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Activate Gate

Arkana / Rank:  Runes 1, Power 2

Duration: 1d10 + Level

Speed: Long

Range:
Touch


Drain: 9

When cast this spell will allow travel through a magical gate or pattern.  This gate must have been specially prepared and linked to at least one other gate.  These gates are expensive and difficult to create and enchant.  Creating gates and patterns require the Runic Knowledge Arkana, and the enchantment skill.  The caster may choose any of the available linked gates as a destination.  Gates are usually two way portals that also activate the gateway on the other side.  Patterns use a directed form of one way travel only.  The caster must have memorized both the sending and receiving pattern in order to use them.  In both cases travel is normally instantaneous. 


Adhesion

Arkana / Rank:  Physical 1

Duration: Scene


Speed: Normal

Range:
Self or Touch

Drain: 9

Causes the subjects hands to become very sticky and adhesive.  Under the effects of this spell the character gains a bonus of + 10 to their climbing skill and cannot drop a weapon due to a fumble.  The target may choose to drop an item from his hand at will, retaining all other adhered items. 
Quick – This variation of the spell allows the character to have the effect for only the casters’ spell rank in rounds.  The drain for this variant is only 4.


Alarm

Arkana:  Mental 1, Power 1

Duration: 1d10 ÷ 2 hours + Level
Speed: Long

Range:
10’+ 5’ per 2 levels

Drain: 14


This spell will create a loud cacophony whenever anyone enters the range.  The spell will let loose shrieks, bangs, crashes, bells, foghorns, and screams.  The caster can choose the form of the alarm at the time of casting.  This spell cannot create any visual effects, simply auditory.

Normal – This version of the standard spell will remain in effect until the end of the scene.  The drain for this variant is 9.

Long – This version is designed for long term stays at a single locale whether for spell study, healing, or just lots of rest.  The spell counts as a Continual spell upon the area protected and has a drain of 17.


Amiability

Arkana / Rank:  Mental 1
Duration: Scene


Speed: Normal

Range: Self or Touch

Drain: 9

When cast this spell will make everyone a little more friendly with the recipient.  Nothing unusual, just a slightly better reaction than normal.  Hostile encounters may simply become suspicious.  Suspicious encounters would become average, and so on.  Characters that would act in a way that is normally outside of their character may roll Willpower to resist.  There is a +5 bonus to social skills or a Charisma roll, but most of the effect will be in a role-playing arena.

Quick – This variation of the spell lasts for the casters’ spell rank in rounds.  The drain is only 4.

Amnesia

Arkana / Rank:  Mental 3


Duration:  Permanent

Speed: Normal

Range:  Touch


Drain: 23

This spell strips the victim of all of his or her personal memories.  These include memories of family members, friends, enemies, failures, places, and his or her personal history.  Skills can never be taken, but they can be forgotten.  The character will not be able to consciously use any skill that relies upon knowledge, but may roll the skill if asked about the subject.  The source of the knowledge will be completely unknown to the victim.


Victims may roll willpower when the spell is cast.  If the roll fails, the character may roll again after 1 day.  If that roll fails, then the next one may be made after 1 week.  If that fails, then the victim may roll again after 1 month, then 1 year, and then every decade.


Analyze Magic

Arkana / Rank:  Power 2, Mental 2
Duration:  Instant


Speed: Normal

Range:  Touch


Drain: 6

This spell allows the caster to identify the effects, charges, uses, curses, abilities, and other magical properties of an object or field.  Objects that have intelligence may roll WIL to hide some or all of their properties.  
??? Should this spell require the enchantment skill to be effective?  The better the enchanting skill roll while casting this spell the better the information gleaned?  Makes sense to me.  Resisting objects could do ¼ Willpower contested or take a portion off like DT from the caster’s skill.


Animal Speak

Arkana / Rank:  Mental 1
Duration:  Scene


Speed: Normal

Range:  10’+ 5’ per 2 levels 

Drain: 9

This spell allows the caster to understand and speak with normal animals.  They may or not be friendly, and will act according to their nature and instincts.



Animal Weaponry

Arkana / Rank:  Physical 1
Duration:  1d10 ÷ 2 + Level

Speed: Normal

Range: Self or Touch

Drain: 4

This spell temporarily modifies part of the body of the spell recipient.  The spell causes the person to grow claws, fangs, quills, or spikes.  To strike, the person must use his or her brawling, unarmed combat, or martial arts skill.  Whatever the form, the weaponry will inflict the amount shown below, + 1/10th of the caster’s Cast Physical Spells skills.  The bonuses for combat skill and strength are still applied.
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	3
	6
	9
	11
	13
	16
	19
	21
	23
	26



Antigravity

Arkana / Rank:  Energy 2
Duration:  1d10 + Level

Speed: Normal

Range:  Self or Touch

Drain: 6
This spell causes uncontrolled levitation. The target will bob and float in midair.  The only propulsion is by kicking or grabbing objects and walls.  The maximum movement from a kick is ¼ the recipient’s Strength or 5’ per round crawling.  Victims may save with Defensive tactics.

Quick – This variation of the spell will last for the caster’s spell rank in rounds.  This version can lengthen jumps and other forward momentum incredibly, but may also save a character from a deadly fall if they maneuver well.  The drain for this version is also 6.

Long – This variation of the spell will last for the entire scene.  The drain for this version is 14.

Barrier

Arkana / Rank:  Energy 2, Power 2
Duration:  1d10 + Level

Speed: Normal

Range:  Level x 5’


Drain: 6


Creates a barrier of solid energy that prevents the victim from traveling in one direction.  This direction can be any of the cardinal directions, or up and down.  If the direction selected is north, the victim will be prevented from traveling north, northwest, and northeast.  Spells and missile attacks will not be prevented however.  There is no save against this spell.

Quick – This variation of the spell is a short term blockade that will remain only for the caster’s spell rank in rounds.  The drain remains 6, but can be used to assist a quick escape.

Long – This variation is used usually when trying to escape over an extended period of time.  The duration will last until the end of the scene, and the duration is increased to 14.

Berserk

Arkana / Rank:  Mental 2
Duration:  Scene


Speed: Normal

Range:  Level x 5’


Drain: 11

This incantation will turn the victim into a raving beast only interested in slaughter.  The victim may receive a willpower roll to save.  If unsuccessful, the victim will attack the nearest person to him.  If the nearest person is a personal friend the character may roll an additional willpower to avoid striking.  Otherwise the victim will continue to attack until that person is dead.  Then he will focus on the next nearest person.  And so on.  The victim will also be unable to save with willpower against anything else during the duration.  Berserk characters cannot defend but gain a bonus of +5 to strike.


Blind

Arkana / Rank:  Mental 4, Physical 4, Necromancy 4
Duration:  Permanent

Speed: Long
Range:  Touch


Drain: 28

This spell strips the victim of his or her sense of vision, both day and night.  Blinded victims can only have their sight restored by a cure blindness spell, or a divine miracle.


Blink

Arkana / Rank:  Power 1
Duration:  Instant


Speed: Quick

Range:  Self


Drain: 4

This spell will instantly transport the caster, and all equipment that he or she is carrying 5 feet in any direction.  The place must be within the line of sight of the caster, but may be obstructed by ice, bars, glass, or anything other than a solid wall.


Blur

Arkana / Rank:  Mental 1
Duration:  1d10 ÷ 2 + Level

Speed: Normal

Range:  Self


Drain: 4

This spell causes the caster to blur before the eyes of everyone that sees him or her.  All skills that are directed towards the caster, such as all strike rolls, or single target spells, have a penalty of 5 + the caster’s level.  A successful perception roll will negate the penalty, but must be made for each action attempted.

