THE GRIMOIRE


A COMPENDIUM OF SPELLS FOR FANTASY HERO





Introduction





Magic is a common theme of Fantasy Literature and movies, it is what makes the story fantasy rather than simply fantastic.  Wizards, Priests, creatures of power and items all wield this for amazing and useful effects.  This campaign has magic in it, and magic items.  Players may wield magic if they so desire, anyone with a modicum of intellect and time can learn to manipulate the power.  As a general caveat, the existence of magic in the campaign does not mean the GM believes in magic in the real world, nor should the GM be considered some kind of Satanist because it exists in the campaign world.





Magic is uncommon in the campaign, there is no ‘Mages Guild’ nor any stores to buy magic items at.  Finding a magic item is rare and amazing, but will even more rarely be a very useful item in combat.  Simply put, people don’t leave this kind of thing laying around.  In Fantasy Hero, if you want an item made, you spend experience for it - and few are the ones who will spend experience just to give away or even sell the item thereafter.  Mages are uncommon, but not an odd sight.  Somewhat more common are people know a little magic to enhance their other abilities.





Mages grow steadily in power over time, through study and effort, but few gain lofty power, as it takes considerable time to learn magic.  The oldest mages are typically the more powerful and knowledgeable ones, but as with martial arts, with this great knowlege comes physical infirmity and loss of the ability to use some of this magic.  Most common are those who know a fair amount of magic, mages who specialize in one kind of magic or another (such as a fire mage, or a demonologist).  Mages are rarely poor, as there is always someone who will pay for their extraordinary talents.





Those talents are the spells they learn.  In Fantasy Hero there is no ‘official’ list of spells, although they print many useful ones in the Fantasy Hero book and Companions.  The player is able to, and encouraged, to create their own spells for their character.  The Grimoire is intended to provide a consistent system for this spell creation, and give a large number of spells for the player to look at and use.





The Grimoire has in it a very large list of spells for players to choose for their characters and for the GM to use with NPCs.  A standardized list, the game has a coherency and consistency, but should not be taken as a demand for use of these spells.  Each player is encouraged to create spells and magics that fit their needs and interests, although the first spells the character starts with will be from this book.  Thus, the Grimoire represents common spells in the campaign, and as such will be most commonly encountered.





The spell list is divided into several sections, with many summary lists at the end for ease of use and research.  For simpler use, the spells are broken into similar types and themes, similar to the college system used in the Fantasy Hero book.  This is not intended to limit or direct characters or players, rather for simplicity and to make certain mages and items more recognizable.   These magic groupings are most likely to be encountered in books or items, and in NPCs and creatures encountered.





�
THE MAGIC SYSTEM





In order to create a magic system for a campaign, there are two guidelines that must be followed: first, the spells and spell casting must be true to the genre and to the literature it simulates; and second, it must be a system that won't compromise the integrity of the game.  These thoughts result in the following guidelines:


         


1. Spells aren't totally reliable nor predictable. 


2. Spells aren't effortless powers at easy command.


3. Magic is not a one use deal, and spells may be repeated without 'rememorization'.


4. Spells are not normally a list of constantly available powers, rather, a group that the   	caster chooses individual spells from.


5. Spells require a minimum amount of concentration to use and there are limits to the 	number that can be run concurrently.


6. The spellcaster cannot be more powerful than any other character with the same 	amount of ability and skill, i.e., points well spent.


7. The spells must have an upper limit of power that is allowed the character.


8. Other spellcasters nearby will usually be able to tell that a spell has been cast.


9. Most spells are invisible to ordinary sight when running, but can be seen clearly to 	those with magical ability.


10. Magic is rare and wonderful, only a few wield it's power and these with caution.





There are two ways to represent magic in this campaign.  The first is to buy individual spells from the Grimoire with character and experience points, and always have these ready.  Individual spells cost a great deal, and feel more like super powers, but have the advantage of always being there like a good friend.  This option will result in a very reliable, but limited Mage with few spells of lower power.





The other option is to buy a power pool called a spell pool.  The spell pool costs a great deal, but the spells within it cost nothing but time and money to learn.  This results in a very flexible Mage who knows lots of spells, but who won’t always have the best spell on hand at a given time.





A Mage may have a mix of both of these, spells that he knows all the time, and spells he must choose between.  This is very expensive, and very powerful.  Such a Mage is a force to be reckoned with.  





Spell Pools 


The best way to follow the above guidelines is a Spell Pool system.  Magic spellcasters have a limited amount of spells available to them in tomes, scrolls, and other sources.  These spells are all known, and can be cast by the mage. However, not all of these are ready for use at any one time.  The spell caster has a pool of power, available points for spells that are ready for casting.  This is based on a Variable Power Pool with a slew of modifiers on it to define the magical nature. 





�
Spell Pools are simply a power pool with these limitations:


	-1/2 All spells require spell roll


	-1/2 Spells only


	-1/2 new spells only attained between adventures and with time and money.  	   


	


Incidentally, this works out to costing 1 point extra for each 5 points in the pool, for easy math.





EXAMPLE: Merlin has a pool of 50 points.  This pool has a control cost of   10 points (50/2 = 25, 25 at  �1 1/2), with a total cost of 60 points.  





All spells in the pool must have these limitations:


	-1/2  Magic roll


	-1/4  Variable, spell is maximum 10 Active Points +10 per point the magic roll is 


	        made by.


	-1/4  Spells may be noticed when cast with a Magic Roll as a perception roll; also 	        each spell.  All spells must cost END.





This results in a total -1 limitation that all spells must take.  This is listed in the individual spells as the Bonus, shorthand for these limitations.  This limitation is used for all spells bought, whether those learned with the Spell Pool, or those bought separately.





These limitations mean that the caster has definite limits to what he can achieve, but great flexibility.  All spells have a skill roll to cast, the Magic Skill, based on INT.  This roll is �1 per 10 active points the spell has.  The caster can only keep one spell running consecutively per five INT he has, and each spell past the first is a �1 to the magic roll.  All spells cost END to cast, and all use at least one LTE each cast.





EXAMPLE: Merlin has an INT of 23, which gives him a base magic roll of 14-.  At this point, he can keep 5 spells running at the same time, each making the next more difficult to cast.





Changing Spells


Changing the spells available in your pool takes two minutes per real point in the spell to be readied.  The caster can place as many real points in spells as he has points in his pool (Merlin above could put 50 real points of spells in his pool).  The exact arrangement is up to the player, and need not be the total points.  As long as there are not more Real Points of spells than the pool has total points, and area spells the caster actually knows, the pool can be filled in any way desired.





