of the caster and due to his intelligence bonus.  The duration of this spell is equal to 3 rounds for every point of spirit expended.

8: Death - With this spell the caster snuffs out the life force of his target, for each additional point of spirit 

beyond the first the target receives a –1 to their magic resistance.

9: Entrapment – This spell allows the caster to remove a targets soul from their body and force it into a 

vessel.  The caster is then able to use this vessel as a limited spirit battery.  The caster must spend an equal amount of spirit equal to their targets level in order to entrap them, and must have a suitable vessel prepared.  It should be noted that anytime someone attempts to draw from the batteries store of magical energy, if the soul is strong enough, the trapped creature may try and force a reversal, which takes the form of a contested spirit roll.

10: Lich – Every necromancers dream come true, this spell allows them to join the ranks of the undead as 

well as keep their free will.  However, this spell requires the expenditure of twice the targets level in spirit.  Obviously this means that the caster must have some other source of spirit to cast this spell upon himself.  If the spell is cast upon an unwilling target they receive a saving throw.  The benefits of this spell are immortality, negative energy spells heal undead, and undead are unaffected by called shots.  The target must move their soul from the body into a suitable vessel, much like entrapment.  As long as this vessel remains intact the targets body will regenerate.

Conjuration (affinity to all)

R: Summon Familiar

Spirit conduit ½ rank

Goes away if all spirit spent

Spirit loss if you’re dumb

Can Share Senses 

Int = rank

Def = 4 + rank

Can’t exist more than rank * 50 ft away

3*rank HP

1: Insect Swarm

Can’t See

Interrupts spells

Spirit *5 ft

Spirit rds

2: Monster Summoning

spirit* # of 1HD+int Monster appropriate to geography

5rds + EAR + int per point

3: Conjure Wall

Element you know

5 rds per point

5’ square per point

4: Dismissal

1 spirit per target

I spirit for –1 to save 

5: Greater Monster Summoning

1 spirit per hit die

1 spirit for each additional monster

Same as Monster Summoning

6: Conjure Elemental

Element you know

Knows you spells of that element

Available spirit = to your rank in that element

Need some of that element

HD = spi+EAR+int

7: Creeping Doom

dmg = 100 (spi+EAR+int)

8: Summon

Summons any one unique thing you are familiar with

Target may resist with a saving throw

Affects spi(ear+int) hit dice

1sp =tiny things 

9: Binding

10: Super God-Awful Summon of Doom

Force (affinity fire)

R: Mage Hand

Manipulate things of weight equal to rank+int lbs

1: Knock

str = spi (int + EAR)

2: Force Spike (Dazing fish blow)

dmg = spi (d?+int) bludgeoning

3: Manipulation 

strength= rank+int  (5+int)*spirit rds no weight limit

4: Missle Shield

(3+int)*spirit soak verses physical missles. If damage is completely soaked missle reflected back at attacker, if missle came from attacker (5+int+EAR)*spirit

5: Shock Wave

dmg = spi(d? +int) at radius (5+int)spi 

6: Wall of Force

area = (5 cubic ft + 3 ft(ear)+int)spi,   stuff can’t pass through but spells, like death and other non projectile spells aren’t stopped, lasts for (3rnds+ib+Ear)spi

7: Improved Manipulation

str = (rank+int)2 can affect a number of targets = to (1+ear)spi and lasts for (5+int+ear)spi rnds

8: Reverse Gravity

affects a cube equal to (spi+ear+int)10  and lasts for (5+ear+int)spi rnds

9: Detonate

deals shock wave dmg to an items durability.  If the item is destroyed it deals a number of d10s equal to the durability of the item in a shock wave radius

10: Force Shield

the caster receives a saving throw against any attack (physical/magical) made against him, if successful the attack is reflected back at the source (this does not affect attacks wall of force would not stop) or spells that do not target the caster.  Lasts for (spi+ear+int)10 rnds

Chaos

Break+

Warp magic

Death+

Random action

r. Befuddle

10. Break world

Dark blade of chaos

Blink

Blow people up with their spirit

Field of chaos

Reverse alignment

Summon chaos beast

Chaos bolt

Chaotic pants

Random spell