Long – This variation will increase the duration of the blur to end only when the scene does.  The drain is increased to 12.


Body Weaponry

Arkana / Rank:  Physical 3
Duration:  1d10 + Level

Speed: Normal

Range:  Self or Touch

Drain: 8

This spell temporarily modifies part of the body of the spell recipient.  The spell causes the person to transform one or more arms into large weapons.  To strike, the person may use any applicable skill in melee weapons or hand to hand fighting.  Whatever the form, the weaponry will inflict the amount shown below, + 1/10th of the caster’s Cast Physical Spells skills + the recipient’s strength.  Normal skill and strength bonuses apply.
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	8
	11
	14
	17
	20
	23
	26
	29
	32
	35



Boost Spell’s Area of Effect

Arkana / Rank:  Power 2
Duration: Special


Speed: Normal

Range:
Self or Touch 

Drain: 11
After casting this spell, the very next spell cast by the individual touched will have a greater area of effect.  This spell cannot be cast to affect the same spell more than once.  The affected spell must be cast during the same scene or else this spell fizzles.  

Spells that can only affect one individual cannot be affected, but spells that can only be cast on self can be cast upon another via touch.  Spells with an area increase by 5 feet by 5 feet every fifth level.  Spells that deal a swath of injury, such as fire stream, will have an additional 5’ of effect for every 10 levels of the caster.  

Spells with a radius increase 5 feet every fifth level.  Spells that effect groups based on levels do 10% more levels for every five levels of the caster.  Spells with an effect in miles can affect 1 mile more per level of the caster.  


Boost Spell’s Duration

Arkana / Rank:  Power 2
Duration: Special


Speed: Normal

Range:
Self or Touch 

Drain: 11
After casting this spell, the very next spell cast by the individual touched will have a longer duration.  This spell cannot be cast to affect the same spell more than once.  The affected spell must be cast during the same scene or else this spell fizzles.  

The duration will increase by 25% for every five levels of the caster.  For example, a 15th level wizard will have a bonus of 75% to the duration of the next spell cast.  Scene based spells will last for one additional scene.

Boost Spell’s Effectiveness

Arkana / Rank:  Power 2

Duration: Special


Speed: Normal

Range:
Self or Touch 

Drain: 11

After casting this spell, the very next spell cast by the individual touched will be more likely to affect the victim.  This spell cannot be cast to affect the same spell more than once.  The affected spell must be cast during the same scene or else this spell fizzles.  

The boosted spell will now grant a larger penalty to any victim that attempts to resist the spell.  While all victims gain a penalty to their save based on the casting type of the caster, this spell increases the modifier per level by +1.  This will enable a “C” type caster of 7th Level to subtract a total of 14 from the victims save, a “B” to subtract 21, and an “A” to subtract 28.

Boost Spell’s Injury Done

Arkana / Rank:  Power 2

Duration: Special


Speed: Normal

Range:
Self or Touch 

Drain: 11
After casting this spell, the very next spell cast by the individual touched will deal more injury.  This spell cannot be cast to affect the same spell more than once.  The affected spell must be cast during the same scene or else this spell fizzles.  

The spell will have a bonus of +1 to each die of injury, for every five levels of the caster.  For example a 15th level wizard could deal 7d10+21 using lightning bolt, but only 1d10 + 4 using Energy shock.


Boost Spell’s Range

Arkana / Rank:  Power 2

Duration: Special


Speed: Normal

Range:
Self or Touch 

Drain: 11
After casting this spell, the very next spell cast by the individual touched will be able to cast the spell a greater range.  This spell cannot be cast to affect the same spell more than once.  The affected spell must be cast during the same scene or else this spell fizzles.  

The increase to the duration is 25% for every five levels of the caster. For example, a 15th level wizard will have a bonus of 75% to the duration of the next spell cast.


Borrow Experience

Arkana / Rank:  Mental 4
Duration:  Scene


Speed: Long
Range:  Touch


Drain: 18

The caster will duplicate all of the skills of the individual touched.  The higher score for each skill should be the one used for the duration.  The donor retains all of her skills at their original values, and does not share in the information transfer. The donor can attempt to save with defensive tactics. No memory or understanding of the information granted by this spell will remain after the duration expires.


Borrow Skill

Arkana / Rank:  Mental 2
Duration:  Scene


Speed: Normal

Range:  Touch


Drain: 11

By use of this incantation the mentalist can borrow any one skill, spell, or specialization from the individual touched.  The donor can attempt to save with defensive tactics.  The donor does not lose the skill; the enchanter simply duplicates the skill in his own mind.  The percentage score of the donor becomes the percentile score of the caster.  The caster does not add his own skill with the donor’s.  No memory or understanding of the information granted by this spell will remain after the duration expires.


The caster does not assimilate any specializations along with the skill.  The caster may attempt to retain more than one borrowed skill simultaneously.  Each skill borrowed will require a successful Intellect check with a cumulative penalty of -20 per skill previously borrowed.  A critical failure with any of these Intellect checks will result in all of the skills possessed by the caster becoming jumbled and unusable until the end of the scene.  In this case the caster cannot simply cancel the spell to end the effect.  It continues for the full duration.

Spells borrowed from another caster must be ones that can be cast by the borrower.  The borrower must have enough spell ranks in the correct Arkana to successfully learn the spell.  Otherwise the spell will automatically fumble.


Branched Lightning

Arkana / Rank:  Energy 4



Duration: Instant


Speed: Normal

Range:
Level x 10’

Drain: 10

This spell spews a small arc of electricity at the target.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  If the spell is successful, the victim will receive 1d10 injury for every level of the caster.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Metal armor will increase the injury received.


Breathe without Air

Arkana / Rank:  Physical 2
Duration:  Scene


Speed: Normal

Range:  Self or Touch

Drain: 11

This spell allows the recipient to survive in any area where there is no, little, or poisonous air.  Any poisons in the air will not affect the recipient of this spell.  The character has no sense of smell or taste until the duration has elapsed.

Breeze

Arkana / Rank:  Power 1
Duration: Scene


Speed: Normal

Range:
10’ + 5’ per 2 levels
Drain: 9

Creates a mild breeze traveling in a direction of the caster’s choice.  The maximum speed of the breeze is 2 mph for every level of the caster, but the creator may regulate the speed.  Judicious use of this spell can increase the speed of small sailboats.  Except for the most potent of mages, this spell will not have the effect or strength to assist larger carracks and cogs.

Brittle

Arkana / Rank:  Physical 3, Necromancy 3
Duration:  Instant


Speed: Normal

Range:  Level x 5 Feet

Drain: 8

This spell can only be cast upon a non-living, non-magical item.  The item will break or be otherwise unusable with the next attack, jolt, or whack that it receives.  The remaining PV of armor will be reduced by half each time this spell is cast upon it.


Cacophony

Arkana / Rank:  Energy 2, Power 2
Duration: 1d10 + Level

Speed: Normal

Range:
Level x 5'


Drain: 6

Fills an area with shrieks, bangs, shouts, screams, clatters, pops, whistles, bluegrass music, grinding, and other annoying sounds.  The caster can fill an area 30' x 30' for every five levels of experience.  Everyone within the area of noise will have a penalty equal to the caster's level +10 to most skills.  Communication, hearing, and concentration based skills will have a penalty of 20 + the level of the caster.

Long – Creates the normal cacophony, but it lasts until the end of the scene.  The drain for this version is 14.