Forgetting Spells


If the Mage spends more than five hours asleep or unconscious, the spells in the pool are not fresh enough to use, and must be refilled.  There are items and herbs that might be encountered that can prevent this loss of information.


         


Encumbrance


Cold Iron does not normally affect magic by it's mere presence. It is true that certain spells might be affected by cold iron, but in general magic is unaffected.  However, the weight of iron, and everything else the Mage carries does.  Spellcasters don't wear plate mail and carry lots of weapons for the simple reason that magic often requires delicate control and complete freedom of movement.  The DEX roll/DCV modifier of armor worn is also the subtraction to the Magic Skill.  Any PER subtraction due to a helm is also applied as a Magic Skill modifier.





�
Endurance 


All spells cost endurance to cast.  Base powers that do not normally cost Endurance to cast get the �1/2 limitation on them 'Costs END'.  This END cost may be halved, but never bought to no END cost.  In addition to the END cost, all spells are draining on the caster, and one Long Term Endurance must be paid per spell cast, minimum.  This is true whether the END used came out of an item or not.  Spellcasting takes a lot out of a person, even if the raw power is from another source.





A special rule for Fantasy Hero is that all spells are assumed to have the advantage "Can use natural or END Reserve Endurance" given in the description for the power Endurance Reserve.  This costs nothing extra, it is assumed for the sake of magic items and certain spells.  It is part of the special effect for magic, and is free in this system.





Advanced Spellcasting Information


The information beyond this point is more complex, and describes the more advanced limitations that magic suffers.  Those who only wish to have characters with simple magic should not feel it necessary to read the rest, as the GM will answer any questions and point out what you need to know.  The next bunch of information contains a lot of ‘gamespeak’ for lack of a better term, and rules.





Maximum Power Levels


There is a power level of spells that the Mage cannot safely exceed.  Normally with power pools, the power level of spells within it is active points equal to the pool’s points.  In Fantasy Hero this can be exceeded… at a price.  This maximum active point cost is called the MAX for a mage, and represents the limits of his training and skill.





EXAMPLE: Merlin has a Spell Pool of 50 points, and thus can cast any spell with up to 50 active points in it.  This means that Merlin has  MAX of 50; he may attempt to cast spells with more power than this only with great risk.





Should the spellcaster try to cast a spell that is over the MAX he can handle, the magic roll subtraction for that spell is doubled.  If the roll is failed, the spell's power overwhelms him, and explodes for 1D6 per 5  points over MAX in damage to the caster, no defenses, full damage (including BOD).  The backfire is applied to general body, rather than any one area.  This is in addition to any side effects that the spell may have. While it may be useful to overextend your training and power, there is a very real danger.





EXAMPLE: Merlin tries to cast Earthquake, a 120 point monstrosity.  Since his MAX is 50, and Earthquake costs 120 Magic Points, the magic roll of -12 is doubled to -24!  Not surprisingly, Merlin fails his magic roll, even after taking extra time.  The mana backfires out of Merlin's control, and he is hit with an NND full damage attack.  For this spell, the damage is 14D6 (120-50 = 70; 70/5 = 14).   This will tend to utterly destroy most mages (since it will do more BOD than they have in one attack, and impair their entire body at once).  Merlin is horribly damaged,  he took an average of  49 STN and 14 BOD.





�
Magic Skill


The spell roll is the measure of training and discipline that the caster has for spells.  How well this is made by defines the power level that is achieved, and represents the caster's concentration.  The spell roll is based on INT, with a base of (INT/5)+9.  Without this skill, no spellcasting is possible.





The most a Magic Skill roll can start at is based on the Spell Pool a character has.  The pool represents the most skill that he has achieved, and the spell roll reflects this.  The roll is a maximum of 11 plus the character's MAX/10, or the INT-based roll, whichever is higher.  This may seem high, but the powerful spells are difficult to cast, with larger roll  subtractions.  Should the caster's INT roll be higher than his MAX will allow, then it is used instead.  This will likely only be true for the beginning mages, as power level will outstrip INT roll in the more mighty spellcasters.  This roll maximum can be exceeded by experience spent. 





EXAMPLE: Merlin has an INT of 23, which gives him a base magic roll of 14-.  His maximum starting roll, however, is 16� (from Merlin's MAX /10 [5] + 11), which he understandably buys.





The Magic Skill is one skill that will generally exceed the campaign limits for skill rolls, simply because of the following information.  Each ten active points of a spell is a minus one to the caster's magic skill roll.  In addition, each spell run consecutively is an additional minus one to the roll.  Other modifiers include �1 for a half move, and various ones applied due to distractions and external problems.  





Certain areas are mana poor or rich, and will modify this roll as well.  If the spellcaster takes damage, or is hit, the magic roll must be rerolled at �1 per 2 BOD total the attack did, before defenses.  Note that if the Active Cost of a spell is 5 or less, there is no subtraction to the roll.  If the Mage takes BOD damage at all, the spell fails, and any side effects are applied.





Critical Failure


Occasionally, the caster is going to roll very poorly, such as an 18.  The nature of magic makes it so that a failed roll is usually dangerous, although only in some cases harmful.  The likelihood of an otherwise innocuous spell exploding in the face of a caster is low, but possible.  For each point the roll is failed by, there is a chance the spell will blow up.  the roll is one per point failed by, plus two for a natural 18.  If this chance goes off, the caster takes one D6 damage per point the roll was made by.  As you can guess, this is rare.


         


EXAMPLE: Merlin tries to cast Dream Sight so he can travel about in spirit form and look around an area.  He fails the roll, unfortunately, missing the roll by 6; he must have sneezed in the incantation.  The GM rolls to see if the spell has a critical failure, and rolls 5, under the 6 Merlin failed by.  Merlin takes 6D6 of energy damage as the mana is released in a cascade of power on Merlin.


              


The damage will be spectacular, but minor, and will never occur if the spell has a side effect (since the spell already blew up if a side effect goes off).  Nobody said spellcasting was safe.





�
Multiple Spellcasters


Spellcasters can work in concert, casting a spell together.  In this manner, they can work spells as a group more powerful than is individually safe.  Each spellcaster after the most powerful adds half their MAX to the group rounding up.  Each additional spellcaster also adds one to the magic roll of the most powerful Mage as well.  All must make the magic roll, and if the spell fails, all pay the price.  





EXAMPLE: Merlin and his four 30 point pool buddies want to cast Dream Magic together for Merlin.  Dream Magic has an active cost of 75, well beyond all their MAX separately, but together, Merlin's pals all add their MAX of 30 to his MAX of 50, for a grand total of 130, which can cast this spell comfortably.  Each buddy has a Magic Roll of 14�, plus four from the group (for a total Magic Roll of 18-).  Dream Magic has a Magic Roll subtraction of -7. Thus Merlin's ends up at 9-, and his buddies at 7�.  Not surprisingly, they fail.





