FIRST-LEVEL SPELLS (INT and DEX 10)

This collection of spells is the

common heritage of all starting

wizards in the Empire of Khazan. Mastery of these spells is the minimum requirement for graduation from the rank of apprentice to journeyman (or

–woman) within the Wizards’ Guild.

Call Flame [Conjuring]

WIZ Cost: 7

Range: Touch

Duration: Instantaneous

Power Up?: Yes. Deals 1 extra die of damage with each level increase.

Description: This spell summons an extremely brief blast of flame that does 1D6 points of fire damage to its target. This spell is also highly suitable for lighting candles, torches, and campfires, or igniting other flammable substances.

Call Water [Conjuring]

WIZ Cost: 8

Range: Touch

Duration: Instantaneous

Power Up?: Yes. Deals 1 extra

die of damage with each level increase.

Description: This spell briefly summons a blast of water into this world that will do 1D6 of water damage to its target. This spell is also highly suitable for dousing candles, torches, and campfires, or for creating enough water to wash your face before dinner.

Crème de la Kremm (CdK)

[Cosmic]

(Tmuwo)

WIZ Cost: See below

Range: Touch

Duration: Instantaneous

Power Up?: No

Description: This spell allows the caster to grant WIZ to another creature. For every 2 WIZ the caster sacrifices, the recipient gains 1 temporary

WIZ; this granted WIZ dissipates after 1 hour, and the caster must recover his own WIZ normally. By the very nature of its purpose, this spell is immune to kremm resistance. The casting cost of this spell is 1 WIZ. Thus, if a Wizard wishes to transfer 5 WIZ to an ally, the total cost of casting is 11 WIZ: 
i.e., 1 WIZ to initiate the transfer, and then 10 WIZ that is transferred into the 5 WIZ for the recipient.


Dem Bones Gonna Rise

(DBGR) [Conjuring]

(Gimor Ironfang)

WIZ Cost: 10

Range: 10 feet

Duration: 2 combat turns

Power Up?: Yes. Double no. of skeletons or duration for each level increase.

Description: A skeleton rises up from the ground and obeys the caster’s simple commands.

It has a Monster Rating equal to the sum of the caster’s STR + CON. The spell has duration of 2 rounds, after which time the skeleton crumbles into dust.

Note: This spell must have bare, relatively loose earth to work upon; it does not work where the surface is stone, water, or pavement of any kind. The skeletons need not take human form, but may resemble beasts whose bones may be beneath the soil.

Detect Magic [Cosmic]

WIZ Cost: 1

Range: 10 feet per caster level

Duration: 1 combat round

Power Up?: No.

Description: Detects the presence of magic being used or stored by objects (but not beings) and the basic nature of the magic: Combat, Metabolic, Conjuring, or Cosmic.

Hocus Focus [Cosmic]

WIZ Cost: 5

Range: Touch

Duration: See below

Power Up?: Yes. Double the number of WIZ points that can be channeled through focus for each level increase.

Description: This spell enchants any non-magical item into a magical focus capable of channeling a number of WIZ points equal to the caster’s combined Intelligence and Dexterity. When a focus has been used up completely, it crumbles away to dust.


Hold That Pose (HTP)

[Conjuring]

WIZ Cost: 4

Range: 50 feet

Duration: 1 combat turn

Power Up?: Yes. Double duration for each level increase.

Description: Makes the subject forget what he’s doing, which makes him completely helpless in combat (and outside combat also) — no attacks, though armor absorbs hits normally.

Knock Knock [Cosmic]

WIZ Cost: 3

Range: Touch

Duration: Instantaneous

Power Up?: No.

Description: Unlocks any Level

One mechanical or magical lock.

Know Your Foe [Cosmic]

WIZ Cost: 5

Range: 20 feet per caster level

Duration: Instantaneous

Power Up?: No.

Description: Allows the caster to determine either the MR or the attribute total of any one target.

Lock Tight [Cosmic]

WIZ Cost: 3

Range: Touch

Duration: 1 combat turn

Power Up?: Yes. Double level and duration for each level increase.

Description: Creates a Level One magical lock that holds a door shut for 1 combat round.

If this spell is cast upon a mechanical lock of any type, the mechanical lock is also engaged.


Oh Go Away (OGA)

[Conjuring]

WIZ Cost: 5

Range: 50 feet

Duration: 1 combat turn

Power Up?: No.