Calm

Arkana / Rank:  Mental 1
Duration: Instant


Speed: Quick
Range:
10' + 5' / 2 levels

Drain: 4

This spell calms the subject for a number of rounds equal to the caster’s spell rank if the victim fails a willpower roll.  After this time the subject will remain calm but can become re-enraged.  If the victim is attacked, threatened, or otherwise harmed during this time they may act normally.  The actions and conversation will determine the ultimate outcome.  This spell will simply give a chance to reason or calm the subject further.

Normal – The victim will remain calm for the rest of the scene.  The drain for this variant is 9.


Camouflage

Arkana / Rank:  Physical 1
Duration: Scene


Speed: Normal

Range: Self or Touch 

Drain: 9

This spell causes the skin and clothing of the recipient to mimic the coloration of the surrounding area.  This spell does not extend to metallic armors but will change padded and leather varieties.  This color change will give a natural skill of 95% in hiding to a stationary character.  Ranged attacks and targeted spells receive a penalty of 10 + the casters level even if the character is moving.

Quick – This variant is designed for a quick need to hide without a lot of forethought and time to prepare.  While the drain is only 4, the spell will only last for a number of rounds equal to the caster’s Spell Rank.


Chain Lightning

Arkana / Rank:  Energy 5
Duration:  Instant


Speed: Long

Range:  Level x 10 Feet

Drain: 15

This spell creates an area of electrical energy, up to 45 feet x 45 feet.  The caster may regulate the actual size of this spell. Every creature within the area of effect will receive 1d10 injury per 2 levels of the caster.  Persons wearing metal armor will have their armor’s PV added to the injury suffered instead of subtracted from it.  Victims may attempt to dodge out of the area of effect, but if unable to do so will still suffer full injury.


Charm

Arkana / Rank:  Mental 2
Duration:  Scene


Speed: Normal

Range:  Level x 5 Feet

Drain: 11

The person affected by this spell will think of the caster as his or her closest friend and confidante.  This feeling of friendship will not apply to the caster’s friends, although the victim may hesitate to attack them.  Once the spell wears off, the victim will forget that he or she was ensorcelled.  The victim may make a willpower roll to avoid the effects of this spell.


Circle of Privacy 

Arkana / Rank:  Power 2
Duration: Scene


Speed: Normal

Range:
Level x 5’


Drain: 11

This spell creates a non-movable circle, centered upon the caster.  This circle is inscribed with glowing runes and can be erected to provide sanctuary from all forms of scrying, spying, and other observation.  This includes both technological and magical means and methods.  If the runes of the circle are carved upon the ground or floor then the duration of the spell is permanent until it is destroyed in some way.  Each type of circle must be learned separately.


Circle of Protection 

Arkana / Rank:  Power 2
Duration: Scene


Speed: Normal

Range:
Level x 5’


Drain: 11

This spell creates a non-movable circle, centered upon the caster.  This circle is inscribed with glowing runes and can be erected against angels, cold, demons, electricity, elementals, fire, magic, missiles, shadows, djinni, or undead.  When in use the proscribed creature or condition can have no effect upon any person or thing within the circle.  If the runes of the circle are carved upon the ground or floor then the duration of the spell is permanent until it is destroyed in some way.  Each type of circle must be learned separately.


Clairaudience

Arkana / Rank:  Mental 2, Power 2
Duration: Scene


Speed: Normal

Range: 1 Mile per Level

Drain: 11

Allows the character to hear anything at a target location within the range of the spell.  The location to be overheard must be known to the caster and the spell centered at that location.  This spell grants the same level of hearing as the caster, and the caster hears as if he was standing at the chosen target.  That target point may change as the character wishes, but only at a rate of 20 miles per hour.  If the target location is a moving vehicle or riding animal, the point of hearing travels with the target.  It does not require a scrying device, but it also does not grant visions.  

Clairvoyance

Arkana / Rank:  Mental 2, Power 2
Duration: Scene


Speed: Normal

Range: 1 Mile per Level

Drain: 11

This spell gives the caster the gift of second sight looking into a non-magical crystal ball, mirror, or a pool of water.  The caster can see, but not hear, any person, place, or thing within range.  The caster must concentrate upon watching the vision unfold and cannot act for the duration without breaking the spell.  The caster may choose a point of view as if they were physically in the room.  They have the same visual acuity and abilities from this point of view that they would have normally.  The object under surveillance may move within the range of the spell, but if it leaves the area the spell is broken.  The caster may also not change subjects without breaking the spell.  Small details and hidden secrets require a Scrying roll to refocus from a different vantage.  If the subject is within or on a moving vehicle or riding animal, the point of view travels with the subject.  

Clear Thoughts

Arkana / Rank:  Mental 1
Duration:  Instant


Speed: Normal

Range:  Touch


Drain: 4

This spell will cancel the effects of any mental spell of up to 2nd power cast upon the individual.  Victims may attempt to save with a willpower roll, but cannot be forced to save.


Cloak of Darkness

Arkana / Rank: Energy 1, Necromancy 1
Duration: Scene


Speed: Normal

Range: Self or Touch 

Drain: 9
This spell cloaks the target in shadows and darkness.  His features become obscured by the dark grays and inky black that covers his skin.  When seen in bright light the target appears to be a creature of Shadow.  When in dark and shadowy areas the caster gains a 95% chance of hiding.  The brighter the surrounding light the greater the penalty to this roll.  This spell does not grant any bonuses to stealth and moving quietly, nor does it prevent thermal radiation from the target.  If the cloaked character is attacked then the assailant suffers a penalty equal to the ambient lighting.  Near total darkness or moonless nights grant a penalty of –50% to hit.  Most nights or very poorly lit areas grant an attack penalty of –25%.  Most other shadowy areas grant only a –10% to strike.  

Quick – This variant is designed for a quick need to hide without a lot of forethought and time to prepare.  While the drain is only 4, the spell will only last for a number of rounds equal to the caster’s Spell Rank.


Cloak of Light

Arkana / Rank:  Energy 1
Duration: Scene


Speed: Normal

Range: Self or Touch

Drain: 9

This spell is a precursor to the invisibility spell.  The recipient of this spell has some of the light bent around her, giving a shimmering outline with a fuzzy interior.  This spell allows the character to see, fight, and cast spells as normal.  If the character stands motionless there is a 95% chance of hiding.  If the character moves anyone can see an indistinct figure, but there is a penalty to strike the cloaked character.  Running grants a penalty of – 5 to hit, trotting grants a penalty of – 10, jogging grants a penalty of – 15%, and walking grants a penalty of – 20.

Quick – This variant is designed for a quick need to hide without a lot of forethought and time to prepare.  While the drain is only 4, the spell will only last for a number of rounds equal to the caster’s Spell Rank.



Clothing Transformation

Arkana / Rank:  Power 2, Physical 2
Duration: Permanent

Speed: Normal

Range:
Touch


Drain: 15

This spell transforms one suit of clothing into another suit.  Style, coloration, and materials can all change, but cannot include metals.  The mass of the clothing remains the same.  Armor of any type can not be transformed.  Victims may attempt to save with defensive tactics.  Seamstress guilds tend to attempt to outlaw or “discourage” the use of this spell.

Quick – This variant will only transform one suit of clothing for one scene before it reverts back into its original form.  Drain for this version is only 11.