Everyone pays some END and LTE, Merlin takes 2D6 full damage NND, and his hapless buddies take 4D6 NND; 1D6 for each -1 over the MAX of each mage. His buddies may not be buddies anymore.  In fact, they may be in the hospital.





It can be beneficial to combine to cast spell, but not to fail in doing so.  Still, like any risk, the benefits grow to meet the danger.  The Endurance cost is evenly distributed among the casters, with excess going to the most powerful.





Special Effects


All of magic is assumed to have a single special effect, "Magic." This is applicable for such effects as Dispel and Suppress, which can target a special effect for a +1/4 advantage.  Within this special effect are sub effects, such as a flame attack or flying upon gusts of wind.  These sub effects function the same as standard special effects as defined in the Hero rules.  Magic should be considered to be a "super effect."





�
THE SPELL BOOK





There are over 500 spell and over 125 Rituals given in this book, of which only about 200 total are duplications or variations of spells.  The book is laid out in a format to make finding and reading the spells easy and quick, and many indices are included for the spells.  Players are encouraged to look this over at least briefly.





Spell Descriptions


Each spell has a standard format, similar to the one used in the Fantasy Hero sourcebook, with minor variations for better and clearer information.  The spell name begins the description, with the Active and Real cost of the spell at the far end of that line.  Following this is a short description of the spell and how it appears and is used in the game.  Next is a block of game information, primarily for the GM to keep track of the magic.  It is in this format:





POWERS: (the base power or powers are listed here)


      MODIFIERS: (all advantages are listed first, then all limitations after a semicolon.             


      It should be noted here that all spells have the base limitations for the pool (the 


      Bonus) in the limitations, this is described below.  At the end, in brackets is the total 


      of all advantages and limitations)


      CASTING TIME: (time to cast the spell)  END: (END cost, see below)  ROLL: (the   


      modifier to the magic skill roll to cast this spell)


	BASE COST: n  ACTIVE COST: n REAL COST: n RANGE: (usually range in meters)





For Example; 





ANALYZE MAGIC	Active 8  	Real 1


This spell is a standard , one always taught to apprentices.  The magic is very complex, and requires time and special equipment.  The spell will analyze a given object and tell of the properties.  The accuracy of this analysis depends on the intellect and skill of the mage.


	POWERS: Detect (magic), Discriminatory


		MODIFIERS: Bonus (�1), OAF complex lab equipment, expensive, immobile, and fragile (�1 1/2), 			Extra Time five minutes (�1), Gestures (-1/4), Concentrate 1/2 DCV (�1/4) [�4]


		CASTING TIME: five minutes  END COST: 1  ROLL: �1


	BASE COST: 8   ACTIVE COST: 8    REAL COST: 1   RANGE: ��





Endurance Cost


Endurance cost is listed in several ways in this book.  The standard method in the spell is simply a number.  This is the END required to cast,  and if possible, maintain the spell in question.  





If the END cost is listed in parentheses (n), this is a spell that has the advantage END for casting only or a similar limitation, and the Endurance that must be spend is only spent when cast or if the power level is varied.  





The last method used is to place the END cost in different brackets <n>, which is rarely used.  This shows a cost of some characteristic other than END that must be spent to cast, and if possible, maintain the spell in question. Generally, this is reserved for Necromantic spells, which use life force rather than effort of the mage.





Expertise Limitation


None of the spells listed for Mages have the Expertise limitation on them.  The Expertise Limitation is used to represent that some spells cannot be learned without being advanced in the college or style that such a power is available in.  Since no college nor organized magic teaching is used in this campaign, the limitation does not make sense.  In addition, with a power pool system, it is doubly unnecessary, since the very nature of the pool limits powerful spells to the most advanced and skillful.


THE MAGIC SPELLS





What follows is a list of spells under several dozen different headings.  There is some duplication, under different names, and some of the spells use the same templates (particularly damage or detection spells) and are defined differently for the same power base.  For example, both the Air Magic section and the Illusory Magic section have a spell that gives +1 DCV.  In the Air spell this is called Airshift, in the Illusion spell it is called Blur.  Both are the same spell, but have slightly different descriptions and name.


Similarly, the Air Magic has several spells such as Warm Air and Pure Air that are simply variations of  one Change Environment power with different effects.





These spells are listed by groups, each group of spells in alphabetical order.  For ease of reference, there are a great many indices in various formats before the spells.  Each Index gives the name, costs, type, and the group of magic the spells in question came from.  Each is listed in alphabetical order within it’s framework (so the Spells by Active Cost list is in alphabetical order by Active Cost).





SPELL SUMMARY


�The Spell Summary below gives the list of what spells are in each group and what basic type each is.  The lists are in alphabetical order, with the active cost and real cost listed for ease of purchase.  The spell types are given with a three-letter abbreviation, which is defined below.





ATT: Attack	DEF: Defensive	ENH: Enhancement	ENV: Environmental	


INF: Informative	MED: Medical	MOV: Movement	SUM: Summoning





AIR MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Airshift	 5	 1	DEF	Sense Life	 6	 1	INF


Airy Blessing	12	 2	ENH	Soar	16	 4	MOV


Airy Warding	 4	 1	DEF	Steal Breath	19	 5	ATT


Call Air Elemental	73	10	SUM	Tornado	277	31	ATT


Call Travel Spirit	35	 6	SUM	Vacuum	29	 7	ATT


Cool Air	 6	 1	ENV	Vacuum Pocket	31	 8	ATT


Conveyance	125	 18	MOV	Vaporous Bridge	10	 2	MOV


Farboost	 16	 3	ENH	Warm Air	 6	 1	ENV


Fog Cloud	 13	 3	ENV	Weatherwill	50	 6	ENV


Forceful Winds	 6	 1	ATT	Whirlwind Wall	15	 4	DEF


Fresh Air	 6	 1	ENH	Whisperwalk	20	 4	ENH


Gale	60	10	ATT	Wind Lift	12	 3	MOV


Guardian Winds	40	 7	DEF	Wind Surge	23	 3	ATT


Leaf Fall	 3	 1	ENH	Wind Ward	15	 3	DEF


Lightning Bolt	19	 4	ATT	Wind Whisper	55	 7	INF


Obscuring Fog	20	 4	ENV	Windfoot	12	 3	MOV


Pure Air	 6	 1	ENV	Windform	40	 8	ENH


Resist Cold	30	 5	ATT 	Windwill	22	 5	ATT





�
CASTLE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Alarm	20	 3	ENV	Insomnia	 5	 1	ENH