Description: Caster totals his or her Intelligence, Luck, and Charisma scores. If the target has an MR less than this amount, it is driven to flee at top speed from the caster for 1 combat turn. If the spell fails (because INT + LK + CHR is not high enough), the target concentrates its attack solely upon the caster for 1 round.

Oh There It Is (OTh)

[Cosmic]

WIZ Cost: 4

Range: 50 feet

Duration: 1 combat turn

Power Up?: Yes. Double range and duration for each level increase.

Description: Causes all invisible items, doors, and beings within range to glow with a soft purple radiance for 1 combat turn. This spell does not need to be aimed, and it has no effect on things that would normally be visible but that are either too small to be seen or are simply not being noticed (i.e., that are hiding successfully).

Sparkle [Conjuring]

WIZ Cost: 1

Range: 10 feet

Duration: 1 combat turn

Power Up?: Yes. Double range and duration for each level increase.

Description: Creates a rainbow glow on an object that sparkles for 1 round. Doesn’t do anything useful, but looks very magical.

Suppress Kremm

[Metabolic]

(Gimor Ironfang)

WIZ Cost: See text

Range: Touch

Duration: 1 combat turn

Power Up?: No.

Description: This cooperative spell gives the target an effective WIZ score of 0 for 1 combat turn. The caster and recipient must be in physical contact and the recipient must be willing.

This spell is meant for healing purposes, and is only known to the Healers’ Guild, although the Thieves’ Guild sells a version to its members for only 10,000 gold pieces….

The cost to cast this spell is 3

WIZ from the caster and 3 from the recipient.


Take That You Fiend! (TTYF)

[Combat]

WIZ Cost: 6

Range: Line of sight up to 100 feet.

Duration: Instantaneous

Power Up?: Yes. Double previous amount of damage with each level increase.

Description: Inflicts hits on the target equal to the Intelligence score of the caster. TTYF affects only one target at a time. It has no effect on inanimate objects.

Teacher [Cosmic]

WIZ Cost: See text

Range: Touch

Duration: See text

Power Up?: No.

Description: The caster can impress another spell’s pattern into the mind of any target who is a Wizard, Paragon, Rogue, or Citizen (but not a Warrior or

Specialist). The target gains no true understanding of the spell, simply the mechanical ability to cast it, once, at the spell’s base level. The cost of casting this spell is equal to the base cost of the spell being taught plus the base level of the spell being taught.

Wizards or Paragons who receive a spell this way may attempt a SR on INT at the level of the spell to be imprinted to see if they grasp the true nature of the spell – if they succeed, the spell is learned fully and permanently, like any other spell they might have learned.

That’s a Natty Beard (TNB)

[Cosmic]

(Dekhurrrsio)

WIZ Cost: 4

Range: 20 feet

Duration: Permanent

Power Up?: No.

Description: The spell caster points at his victim, saying, 
“That’s a Natty Beard.” 
The victim sprouts a facial beard, mustache, and/or sideburns, regardless of gender. A favorite among apprentices, this spell can cause the beard to be fashioned into a goatee, a Van Dyke, a double point, or any other such style and shape, as the caster wishes. If the spell fails to take effect for some reason, it manifests instead on the face of the caster. The effect is permanent, although the beard can be manually shaved or magically dispelled.


Vorpal Blade [Combat]

WIZ Cost: 5

Range: 10 feet.

Duration: 1 combat turn

Power up?: Yes. Double duration

for each level increase.

Description: Doubles the basic combat damage (but not the wielder’s personal adds) for any weapon with a cutting edge.

Note that it doubles the damage rolled, not the number of dice (spite damage is not increased).

Who’s There? [Cosmic]

(Khayd’haik)

WIZ Cost: 5

Range: Touch

Duration: 1 hour

Power Up?: Yes. Double duration for each level increase.

Description: As he touches the recipient, the caster must specify what type of creature (i.e., Kindred or species) will subsequently trigger the spell effect.

If any specimen of the specified creature type comes within 50 feet of the recipient while the spell remains in effect, the recipient experiences a jab of pain sufficient to wake him or her up (but not to cause damage), and knows the direction of the approaching creature.

Will-o-Wisp [Conjuring]

WIZ Cost: 2

Range: Touch

Duration: 10 minutes (5 combat turns)

Power Up?: Yes. Double duration and illumination for each level increase.

Description: Summons a tiny light elemental that emits one candela worth of cold blue light. The elemental flutters around the head and hands of the caster; it cannot be attached to a permanent source. Will-o-Wisp cannot be cast on another being.