Command

Arkana / Rank:  Mental 3
Duration:  Scene


Speed: Normal

Range:  Level x 5 Feet

Drain: 13

This spell forces the victim to complete all commands given to him or her by the caster during the duration of the spell.  These commands cannot break the victim’s personal code of ethics or morality.  The victim may roll willpower to save at casting.  If the victim fails, then he or she will have a cumulative penalty of –5 to all command, possession, or similar spells cast by the same person. 


Conduit

Arkana / Rank:  Mental 3, Power 3

Duration: Continual

Speed: Long
Range: Touch


Drain: 21

This spell must be cast via touch.  Unwilling victims may resist using defensive tactics.  This spell can lie dormant until the caster desires.  When this occurs the victim will receive a Willpower save against the caster.  On activation the caster can see through the eyes of the target, and can cast spells as if she was there.  Duration once activated is only a single scene.

Confusion

Arkana / Rank:  Mental 1
Duration:  Scene


Speed: Normal

Range:  Touch


Drain: 9

This spell causes the person touched to be extremely confused.  The victim will have a penalty of 10 + the caster’s level to all skills.  If this spell is cast upon a spell caster in mid-spell, then he or she will automatically fumble the spell, but will not suffer from any drain.  The victim is allowed to save with a willpower roll to avoid the effects of this spell.


Control Animal

Arkana / Rank:  Mental 1
Duration:  Scene


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 9

This spell will allow the caster to control any one normal animal equal or less than her level.  The animal will not commit suicide, or allow itself to be hurt or killed.  Otherwise the animal will follow all commands faithfully.  This spell cannot be cast upon a familiar.  The animal may receive a willpower roll to save.


Control Beasts

Arkana / Rank: Mental 2, Necromancy 2
Duration: Scene


Speed: Normal

Range:  Level x 5’


Drain: 11

When cast the wizard can control up to his level x 2 in levels of normal animals. The animals will not commit suicide, or allow themselves to be hurt or killed.  Otherwise the animals will follow all commands faithfully.  This spell cannot be cast upon a familiar.  The animals may receive a willpower roll to save.


Control Demon

Arkana / Rank: Mental 3, Necromancy 3
Duration: Scene


Speed: Long
Range: Level x 5’


Drain: 16

Allows the caster to control any one demon recently summoned.  Demons are far more tractable than one may otherwise believe, if cast by the summoner.  The demon will receive a contested Willpower roll against the caster to resist the compulsion.  If the summoner is the one casting the spell the caster will gain a bonus of +20 to the contested roll.  The demon will not commit suicide, or allow itself to be hurt or killed.  Otherwise the demon will follow all commands faithfully.  Demons can also be controlled by any spell that can effect sentient creatures.


Control Monster

Arkana / Rank: Mental 3
Duration: Scene


Speed: Long
Range: Level x 5’


Drain: 16

Allows the caster to control any one non-sentient monster.  The monster can be equal to the caster’s level or lower.  The monster may receive a willpower roll to save.  Sentient monsters must be controlled with spells such as Command, Suggest, or Domination.  The monster will not commit suicide, or allow itself to be hurt or killed.  Otherwise the monster will follow all commands faithfully.


Create Light

Arkana / Rank:  Energy 1
Duration:  Scene


Speed: Normal

Range:  30’


Drain: 9

With this spell, the caster creates a globe of light, which will hover above the caster and travel with him or her.  This globe will illuminate a 35-ft. X 35 ft. Area centered upon the caster.  The caster can have the globe travel away from him at a rate of 5 ft. per round.  However, it cannot move more than 30 ft away from the caster.  The light is often golden or white, but the caster can specify any preferred color.


Create Water

Arkana / Rank: Power 1
Duration:  Instant


Speed: Normal

Range:  5 ft.


Drain:  4

This spell can create up to 1 gallon of water per level of the caster.  This water is pure, clean, cool, and fresh.  Unless the caster has enough jugs, buckets, or other containers the water will spill upon the ground.  The caster can create the water directly into the containers, in a large splash of water within 5’, or from a stone or fist like a faucet.

Crumble

Arkana / Rank: Physical 4, Necromancy 4
Duration:  Instant


Speed: Normal

Range:  Level x 5 feet

Drain: 10

This spell is an advanced version of Brittle.  Any one non-magical item within range will break and crumble into dust.  Magical items automatically have a resistance equal to their amount of magical energy plus 50.  For each minor power add a bonus of +5 to the resistance roll.  Each major power add +10, excellent powers add +15, and superlative powers add +25.  Unique or special magical items cannot be affected by this spell.


Cure

Arkana / Rank: Physical 3
Duration: Instant


Speed: Normal

Range:  Touch


Drain: 8

Cure automatically heals 1d10 injury points for every level of the caster plus 1/10th the caster’s Cast Physical Spells skill.  This spell does not cure any diseases, poisons, toxins, or other physical ailments.  It simply heals large and grievous wounds.

Cure Blindness

Arkana / Rank: Mental 4, Physical 4
Duration:  Instant


Speed: Long
Range: Touch


Drain: 28

Restores one sight of any person touched. This sight can be either night vision, normal vision, or both as required. The blindness to be cured can be natural, magical, but not divine in nature.  Only a miracle can cure a curse from a god.


Cure Disease

Arkana / Rank: Physical 3
Duration: Instant


Speed: Long
Range:  Touch


Drain: 16

Cures any one non-magical disease.  This spell will not heal any injury inflicted by disease, nor will it restore any attribute points or senses lost.  Magical diseases are far more resistant.  The GM may allow certain magical diseases to fall prey to this spell, but the bulk will not be affected.  

Dark of Night

Arkana / Rank: Energy 3, Necromancy 3
Duration: 1d10 Hours

Speed: Long
Range: Level x 5’


Drain: 20

Magically darkens an area 100 feet by 100 feet in impenetrable darkness.  Any and all forms of vision are completely obscured by this spell.  This darkness cannot be broken by any source of light except the spell of Daylight.  Once cast the area cannot move but can be cancelled by the caster at whim.  The caster can see through this unnatural darkness without penalty.  
Normal – Darkens the same area as per the normal version of this spell.  This variant only last until the end of the scene however.  The drain for this version is 13.

Quick – Darkens only one room (25’ x 25’) with the unnatural darkness.  In addition the effect only lasts for the character’s Spell Rank in rounds.  The drain for this variant is only 8.


Daylight

Arkana / Rank: Energy 3
Duration: 1d10 Hours

Speed: Long
Range: Level x 5’


Drain: 20

Illuminates an area 100 feet by 100 feet in pure sunlight.  This sunlight is completely normal and will warm the characters, injure vampires, and feed plants.  Once cast the area cannot move but can be cancelled by the caster at whim.

Normal – Creates sunlight in the exact same area as the longer spell, but this variant only lasts until the end of the scene.  The drain for this version is 13.

Quick – Brightens the room with natural sunlight.  This room can be a maximum of 25’ by 25’, but the sunlight will continue out as normal past this range.  The drain for this variant is only 8.


Deaden Sense

Arkana / Rank: Mental 2, Necromancy 2
Duration: Scene


Speed: Normal

Range:  Level x 5’


Drain: 9

The victim may attempt a willpower roll.  If unsuccessful the caster may choose one sensation to dull to the point of non-existence.  The available sensations are hearing, sight, or smell & taste.  A successful roll for any attribute that has been deadened is 01 - 05% only.  Tactile sensation cannot be deadened by this spell.


Deflection

Arkana / Rank: Power 2
Duration: Instant


Speed: Quick

Range:  Self 


Drain: 6

Deflection can be used instead of a normal save.  If the spell is successful, any ranged strike spell that only targets the caster can be redirected or returned.  The spell will automatically be redirected harmlessly, but a successful dexterity roll must be made to select a new target.  This will require one reflexive action to re-direct.  Will not remove any spells currently in operation.