Ammunition	17	 3	ENV	Know Language	20	 5	INF	


Analyze Magic	 8	 2	INF	Landbless	37	10	ENV


Arrow Ward	15	 3	DEF	Last Image	50	 7	INF	


Assay	 8	 1	INF	Lesser Cure	12	 2	MED


Audience	25	 4	ENV	Longears	25	 5	ENH


Balm	22	 4	MED	Mending	 9	 2	ENV


Calculate	 8	 2	INF	Minor Creation	25	 5	ENV


Call Guardian Spirit	35	 6	SUM	Privacy	30	 5	ENV


Castleward	60	 8	DEF	Purify	15	 3	ENV


Conveyance	125	18	MOV	Relimb	15	 2	MED


Deadspeak	45	 6	INF	Scryfoil	67	 8	ENV


Detect Magic	 3	 1	INF	Slow Toxin	10	 2	MED


Diagnose	14	 3	INF	Stonesculpt	22	 4	ENV


Dream Message	52	 6	INF	Sustenance	 5	 3	ENH


Encode	10	 2	ENV	Textlore	28	 5	INF


Enflame	 5	 2	ENV	Toxinfind	 5	 1	INF


Erasure	15	 3	ENV	Truthsense	15	 4	INF


Ethertrack	12	 3	INF	Unlock	19	 4	ENV


Farspeak	60	10	INF	Unspell	22	 3	ENV


Greater Cure	30	 5	MED





COMMERCE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Analyze Magic	 8	 2	INF	Light	 8	 1	ENV


Assay	 8	 2	INF	Magebond	22	 3	ENV


Bearings	 8	 2	INF	Mending	 9	 2	ENV


Calculate	 8	 2	INF	Privacy	30	 5	ENV


Detect Magic	 3	 1	INF	Probe	10	 1	ENV


Encode	10	 2	ENV	Safeward	22	 3	ENV


Erasure	15	 3	ENV	Toxinfind	 5	 1	INF


Flee	 6	 1	ENH	





�
DARK MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Animate Skeleton	29	 4	SUM	Major Sacrifice	75	 6	ENH


Animate Zombie	31	 4	SUM	Necromantic Healing	45	 6	MED


Black Vapors	37	 7	ATT	Necromantic Resurrection	67	 8	MED


Binding the Dead	75	 7	ATT	Nightmare	45	 8	ATT


Bonehorde	69	 8	SUM	Phantasm	30	 7	ATT


Bonewall	50	10	DEF	Rotting Eyes	55	 6	INF


Call Disease Spirit	35	 6	SUM	Second Life	150	13	DEF


Call Trouble Spirit	35	 6	SUM	Shadow of Evil	30	 7	ENV


Deadspeak	45	 6	INF	Smothering Darkness	45	10	ATT


Dread Destiny	225	22	ENH	Soul Leech	60	 8	ATT


Dreadful Twilight	29	 3	ENV	Soulrend	54	 8	ATT


Essence Transfer	60	 7	ATT	Touch of Decay	50	10	ATT


Foul Bonding	175	18	DEF	Wind of Decay	75	10	ATT


Gloom	15	 4	ENV	Withering Palm	40	 7	ATT


Hellfire	45	 8	ATT	Wraithtouch	30	 6	ATT


Lesser Sacrifice	60	 6	ENH	





DEMONOLOGY


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Binding	120	14	ATT	Hellwrath	30	 6	ATT


Blender	24	 5	SUM	Injunction	67	 8	ATT


Demon Fire	30	 7	ATT	Lesser Pentagram	40	 6	ATT


Demon Wings	16	 3	ENH	Mystic Tutor	16	 3	INF


Demonhand	25	 5	ATT	Nightmare	45	 8	ATT


Enslave	22	 3	ATT	Petition of Contact	64	 9	INF


Exorcise	50	 5	ATT	Petition of Sight	80	 9	INF


Fire Blessing	30	 5	DEF	Petition of Major Summoning	80	11	SUM


Foul Tentacles	45	 9	ATT	Petition of Minor Summoning	57	 8	SUM


Gremlin	38	 6	ENV	Petition of Warding	25	 5	DEF


Greater Pentagram	112	15	ATT	Plague of Locusts	60	12	ATT


Hands of the Damned	27	 7	ATT	Possession	45	 8	ATT


Hellfire	45	 8	ATT	Summon Imp	25	 5	ENV


Hellstorm	110	20	ATT	Supreme Petition	240	25	SUM





�
EARTH MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Animate Statue	60	10	ATT	Magnetic Storm	90	14	ATT


Battering Ram	30	 5	ATT	Medusa Touch	105	20	ATT


Burrow	29	 5	ENV	Mud Trap	27	 7	ATT


Call Earth Elemental	68	 9	SUM	Passage	 6	 1	MOV


Castleward	60	 8	DEF	Pathlore	 8	 2	INF


Conjured Sword	35	 6	ATT	Portal	31	 5	MOV


Cornucopia	22	 5	ENV	Rusted Armor	31	 6	ATT


Crushing Burden	30	 7	ATT	Shardstorm	35	 8	ATT


Earthbind	30	 6	ATT	Stonemerge	50	 5	ENH


Earthlore	40	 6	INF	Stonesculpt	22	 4	ENV


Earthquake	120	10	ATT	Stoneskin	12	 2	DEF


Enchant Armor	 9	 2	DEF	Stonesliver	25	 5	ATT


Fling Boulder	26	 4	ATT	Stonestorm	42	 8	ATT


Heat Metal	25	 4	ATT	Stonewall	75	17	DEF


Know Earth	12	 2	INF	Stonewarp	15	 3	ENV


Landbless	37	10	ENV	Tracklore	21	 4	INF


Magnetic Shield	10	 2	DEF	Weaponbane	60	 9	ATT





FAERIE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Bearform	33	 5	ENH	Gust	30	 6	ATT Beastform	20	 5	ENH	Hawkform	 8	 2	ENH