Deflection Shield

Arkana / Rank: Power 3
Duration: Scene


Speed: Normal

Range:  Touch


Drain: 13

This spell can be cast upon another individual.  For the duration of the spell it can be used instead of a normal save.  Any ranged strike spell that only targets the caster can be redirected or returned.  The spell will automatically be redirected harmlessly, but a successful dexterity roll must be made to select a new target.  This will require one reflexive action to re-direct.  Will not remove any spells currently in operation.


Delayed Fire Pulse

Arkana / Rank: Energy 5
Duration: Instant


Speed: Normal

Range: Level x 10’


Drain: 14
Creates a sudden pulse of superheated flame that explodes outwards in all directions with extreme force.  This pulse can be delayed up to one minute per level of the caster.  At point blank range 6d10 + Level + 1/10th the casters skill is dealt.  At every 5' increments reduce the injury done by 1d10, until the injury dealt is 0d10 + bonuses.  The blast goes no further.  A successful dodge may reduce injury.  Injury done can be reduced by armor. 

Delusion

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range:  Level x 5’


Drain: 11

Alters the appearance, sound, and smell of an object into that of another object.  The object must be inanimate.  Injury done, PV, and Breakage Points will remain the same.  Anyone who has a good reason to suspect the delusion may attempt a perception save.  If successful, the illusion remains visible but the character detects a fatal flaw.

Quick – Creates the illusion as the standard form but for a mere Spell Rank in rounds.  The drain for this variant is 6.


Delusions of Grandeur

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range:  Level x 5’


Drain: 11

The victim may attempt to roll willpower to avoid the effects of this spell.  If the victim fails the save he thinks he is a god.  He fully believes that he his omniscient, omnipotent, and omnipresent.  He will attempt actions that would be suicidal or insane for any mere mortal to attempt.  The victim also sees his actions as if they were successful, and will not believe any statements to the contrary.  The character will be full of bombast, arrogance, and condescension for his lesser minions.  Have fun with it, the victim should ham it up as much as possible.
Long – This version has the identical consequences of the shorter version but will last for one full day.  The drain for this vile compulsion is 19.

Dimensional Portal

Arkana / Rank: Power 5
Duration: Spell Rank

Speed: Long

Range:  5’


Drain: 15

This spell creates a shimmering portal to another dimension of the caster’s choice for a very short span of time.  This alternate dimension must have been personally visited or have a dimensional gate the caster has studied extensively.  The destination point will be analogous to the current dimension, or to the specific gate.


Dimensional Reduction

Arkana / Rank: Power 3
Duration: Scene


Speed: Normal

Range:  Self or Touch

Drain: 13

This spell turns a three-dimensional object or creature into a two dimensional version of itself.  Such a creature cannot be attacked, injured, touched, or interacted with in any way by a three-dimensional creature or object.


Direction Sense

Arkana / Rank: Mental 1
Duration: Scene


Speed: Normal
Range:  Self


Drain: 9

This spell will grant the character a perfect sense of direction. The character will always know the cardinal directions including the current depth and which way is up.  If this spell is cast once per hour, while traveling, the party cannot become lost.


Disease

Arkana / Rank: Physical 3, Necromancy 3
Duration: 1d10 Days + Level

Speed: Normal

Range:  Touch


Drain: 18

Summons a nasty non-magical disease that infects the victim.  The victim may attempt to avoid the touch using Defensive Tactics.  If the touch is successful the victim may attempt to avoid the effects with a successful Health roll.  This disease may be most of the common types but will only last for the duration of the spell and then dissipate.  1d10 Injury will be inflicted each day and cannot be healed by anything other than bed rest.  In addition, for every day not spent resting there is a cumulative penalty of 5 to all of the character’s skills and attributes rolls.  The disease can be dispelled using Cure Disease or Dispel Major Magic.  


Dispel Minor Magic

Arkana / Rank: Power 2
Duration: Instant


Speed: Long
Range:  Level x 5’


Drain: 9

This spell can instantly remove any continual effects of a spell.  This spell can destroy illusions, destroy lower level undead, reverse low level curses, and stop or reverse any spell of second rank or lower.  Higher rank spells will ignore this spell.  Rituals of appropriate spell rank have a percentage chance to resist this spell of 20% per Spell Rank.  This base percentage should be modified by the standard penalty to save based on the caster’s level and spell type.  Any injury inflicted, or permanent (non-magical) affects of dispelled enchantments remain after the spell has been cast.  If cast upon an enchanted item, there is a chance that it will temporarily neutralize the item.  The base chance is up to the GMs discretion, but if successful it will remain drained for 1d10 rounds.  


Dispel Major Magic

Arkana / Rank: Power 4
Duration: Instant


Speed: Long
Range:  Level x 10’


Drain: 13

This spell can instantly remove any continual effects of a spell.  This spell can destroy illusions, destroy mid-level undead, reverse mid-level curses, and stop or reverse any spell of fourth rank or lower.  Fifth rank spells, except Permanence, will ignore this spell.  Rituals of appropriate spell rank have a percentage chance to resist this spell of 15% per Spell Rank.  This base percentage should be modified by the standard penalty to save based on the caster’s level and spell type. Any injury inflicted, or permanent (non-magical) affects of dispelled enchantments remain after the spell has been cast. If cast upon an enchanted item, there is a chance that it will temporarily neutralize the item.  The base chance is up to the GMs discretion, but if successful it will remain drained for the rest of the scene.  


Distance Transport

Arkana / Rank:  Power 3
Duration:  Instant


Speed: Long
Range: 10' + Level


Drain: 11

Instantly transports one individual and all their equipment to the caster.  This individual must be within line of sight, but may be obstructed by ice, bars, glass, or other translucent material. 

Domination

Arkana / Rank:  Mental 5
Duration:  Scene


Speed: Long

Range:  Level x 10 Feet

Drain: 20

This spell forces the victim to complete all commands given by the caster for the duration, even if they betray the character’s morality.  The victim may receive a willpower roll at casting, or if instructed to end his own life.  Any victim that succumbs will have a cumulative penalty of –5 for each additional failure to save against the same caster.  This penalty is applicable to any of the mind control spells: command, possession, domination, etc.


Drain Life

Arkana / Rank:  Physical 2, Necromancy 2
Duration:  Instant


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 6

This spell steals from the victim’s injury point total.  2d10 + Level + 1/10th the Cast Spells skill of the caster is taken.  Every point taken can heal the caster for one if necessary.  The remaining points are converted into a pool that the caster can use to cast spells without draining himself or replenish their own drain.  Every two points of injury done are worth one point in the drain pool.  Necromancers often employ this spell.

Dust Devil

Arkana / Rank: Power 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Creates a tiny whirlwind 5’ in diameter.  This dust devil is strong enough to move paper, leaves, sand, cloth, loose dirt, and small pebbles.  It can move up to 10’ in one phase in a random direction, if the caster does not control its movements.  If the caster does control its direction, it can only travel 5’ per phase.  Anyone enveloped by the dust devil will have a penalty of – 5 to any skills due to the whirling dust and debris.  Ranged weapons will have a penalty of – 10 to strike.


Earthquake

Arkana / Rank: Physical 5, Power 5
Duration: Scene


Speed: Long

Range: Level x 100’

Drain: 20

Creates an earthquake that rips the earth apart within the area of effect.  The specific effects of the earthquake must be determined by the GM, but most buildings will be destroyed or take serious damage.  Injuries sustained by those caught in the earthquake are also subject to the GMs whim.  If the spell is cast on an existing fault line, there is a 10% chance it will cause a natural series of earthquakes and aftershocks.


Eavesdrop

Arkana / Rank: Mental 1, Power 1
Duration: Scene


Speed: Normal

Range: 50'


Drain: 11

This spell allows the caster to hear any 15' x 15' area as if she was there.  The area of effect must be within range, but need not be in line of sight.  The target area may not change unless a new spell is cast.
Long – This variant of the spell allows the caster to move the target area as desired, up to 10’ per phase.  The drain for this version is 14.


Editing

Arkana / Rank: Physical 1, Power 1
Duration: Instant


Speed: Normal

Range: Touch


Drain: 6

This spell allows the caster to rewrite any document that she holds in her hands or touches.  The document remains in the handwriting of the original author, but reads however the mage wishes.  One page of text can be altered for every level of the caster.  Every page to be edited requires one phase.
Long – This version is also known as Copy.  Instead of editing a previously written text, it will create a perfect copy of the original document.  The drain for this variant is 9.



Electric Shock

Arkana / Rank: Energy 1
Duration: Instant


Speed: Quick

Range:  10’ + 5’ per 2 levels

Drain: 4

Electric Shock deals 2d10 + 1 Injury plus the level of the caster plus 1/10th her Cast Energy Spells skill.  In addition, any metal armor the victim is wearing will add the PV to the total injury dealt.  Non-metal armors such as cloth and leather will reduce the amount of injury as normal.  The victim may save with Defensive Tactics against the caster’s Ranged Strike skill.

Electric Touch

Arkana / Rank: Energy 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range:  Touch


Drain: 4

Electric Touch creates a sparking aura of electricity around the caster’s hands.  When another individual is touched, the spell will inflict 1d10 + 1 Injury plus the level of the caster plus 1/10th the character’s Cast Energy Spells skill. In addition, any metal armor the victim is wearing will add the PV to the total injury dealt.  Non-metal armors such as cloth and leather will reduce the amount of injury as normal.  If the caster is wearing any conductive metal on his hands such as iron rings or gauntlets then the caster will take ½ injury as well.  The victim may save with defensive tactics against the caster’s hand to hand combat skill.

Elemental Flaring

Arkana / Rank:  Energy 3
Duration:  Continual

Speed: Normal

Range: Touch


Drain: 18

Places a charge onto a weapon similar to the magical weapon ability of the same name.  Each strike that connects will use one charge and increase the injury done by the seventh value on the weapon chart.  This means that a knife would deal 7 extra injury points while a battle-axe will deal 24 additional injury.  The weapon will have a total number of charges equal to the casters level ÷ 3.  The caster at casting chooses the element used to deal the extra injury.  Options include fire, cold, electricity, or acid.


Elevator

Arkana / Rank:  Power 3, Energy 3
Duration: Scene


Speed: Normal

Range: Level x 5’


Drain: 13

Creates a disk of magical energy in front of the caster.  This disk can carry up to 150 lbs. per level of experience of the caster.  The elevator will be 2’ in diameter for every level of the caster.  The elevator can climb or lower up to 20’ per round.  The disk cannot travel horizontally, only vertically.  At the end of the duration, the elevator will descend to the nearest flat location before disappearing.  


Empathy

Arkana / Rank:  Mental 1
Duration: Scene


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 11

This spell allows the caster to sense the feelings and emotions of those around her.  The person being scanned can attempt a willpower roll to clear his mind of all emotions and thoughts if aware of the caster’s intentions.  This does not confer the ability to read minds or thoughts, simply strong emotions.


Endurance

Arkana / Rank: Physical 3
Duration: 2d10 hours + Level
Speed: Normal

Range:  Touch


Drain: 16

Once cast the caster and a number of people equal to his level can travel at an all out rate without a need to roll Health.  One person can be affected for every level of the caster.  In addition, once the traveling has halted the recipients feel as if they simply walked down a short path.


Energy Armor

Arkana / Rank:  Energy 2
Duration:  1d10 + Level

Speed: Normal

Range: Touch


Drain: 6

Creates a weightless, but visible layer of energy that moves with the recipient.  This armor has a PV equal to the level of the caster.  Armor cannot be worn while this spell is in effect. 

Long – This version will create an identical layer of energy armor that will remain for the rest of the scene.  The drain for this variant is 14.


Energy Avatar

Arkana / Rank: Energy 5
Duration: 4d10 + Level

Speed: Long

Range: Level x 10’


Drain: 15

This spell creates an avatar of the caster formed of pure magical energy and requires total concentration.  The avatar is usually used for combat.  Non-magical weapons will always inflict the minimum injury dealt.  Magical and enchanted weapons will inflict injury as normal.  Energy spells will deal no injury to this avatar.  For every 10 points of injury inflicted upon the avatar, the caster will receive one.  The avatar will have IP equal to the caster times two.  The avatar will have as many actions as the caster and will move at the same rate.  The avatar will fight using the caster’s combat skills.  The avatar will inflict the injury listed below plus 1/10th of the Cast Energy Spells skill and 1/10th WIL.

	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	8
	11
	14
	17
	20
	23
	26
	29
	32
	35



Energy Shell

Arkana / Rank: Energy 3
Duration: 2d10 + Level

Speed: Long
Range: Touch


Drain: 11

This spell will create an aura of energy around the individual touched.  Any one who strikes this aura will inflict injury as normal, but will also suffer 1d10 injury.  This injury is not reduced by any physical armor.  All magical effects will be stopped by this aura.  Roll percentile and add the outside caster’s level.  01 – 75 the aura absorbed the effect.  76 – 90 the aura will rebound the effect on the caster.  91+ the aura is penetrated and the spell acts as normal.  This applies to beneficial and harmful spells.


Energy Shield

Arkana / Rank:  Energy 1
Duration:  1d10÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

Creates a magical shield of solid energy around one of the arms of the target.  This shield adds a bonus of 5 + the caster’s level to defensive tactics.


Energy Snake

Arkana / Rank: Energy 5
Duration: 4d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 12

Creates a long stream of energy that is not sentient.  This stream of energy is 5’ wide and 5’ in length for every two levels of the caster.  The stream can roam randomly at a rate of 10’ for every three levels of the caster, or controlled at a rate of 5’ for every three levels of the caster.  While in operation the caster must expend one action per round to control.  The snake will inflict 4d10 + level + 1/10th the caster's Cast Energy Spells skill in injury.


Energy Storm

Arkana / Rank: Energy 5
Duration: 4d10 + Level

Speed: Long

Range: Level x 10’


Drain: 15

This spell is an area effect spell centered upon the caster.  Everyone within the area of effect, including the caster, will receive 4d10 + the caster's level + 1/10th the caster's Cast Energy Spells skill.  This injury is inflicted each round.  While in the area of effect, vision is limited to 5’.  All ranged weapons and spells are useless.  Any spell caster that fails a spell roll must automatically roll on his Arkana’s fumble table.  Any character or creature in flight will be buffeted for an additional 1d10 injury per round.  

Normal – This variant is also known as Shocking Pulse.  The effects are identical to the longer variant, but only lasts a number of rounds equal to the caster’s spell rank.  This version only has a drain of 12.