Blessing of Agility	30	 7	ENH	Ignite	10	 2	ENV


Blessing of Healing	15	 3	MED	Illusion	27	 5	ENV


Blessing of Luck	30	 7	ENH	Light	 8	 1	ENV


Blessing of Strength	30	 7	ENH	Lionform	35	 6	ENH


Blessing of Swiftness	30	 6	ENH	Longfist	 4	 1	ATT


Cloak	40	 8	ENH	Marker	 7	 1	ENV


Cloud Ladder	10	 2	MOV	Mind Bond	56	 8	ATT


Crushing Burden	30	 7	ATT	Mirage	10	 2	ENV


Curse of Bad Luck	40	 7	ATT	Mist	11	 3	ENV


Curse of Feysize	25	 4	ATT	Mud Trap	27	 7	ATT


Curse of Ugliness	50	 9	ATT	Passage	 6	 1	MOV


Curse of Unrequited Love	75	12	ATT	Probe	10	 1	ENV


Dazzle	10	 2	ATT	Pulse	10	 2	ATT


Diagnose	14	 3	MED	Rain	 6	 1	ENV


Dream Message	52	 6	INF	Scrying Pool	20	 3	INF


Drop	19	 2	ATT	Sleep	87	 9	ATT


Encode	10	 2	ENV	Slow Time	30	 8	ATT


Enfeeble	30	 6	ATT	Spiderwalk	10	 1	ENH


Enflame	 5	 1	ENV	Summer	 6	 1	ENV


Erasure	15	 3	ENV	Thoughtlink	19	 3	ENH


Faerie Dart	27	 6	ATT	Time Shift	40	 8	ENH


Feyform	20	 5	ENH	Trip	 7	 1	ATT


Fishform	 7	 1	ENH	Vines	30	 6	ATT


Flee	 6	 1	ENH	Visiblility	30	 4	ENV


Fling	23	 3	ATT	Wardrobe	10	 2	ENV


Giantform	30	 6	ENH	Withering Palm	40	 7	ATT


Greater Illusion	44	 9	ENV





�
FIRE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Call Fire Elemental	54	 7	SUM	Heat Metal	25	 4	ATT


Enflame	 5	 1	ENV	Heat Vision	 6	 1	ENH


Extinguish	39	 6	ENV	Hellfire	45	 8	ATT


Fire Bolt	20	 4	ATT	Ignite	10	 2	ENV


Fireball	60	11	ATT	Immolate	30	 5	ATT


Fireburst	22	 4	ATT	Light	 8	 1	ENV


Firestorm	100	17	ATT	Meteor Storm	135	17	ATT


Flame Aura	 6	 1	ATT	Reforge	25	 4	ATT


Flame Jet	25	 5	ATT	Resist Fire	30	 5	DEF


Flameshield	27	 5	DEF	Ride Thermals	 7	 2	MOV


Flamewall	55	11	DEF	Smoking Flames	30	 5	ENV


Greater Flame Aura	11	 2	ATT	Warm Air	 6	 1	ENV





ICE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Blizzard	110	18	ATT	Icestorm	100	17	ATT


Coldshear	30	 5	ATT	Icicle	25	 5	ATT


Cool Air	 6	 1	ENV	Icy Bonds	30	 6	ATT


Deep Freeze	22	 5	ATT	Resist Cold	30	 5	DEF


Freezing Touch	30	 5	ENV	Rimebolt	20	 4	ATT


Hailstorm	37	 8	ATT	Rimeburst	22	 4	ATT


Iceburst	60	11	ATT	





ILLUSION MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Alarm	20	 3	ENV	Light	 8	 1	ENV


Blur	 5	 1	DEF	Marker	 7	 1	ENV


Cloud Emotions	35	 8	DEF	Masque	16	 3	ENH


Dazzle	10	 2	ATT	Mirage	10	 2	ENV


Dispel Illusion	37	 6	ENV	Nightmare	75	 8	ATT


Dream Message	52	 6	INF	Phantasm	30	 7	ATT


Dream Sight	44	 5	INF	Phantom Armor	37	 5	DEF


Dream Walk	70	 7	INF	Sense Illusion	12	 3	INF


Encode	10	 2	ENV	Stealthlight	 9	 2	ENV


Farspeak	60	10	INF	Unlight	17	 4	ENV


Friendship	30	 6	ATT	Visibility	30	 4	ENV


Greater Illusion	44	 9	ENV	Walk Unheard	25	 4	ENH


Greater Phantasm	69	10	ATT	Walk Unseen	20	 4	ENH


Illusion	27	 5	ENV	





�
NATURE MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Animal Speech	20	 4	ENH	Friend of the Land	37	 5	ATT


Bearclaws	30	 6	ATT	Gust	30	 6	ATT


Bearform	33	 5	ENH	Lesser Cure	12	 2	MED


Beastform	20	 5	ENH	Mud Trap	27	 7	ATT


Bisonform	22	 4	ENH	Pathlore	 8	 2	INF


Call Cougar	35	 6	SUM	Purify	15	 3	ENV


Call Grizzly	33	 5	SUM	Rain	 6	 1	ENV


Call of the Land	37	 7	SUM	Reflecting Pool	20	 3	INF


Cool Air	 6	 1	ENV	Stonemerge	40	 5	ENH


Cornucopia	22	 5	ENV	Summer	 6	 1	ENV


Cougarform	35	 6	ENH	Thornwall	45	 9	DEF


Create Food	15	 3	ENV 	Treedoor	35	 5	MOV


Eagleform	 6	 1	ENH	Tracklore	21	 4	INF


Eagle’s Wings	16	 3	ENH	Untrack	25	 5	ENV


Fishform	 7	 1	ENH	Wolfform	18	 3	ENH


Fog Cloud	13	 3	ENV	Woodwarp	15	 3	ENV





SHAMANISM


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Angry Fire Spirit	42	 6	ATT	Life Totem	12	 2	ENH


Animate Zombie	29	 4	SUM	Lesser Cure	12	 2	MED


Bad Corpse Dust	63	 7	ATT	Lightflash	10	 2	ATT


Balm	22	 4	MED	Lore of Antiquities	 8	 2	INF


Blessing	27	 5	ENH	Mind Bond	56	 8	ATT


Call Disease Spirit	34	 6	SUM	Mindbolt	20	 4	ATT


Call Guardian Spirit	35 	 6	SUM	Mindseek	44	 7	INF


Call Healing Spirit	35	 6	SUM	Mirage	10	 2	ENV


Call Information Spirit	35	 6	SUM	Nightmare	75	 8	ATT


Call Trouble Spirit	35	 6	SUM	Owl Eye Totem	 6	 1	ENH


Cloud Ladder	10	 2	MOV	Oxen Strength Totem	10	 1	ENH


Cornucopia	22	 5	ENV	Purify	15	 3	ENV


Deadspeak	45	 6	INF	Ram Head Totem	 6	 2	ATT


Diagnose	14	 3	INF	Remove Magic	22	 3	ENV


Dragon Totem	35	 5	ENH	Reveal Poison	10	 2	INF


Dream Message	52	 6	INF	Scaly Totem	 7	 1	ENH


Dream Sight	44	 5	INF	Scrying Pool	20	 3	INF


Dream Walk	70	 7	ENH	Slow Toxin	10	 2	MED


Dying Curse	120	14	ATT	Snake Bite Totem	27	 6	ATT


Eagle Claw Totem	12	 2	ENH	Soulguard	25	 5	ENH


Eagle Wing Totem	16	 3	ENH	Speak With Animals	20	 4	ENH


Enslave	22	 3	ATT	Spirit Banishing	50	 5	ATT


Evil Eye	40	 7	ATT	Spirit Guide’s Warning	12 	 2	INF


Feyform	20	 5	ENH	Spirit’s Warding	 5	 1	DEF


Fireburst	22	 4	ATT	Strangle	27	 7	ATT


Flameleap	 5	 1	ENV	Story Smoke	15	 2	ENV


Fog Cloud	13	 3	ENV	Tattoo	22	 4	ENH


Hiding From the Spirits	30	 4	ENV	Truthsense	15	 4	INF 


Ignite	10	 2	ENV	Village Ward	95	12	ENV


Immolate	30	 6	ATT	War Paint	17	 3	ENH





�
SUMMONER MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Call Air Elemental	73	10	SUM	Grand Injunction	120	14	ATT


Call Disease Spirit	35	 6	SUM	Greater Binding	140	20	ATT


Call Earth Elemental	68	 9	SUM	Injunction	67	 8	ATT


Call Fire Elemental	54	 7	SUM	Light	 8	 1	ENV


Call Guardian Spirit	35	 6	SUM	Ritual of Retrieval	150	22	MOV


Call Healing Spirit	35	 6	SUM	Spell of Binding	40	 8	ATT


Call Information Spirit	35	 6	SUM	Summon Elemental	91	12	SUM


Call Travel Spirit	35	 6	SUM	Summon Fires of Hades	25	 5	ATT


Call Trouble Spirit	35	 6	SUM	Summon Gremlin	38	 6	ENV


Call Water Elemental	66	 9	SUM	Summon Hellswarm	50	11	ATT


Ethertrack	20	 3	INF	Summon Imp of Knowlege	24	 4	INF


Exorcism	50	 5	ATT	The Great Calling	120	15	SUM





THAUMATURGY


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Analyze Magic	 8	 2	INF	Mindbolt	20	 4	ATT


Audience	25	 4	ENV	Pageward	22	 3	ATT


Closet	22	 3	ENV	Result	16	 3	INF


Contingency	25	 5	ENH	Second Sight	 5	 1	ENH


Detect Magic	 3	 1	INF	Scan	15	 3	INF


Dream Magic	75	10	ENH	Scryfoil	67	 8	ENV


Erasure	15	 3	ENV	Seek	13	 3	INF


Escape	80	10	MOV	Sense	 6	 1	INF


Extension	31	 6	ENH	Slipspace	20	 5	MOV


Find	12	 3	INF	Spellshield	21	 4	DEF


Hang Spell	12	 2	ENH	Spellsight	 5	 1	ENH


Insomnia	 5	 1	ENH	Spellward	45	 4	DEF


Locate	25	 5	INF	Silence	25	 5	ATT


Longseek	22	 4	INF	Spellscope	12	 3	ENH


Look	 4	 1	INF	Spellwall	44	 7	DEF


Magebond	20	 4	ENV	Sustenance	 5	 1	ENH


Magelock	30	 5	ENV	Textlore	28	 5	INF


Magepool	25	 4	INF	Trap	25	 5	ENH


Magestaff	10	 1	ENH	Truesight	33	 6	ENH


Magicbane	52	 6	ENV	Unburden	22	 4	ENH


Magicfind	13	 2	INF	Unlock	19	 4	ENV


Memory	13	 2	ENH	Withdraw	30	 4	MOV





�
WAR MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Ammunition	17	 3	ENV	Giant Strength	30	 6	ENH


Armor	32	 8	DEF	Haste	34	 5	ENH


Arrow Ward	15	 3	DEF	Ironfist	 6	 2	ENH


Battering Ram	30	 5	ENV	Ironskin	15	 3	DEF


Battle Augury	29	 5	INF	Leatherskin	 4	 1	DEF


Bless Armor	12	 4	DEF	Lighting Bolt	19	 4	ATT


Blur	 5	 1	DEF	Longfist	 4	 1	ATT


Bowbless	19	 4	ENH	Phantom Armor	37	 5	DEF


Burning Sky	35	 5	ENV	Seeker	19	 3	ENH


Cauterize	 5	 1	MED	Shackle	30	 6	ATT


Charm Arrow	30	 5	ENH	Stoneskin	12	 2	DEF


Conjured Sword	25	 5	ATT	Storm of Battle	67	 9	ATT


Dazzle	10	 2	ATT	Summon Mercenary	30	 5	SUM


Deathbolt	25	 5	ATT	Unarmor	31	 6	ATT


Enchant Armor	 9	 2	DEF	Venom	37	 7	ENH


Enchant Weapon	20	 3	ENH	Vorpal Blade	15	 3	ENH


Farboost	16    	 3	ENH	Watchspell	20	 5	ENH


Fireball	60	11	ATT	Weaponbane	60	 9	ENV


Ghostblade	19	 3	ENH	Weaponbless	 6	 1	ENH


Giantform	30	 6	ENH	Whammy	 7	 1	ENH


Giant’s Blessing	42	 7	ENH	Wrath	 8	 1	ENH





WATER MAGIC


                                          ACTIVE   REAL   SPELL                                                    ACTIVE  REAL   SPELL


SPELL NAME                     COST     COST   TYPE	SPELL NAME                     COST     COST   TYPE


Call Water Elemental	66	 9	SUM	Purify Water	15	 3	ENV


Cool Water	 6	 1	ENV	Scrying Pool	20	 3	INF


Create Water	10	 2	ENV	Steam Cloud	22	 5	ATT


Dehydrate	35	 8	ATT	Still Waters	70	 9	ENV


Dowsing	 8	 2	INF	Tsunami	281	29	ATT


Drown	28	 6	ATT	Wall of Water	50	 9	DEF


Fishform	 7	 1	ENH	Waterfist	30	 5	ATT


Heat Water	 6	 1	ENV	Waterspout	150	25	ATT


Mist Form	40	 8	ENH	Waterwalk	12	 3	MOV





�
PRIESTS


There is one God, universally recognized, since He keeps showing up and doing things.  However, there are many temples, each one for an aspect of God.  If God is annoyed, He’s remarkably patient at this point.  (Incidentally, this is not the Christian God Jehovah, just a powerful guy named God).





The Differences Between Mages and Priests


Mages manipulate a power source called mana, and this power is separate from any person or sentience.  It is a force of nature, indifferent and mindless.  Mana can be depleted, or can be very dense in a given area.  Priests have power at their command, but this power is not a mindless, indifferent force, it is power granted them by God.  As such, it is effectively limitless, but is subject to God’s whims.  A priest learns rituals and prayers that God will reward normally, rather than spells that tap into and manipulate mana.  