Enhance Sense

Arkana / Rank:  Mental 2
Duration:  Scene


Speed: Normal

Range: Level x 5’


Drain: 11

This spell will heighten the reception of a visual, olfactory, or auditory sense by 10% or 20’ plus the level of the caster.  This spell cannot increase tactile awareness, but can affect normal vision, night vision, hearing, or smell & taste.  Only one sense can be selected per spell.
Long – This variant will increase all of the possible sensations of the original spell simultaneously.  The drain for this version is 16.


Ensorcelled

Arkana / Rank:  Mental 4
Duration:  Continual

Speed: Long
Range: Level x 5’


Drain: 23

This spell forces the victim to complete one command.  The victim will remain ensorcelled until this command is completed.  The victim may attempt a willpower roll to resist the spell.  Failure dooms the victim to complete the command.  This command can force the victim to break her personal morals but not attempt suicide. If the victim fails, then he or she will have a cumulative penalty of – 5 to all command, possession, or similar spells cast by the same person.


Fear

Arkana / Rank:  Mental 1, Necromancy 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Forces every enemy in the range to save with willpower.  If unsuccessful then they will be terrified of the caster and will attempt to run for their lives.  Victims will continue to run until the duration ends.  If attacked, blocked, or otherwise obstructed from their flight they may re-roll willpower to regain their courage.
Long – This variant will last until the end of the scene.  The victims will receive the same willpower saves to resist.  The drain is increased to 12.


Feign Death

Arkana / Rank:  Physical 2, Necromancy 2
Duration:  1d10 + Level hours
Speed: Long
Range: Touch


Drain: 16

Forces the victim into a deep deathlike coma for the duration of the spell.  If the victim resists, a willpower roll is allowed.  Otherwise the victim's metabolism drops near zero.  Any poisons or toxins in their bodies will only take effect at 1/100th the normal rate.  Healing will also drop to 1/100th the standard rate.  Oxygen intake drops to 1/100th the normal rate.  To all appearances the victim is dead.

Field of Silence

Arkana / Rank:  Power 3
Duration:  2d10 + Level

Speed: Normal
Range: Level x 5’


Drain: 8

Creates an area where no sounds can be made or heard.  This area will negate any spell casting requiring speech.  Stealth within this area is increased by +80.  A 5’ by 5’ by 5’ volume can be affected for every level of the caster.  The caster may choose where and how to shape the area of effect, within the range of the spell.  Once the area is chosen the effect is fixed.
Long – This variant will remain in effect until the end of the scene.  The drain for this version is 16.


Fiery Death

Arkana / Rank:  Energy 4
Duration: Instant


Speed: Normal

Range:
Level x 10’

Drain: 10

This spell spews a small stream of superheated flame and plasma at the target.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  If the spell is successful, the victim will receive 1d10 injury for every level of the caster.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Armor will reduce the injury dealt as normal.

Find Person

Arkana / Rank:  Mental 2, Power 2
Duration: Scene


Speed: Normal

Range:
Level x 50’

Drain: 11

When cast this spell will give the caster a mental beacon to home in on and a brief glimpse of the surroundings.  If the individual is not within range, then the caster will know that also.

Long – This variant will allow the caster to increase the search range up to 1 mile per level of the caster.  This variant requires the Scrying skill and a reflective surface upon which to scrye.  This variant uses 16 drain.

Fire Blast

Arkana / Rank:  Energy 5
Duration:  Instant


Speed: Long

Range: Level x 10’


Drain: 15
Creates a veritable firestorm in an area up to a maximum of 45' x 45'.  The caster may regulate the actual size of the fire blast.  Every creature within the area of effect will receive 1d10 injury per 2 levels of the caster.  Victims may attempt to dodge out of the area of effect, but if unable will still take full injury.  Armor will reduce the injury taken. 


Fire Bolt

Arkana / Rank:  Energy 1
Duration:  Instant


Speed: Quick

Range: 10’ + 5’ per 2 levels

Drain: 4
Deals 3d10 Injury plus the level of the caster plus 1/10th her Cast Energy Spells skill.  The victim may save with Defensive Tactics against the caster’s Ranged Strike skill.  Armor will reduce any injury received.  Fire bolt will not ignite most materials.  Only the driest of tinder will ignite from a single fire bolt.

Fire Cone

Arkana / Rank:  Energy 4
Duration:  Instant


Speed: Normal

Range: 15’


Drain: 10
Sprays superheated flame in a cone close to the caster.  The square directly ahead of the caster is affected, so are the next three squares directly in front of that square, and finally the five squares directly in front of that.  Injury done is equal to 5d10 + level + 1/10th the casters skill.  The victim may attempt to dodge by rolling an Agility check.  Armor will reduce any injury received.

Fire Darts

Arkana / Rank:  Energy 2
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 6
Creates one magical dart of fire for every 2 levels of the caster.  Each dart will inflict 1d10 injury.  In addition add one-tenth of the caster's use skill to the total injury done.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Armor will reduce any injury received.  The victim may save with defensive tactics.

Fire Form

Arkana / Rank: Energy 4
Duration: 3d10 + Level

Speed: Long

Range: Touch


Drain: 13

By use of this incantation the caster can transform the individual touched into a being of magical fire.  In this fiery form he is immune to all fire and heat based attacks, and can fly at his running speed.  All equipment carried becomes part of this fiery aura.  In addition the recipient gains several abilities relating to combat.  Once during the duration of the spell the caster can cast Immolate, as per the spell.  Three times during the duration the caster can cast Fire Bolt, as per the spell.  Any strikes dealt by the caster during the duration will inflict the amount shown below, + 1/10th of the caster’s Cast Energy Spells skills.  The bonuses for combat skill and strength are still applied.
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Fire Pulse

Arkana / Rank:  Energy 4
Duration:  Instant


Speed: Normal

Range: Level x 10’


Drain: 10
Creates a sudden pulse of superheated flame that explodes outwards in all directions with extreme force.  At point blank range 6d10 + level + 1/10th the casters skill is dealt.  At each 5' increment reduce the injury done by 1d10.  A successful dodge may reduce injury.  Injury done can be reduced by armor. 



Fire Stream

Arkana / Rank:  Energy 3
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 8
Creates a large stream of fire that shoots from the caster's hand in one direction up till the range of the spell.  Anyone in that line of fire may attempt an AGL dodge roll to move 5' in any direction.  At 10th level the width of the stream is 5 feet, at 20th the range increases to 15 feet. 5d10 injury is done, with a bonus of one-tenth the caster's use skill.  Armor will reduce any injury received. 

Fire Ward

Arkana / Rank:  Energy 2
Duration:  Continual

Speed: Long
Range: Touch


Drain: 19

Creates a simple one-shot rune on an item that is activated by touch.  Until it is touched the rune will be a permanent mark upon the object.  If anyone but the caster touches or moves the item in any way the ward will activate and inflict 1d10 injury for every 2 levels of the caster plus one-tenth the use skill.  There is no save against this ward.

Flame Growth

Arkana / Rank:  Energy 1
Duration:  Instant


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Causes a fire to grow in size suddenly.  A candle can suddenly become the size of a campfire.  A campfire could become a raging bonfire that covers a 5' square.  Anything larger will add 50% of its area.  Once the fire is increased it will quickly burn out unless there is sufficient fuel.  Magical fire cannot be increased in this way unless it has ignited other fuels in the area and become a regular blaze.

Flaming Weapon

Arkana / Rank:  Energy


Power: 1

Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

This spell creates a weapon of pure fire with a central shaft of hardened force.  The weapon will appear to be any weapon that the caster desires.  Must use the wielder’s weapon skill.  Whatever the form, the weapon will inflict the amount shown below, + 1/10th of the caster’s Cast Energy Spells skills.  The bonuses for combat skill and strength are still applied.
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Flare

Arkana / Rank: Energy 1
Duration: Instant


Speed: Normal

Range: 50’


Drain: 4

This spell will shoot a magical flare into the sky.  This flare will deal no injury, but will be bright and visible.  Once in the air the flare will explode, burning brightly for two rounds. 