These rituals will vary from temple to temple, but within the aspects of God are consistent.  The Purity temple will teach such rituals as will clean and heal, while the Harvest temples will teach prayers of burial and consecration.  It is a very real thing to say that the words of a priest hold power, but not their own power.





Priests may learn magic as Mages do, but if so, must either purchase a separate Spell Pool and learn spells with it, or buy individual spells with experience.  If this is done, but priest have Magic Points like a mage; all characters have magic points, most simply have no use for them.  Like Mages who mix types of  spells, this results in a very powerful fellow, and is very, very rare.





The Power Pool


Like most Mages, Priests buy a power pool, but it has significance that mages do not have.  Occasionally, without any predictable pattern, God will manifest his power directly through the priest, using the pool as his own personal cosmic power pool.  This can make the pool much more powerful, but also takes it out of the priest’s control.  In addition, Priests do not have magic points they must spend for their pool, this is for magic only.





This pool has some slight differences in the cost and limitations from the Spell Pool.





The Power Pools have these limitations:


	-1/2 	All spells require skill roll


	-1/2 	Rituals only


	-1/2 	New rituals only attained between adventures and with either time and study, or 		divine intervention.


	-1/2 	Controlled by God, may be removed, lowered, or usurped


	


Unlike the Spell Pool, this does not result in as easy a formula, and requires some work.  The control cost is divided by three.





EXAMPLE: Theocrat has a pool of 50 points.  This pool has a control cost of  8 points (50/2 = 25, 25 at  �2), with a total cost of 58 points.  





All spells in the pool must have these limitations:


	-1/2  Worship roll


	-1/2	Limited Conscious Control, dependent on God’s whim





This results in a total bonus to each spell of -1, the same as with Mages, but for different reasons.





As can be noted, the Priest has somewhat more reliable power than the Mage.  The power level is not subject to expertise, only God’s whims.  God may refuse to do anything at all, or may change the results to fit his will, or may even (very rarely) grant more power.





Paladins


Paladins are warriors of justice for the Temples, they are the soldiers of God, knights that protect the temples, avenge injustice, and fight evil.  Most Paladins roam the land in search of evil to punish and weak to protect, acting as free knights.  Some stay at the temples and guard them from thieves and fools. 





Paladins have a code of conduct that defines their behavior and actions, a strict one that they must not stray from.  This code is given in the Paladin package in the Player’s Guide.  Should the Paladin stray from this code, there are severe penalties, including loss of all abilities and even death.  Paladins have more limited, yet often more powerful rituals available to them, in addition to powerful abilities that only Paladins learn and can use.  Paladins heal with incredible speed in holy places, and are protected from evil in many ways.





The rituals a Paladin learns are slightly different than those the Priests learn.  The Paladin cannot use any of the rituals he learns on himself, he can only use them to help others.  This results in an additional -1/2 applied to the Power Pool a paladin gets (total -2 1/2), and changes some of the rituals somewhat.  Paladins never learn their own rituals, they are always taught them by the Temples, but can travel between Temples and learn from each.  Paladins do not have a personal life, nor much free will, they are zealous servants of God, and live not for themselves, but to serve.  It takes a special sort to be a Paladin.





�
RITUALS AND POWERS





The Priest is taught the rituals, and does not often get to choose what he learns.  The GM will give a Priest character the rituals learned, and the character can request one in addition.  This is because the GM has a pretty good idea what lies ahead for the character, and thus is granting the rituals that God decided he should have.  The Priest has a lot of power at his disposal that has nothing to do with the powers and rituals.  His Man of God perk means he needs never seek out help or material needs, and his status as a Priest makes him more frightening and effective against evil and undead creatures.  The rituals are more powerful than spells on the whole as well (see Special Effects below).





It should be pointed out here that it is very rare for a Priest to move between temples learning different rituals and crossing aspects.  Being a Priest is a very deeply central life decision, one that defines that person to a great degree.  It is a critical part of the Priest to be at the Temple he is, and it is not likely that he will move to another Temple, even if it does have nifty rituals that you want to learn.  





Priests do not, in general, make up their own rituals.  If this is done, the player must be careful to fit it in with the Temple that Priest is a part of, and that the ritual does not so something that another aspect covers.  It is much harder to get a ritual past the GM than a spell, magic is something that each person learns and works with in their own way, rituals are power directly from God, and are not personalized as such.  This is not to say that the player cannot make their own rituals, simply that it is not common, nor easy.





The Prayer Roll


The Prayer Roll is a skill roll based on INT, similar to the Magic Roll.  This represents the training and skill a Priest has with the rituals he uses.  Unlike a Mage, the Priest does not need to generate nor maintain the power that he manifests.  The rituals are from God, and as such do not suffer from some of the same limitations.  





Any amount of rituals may be maintained simultaneously with no roll modifiers, provided the Priest can maintain the END for them.  





No amount of encumbrance will affect the Prayer Roll, although sufficient encumbrance may make gestures impossible.  





However, the proximity of certain powerful evil creatures, items, and places may modify the Prayer roll, as will proximity of powerful good creatures, items, and places.  Damage withstood by the Priest does not affect the roll either, pain does not stop the power from manifesting.  Critical Failure cannot occur for Rituals, they succeed, or do not, and the wrath of God for toying with his power may occur as a Side Effect, but no additional consequences will result.





�
Holy Symbols


Almost every ritual listed requires the Priest’s Holy Symbol.  This item has no power in it’s self, it is simply a symbol. But it represents an aspect of God that must be reckoned with in the terrestrial world.  The Holy Symbol is usually very ornate and well made, often silver or jeweled.  This does not matter, it must only be a properly consecrated item of the proper shape.  The symbols of each temple are briefly described below:





Creation: a circle with a hand inside it, palm up, fingers up.


Harvest: a wreath of wheat


Home: A hearth


Justice: scales


Light: the sun


Nature: a tree


Purity: a dove or tern of purest white


Magic: five pointed star or pentagram


War: a sword across a shield





Multiple Priests


There is no benefit for more than one Priest working on one ritual at a time, although God may rarely, and under special circumstances, manifest more power than the PC’s pool has available normally.  More than one Priest may work on certain ceremonies for effect, but this is not necessary.





Special Effects


These are not magical spells, they do not suffer from spells that affect ‘all magic spells’.  The rituals of a temple are Holy Rituals, and are another special effect entirely.  Few things actually affect Holiness as a special effect, but many are affected by this (undead, demons, etc).  As such, the rituals of a Priest are more powerful than spells in a certain sense, as they are less vulnerable.  This represents that God is the top dog, and few things (other than an actual demon lord) can stand in the way of his representatives and their power.





Side Effects


Most of the rituals that Priests learn have severe side effects.  This is because their power is not to be used lightly, nor does the Lord take calling upon his name lightly.  As such, he will punish the fool and the incompetent, with a surge of holy power that cannot be defended from (the NND will be against a defense that the Priest does not have).  This is one of the prices the Priest can pay for a great deal of power and respect.  The Damage is ‘full damage,‘ which means that the Priest takes both the BOD and the STN 


rolled on the dice without any defenses.





Changing Rituals


Changing the rituals available in your pool takes two minutes per real point in the spell of meditation and reading from holy writings.  The Priest can arrange as many real points in spells as he has points in his pool.  The exact arrangement is up to the player, and need not be equal to the total points available in his pool.  As long as there are not more Real Points of spells than the pool has total points, and area spells the caster actually knows, the pool can be filled in any way desired.





�
SUMMARY BY TEMPLE


These are divided by Temples, and listed in alphabetical order, by real and active cost for ease of referencing power level and cost.  Several rituals are common to all the Temples, as it is the same God that is worshipped, and as such he grants similar powers to all his Priests.





TEMPLE OF CREATION


                                           ACTIVE  REAL  	                                           ACTIVE  REAL


NAME                                 COST     COST  	NAME                                 COST     COST  


Blessing	30	 6	Reveal Danger	23	 4


Bridge	 7	 1	Ritual of Birthing	11	 2


Cornucopia	22	 5	Ritual of Greater Creation	37	 8


Create Water	10	 2	Ritual of Minor Creation	25	 4


Earthsculpt	22	 4	Ritual of Warding	25	 6


Greater Ward	120	14	Shelter	12	 3


Hand of the Sun	22	 4	Stonesculpt	22	 4


Illumination	 8	 2	Travelhut	54	 8


Immolate	30	 5	Uncreate	67	12


Lesser Ward	45	 8	Wardrobe	10	 2


Mending	 9	 2	Wrath of God	75	11


Regrowth	15	 2	Woodsculpt	22	 4





TEMPLE OF JUSTICE


                                          ACTIVE   REAL  	                                          ACTIVE   REAL


NAME                                 COST     COST  	NAME                                 COST     COST  


Arm of God	14	 3	Mark of Shame	35	 6


Bless Weapon	21	 4	Nowhere to Hide	30	 4


Blessing	30	 6	Reveal Danger	23	 4


Fear of Guilt	45	 7	Ritual of Seeking the Mind	42	 7


Final Question	45	 7	Ritual of Warding	25	 6


Fists of Wrath	15	 3	Sense the Truth	15	 3


Futility of Escape	16	 3	Seek the Guilty	25	 5


Hounds of Justice	12	 3	Seeker	19	 3


Interrogate	45	 7	Shackle	30	 6


Last Image	50	 6	Ward of Holiness	26	 4


Lore of the Trail	21	 4	Wrath of God	75	11


Make Holy Symbol	22	 5





TEMPLE OF LIGHT


                                          ACTIVE   REAL                                                      ACTIVE   REAL


NAME                                 COST     COST            NAME                                 COST     COST  


Blessing	30	 6	Holy Light 	48	 7


Blindness	25	 5	Light	11	 2


Cure Blindness	25	 5	Light of Punishment	22	 5


Eyeblight	20	 4	Make Holy Symbol	22	 5


Glare	19	 4	Minor Rit. Of Craft. Light	22	 4


Grant Heatsight	14	 2	Revelation 	27	 5


Grant Nightvision	14	 2	Reveal Danger	22	 4


Grant Truesight	40	 7	Ritual of Warding	25 	 6


Greater Eyeblight	40	 7	Sunlight	10	 2


Greater Rit. Of Craft. Light	39	 8	Truesight	20	 4


Hidden From Sight	35	 7	Wrath of God	75	11





�
TEMPLE OF PURITY


                                          ACTIVE   REAL          	                                          ACTIVE   REAL


NAME                                 COST     COST  	NAME                                 COST     COST  


Balm	22	 4	Minor Ritual of Purification	15	 3


Blessing	30	 6	Protection from Disease	11	 2


Cleanse Air	 6	 1	Protection from Undead	31	 5


Cleanse Item	 7	 1	Remove Possession	54	 7


Cleanse Liquid	 7	 1	Remove Toxin	45	 7


Consecrate	22	 5	Return limb	15	 2


Diagnose	14	 3	Reveal Danger	22	 4


Exorcism	50	 5	Ritual of Restoration	22	 4


Find Toxin	 5	 1	Ritual of Warding	25	 6


Flames of Purification	52	 8	Sense Corruption	19	 5


Greater Cure	30	 5	Slow Toxin	10	 2


Greater Ritual of Purification	75	14	Solace	44	 7


Lesser Cure	12	 2	Wrath of God	75	11


Make Holy Symbol	22	 5	





TEMPLE OF WAR


                                          ACTIVE   REAL  	                                          ACTIVE   REAL


NAME                                 COST     COST  	NAME                                 COST     COST  


Arm of God	14	 3	Retribution	31	 5


Bless Armor	12	 4	Reveal Danger	22	 4


Bless Weapon	21	 4	Ritual of Warding	25	 6


Blessing	30	 6	Smite Mine Enemies	67	 9


Divine Inspiration	29	 5	Strength of the Lord	30	 6


Enchant Armor	15	 3	Unwall	60	 9


Fists of Wrath	15	 3	Vengeance of the Lord	26	 5


Ghostblade	21	 3	Weaponbane	60	 9


Make Holy Symbol	22	 5	Wrath of God	75	11


Protection from Evil	18	 3	Zeal for the Lord	30	 6


Rest for the Valiant	20	 3





RITUALS OF PALADINS


                                          ACTIVE   REAL  	                                          ACTIVE   REAL


NAME                                 COST     COST  	NAME                                 COST     COST  


Bless Armor	12	 4	Light	11	 2	


Bless Weapon	21	 4	Lore of the Trail	21	 4	


Enchant Armor	15	 3	Nowhere to Hide	30	 4	


Fear of Guilt	45	 8	Protection From Disease	11	 2	


Flames of Purification	52	 8	Protection From Evil	18	 3	


Futility of Escape	16	 3	Protection From Undead	31	 5	


Ghostblade	21	 3	Seeker	19	 3	


Lesser Cure	12	 2	Shackle	30	 7	


Lesser Ward	45	 8	Sunlight	10	 2


Zeal for the Lord	30	 6	