Flesh to Stone

Arkana / Rank:  Physical 4
Duration:  Permanent

Speed: Long

Range:  Touch


Drain: 28

Turns the next victim touched into a stone statue.  As a statue the victim does not age, hunger, thirst, nor is he aware of the outside world.  This spell is not effective against golems, skeletons, or other non-living creatures.  Living creatures made from stone are immune to the effects of this spell.  The victim may save with defensive tactics or a dodge.  

Anyone trapped in this form will gain an automatic willpower save against any spell that would alter this form such as Stone to Mud.  The character also has a PV of 25 and is immune to everything that stone would be.  If restored to normal flesh, the current state of the statue must be considered.  Missing limbs and digits will be missing, but not bleeding.  Small divots would deal 1d10 injury each while large gashes may deal 2d10.  The GM must determine how much injury the character has suffered, but it should never be enough to kill them.  Add any superfluous injury instead as accumulated injury.

Flight

Arkana / Rank:  Power 2
Duration: Scene


Speed: Normal
Range:
Touch


Drain: 11

Grants the power of flight to the individual touched.  The recipient is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character cannot fly too high.  Speed is equal to the running speed of the character, but the character cannot be carrying more than his (Strength + Health) ÷ 2 in lbs.
Quick – This variant of the Flight spell may save many a character’s life from a painful fall.  The touched character may fly as per the longer version of the spell for the caster’s spell rank in rounds.  The drain for this version is only 6.

Long – This variant is devoted to long term travel.  The character touched may stay flying for a number of hours equal to the caster’s spell rank.  The drain for this variant is 16.  This variant will exhaust the character and they must rest for at least 1 hour before attempting other physical activity.  Otherwise the character will suffer a -20 penalty to all actions and further travel will require health rolls per hour to stay conscious.  For long distance traveling consider the airspeed to be 20mph.


Float

Arkana / Rank:  Power 1
Duration: 1d10 ÷ 2 + Level

Speed: Quick

Range: Touch


Drain: 4
This spell causes uncontrolled levitation. The target will bob and float in midair.  The only propulsion is by kicking or grabbing objects and walls.  The maximum movement from a kick is ¼ the recipient’s Strength or 5’ per round crawling.  Victims may save with Defensive tactics.  Any floating character will have one lower level of defensive tactics than normal.  Any impact will careen the character in the opposite direction for 5 feet per 10 points of injury inflicted before armor.  Characters in this state will also reduce any injury actually received by 10 as they will instantly begin to float away with the initial impact.
Normal – This variant will last for the rest of the scene.  This version has a drain of 9.  


Floating Disk

Arkana / Rank:  Power 3, Energy 3
Duration: 1d10 hours + Level
Speed: Normal

Range: Up to 20’


Drain: 15


Creates a disk of magical energy that follows behind the caster.  This disk can carry up to 5 lbs. per level of experience of the caster.  The disk can travel up to 20’ per round, but cannot travel farther than 20’ from the caster.  If this occurs the disk will float motionless until the duration expires.


Force Field

Arkana / Rank:  Energy 3
Duration:  2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 8

Creates an impervious wall of energy that will absorb any attack.  Gases can pass through the wall unhindered.  The energy is translucent and can be shaped as a wall, a box, or as a hemisphere.  If shaped as a wall it may be 10' long and 10' high for every level of the caster.  As a box only a cubed 5' volume per level of the caster can be protected.  These cubes must be adjoining and may be stacked upon each other.  Unless the characters are very small or are sitting some cubes MUST be double stacked.  Hemispheres will have a radius of 5' for every 3 levels of the caster and a height of 5' + 2' for every 3 levels.
Long – This variant is identical to the standard version except that it will last for the rest of the scene.  The drain for this variant is 14.


Forced Change

Arkana / Rank:  Power 3, Physical 3
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 8

Induces the transformation into the victim’s truest form.  The victim may roll willpower to save against the effects of this spell.  Any illusionary enchantments or shape changing is immediately cancelled.  The GM has the final decision in what the truest form is, but should generally be considered what the character was at birth.


Forget

Arkana / Rank:  Mental 2
Duration:  Permanent

Speed: Long
Range: Level x 5’


Drain: 24
Forces the victim to completely forget about any one event.  The memory is unrecoverable by normal means if the victim fails a willpower roll.  Situations that occurred because of this forgotten event will be remembered or perceived as having different causes.  Events that are paramount to the life and history of the victim will grant a bonus of +25 to save.  

Freezing Wind

Arkana / Rank:  Energy 4
Duration:  Instant


Speed: Normal

Range: Level x 10’


Drain: 10

Creates a sudden gust of chilling wind that whips outwards in all directions with extreme force.  At point blank range 6d10 + level + 1/10th the casters skill is dealt.  At each 5' increment reduce the injury done by 1d10.  A successful dodge may reduce injury.  Injury done can be reduced by armor.

Frost Cone

Arkana / Rank:  Energy 4
Duration:  Instant


Speed: Normal

Range: 15’


Drain: 10
Sprays frost in a cone close to the caster.  The square directly ahead of the caster is affected, so are the next three squares directly in front of that square, and finally the five squares directly in front of that. Injury done is equal to 5d10 + level + 1/10th the casters skill.  The victim may attempt to dodge by rolling an AGL check.  Armor will reduce any injury received.

Frost Stream

Arkana / Rank:  Energy 3
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 8
Creates a large stream of frost that shoots from the caster's hand in one direction up till the range of the spell.  Anyone in that line of cold may attempt an AGL dodge roll to move 5' in any direction.  At 10th level the width of the stream is 5 feet, at 20th the range increases to 15 feet. 5d10 injury is done, with a bonus of one-tenth the caster's use skill.  Armor will reduce any injury received.

Gills

Arkana / Rank: Physical 1
Duration: Scene


Speed: Long
Range: Self or Touch

Drain: 12

The individual touched will grow gills and be able to breathe under water for the duration of the spell.  While underwater the individual will be unable to communicate and cast spells normally.  If the person is removed from the water without canceling the spell, the recipient will suffer no ill effects.  The gills are a secondary method of breathing only.

Graft Limb

Arkana / Rank:  Physical 2, Power 2
Duration:  1d10 + Level Hours
Speed: Long

Range: Touch


Drain: 16

The necromancer may use this spell to attach a severed limb to his body.  The limb will have all of the abilities, limitations, and attributes it possessed when still attached to its original body.  The spell caster may only graft and control up to his spell rank + 3 in limbs.  Any more than this number and the limbs will act on their own at very inopportune times.

Group Mind-link

Arkana / Rank: Mental 2
Duration: Scene


Speed: Long

Range: Level x 5’


Drain: 14

This spell creates a very fragile network of directed thoughts, images, and concepts to a select group of individuals within range.  The caster may select up to her level in people to include within the link.  Anyone who does not wish to join this mental net automatically has a successful save.  This spell cannot read minds or memories, only those thoughts directed to the group.  Certain spells can effectively be relayed through this mental network.  For example, Tongues can be used to instantly translate for everyone participating.  However, the translation will be heard in the voice of the person who actually has been enchanted with Tongues.  They may also choose whether or not to send the correct translation through the pipeline or edit their directed thoughts.  This requires only a willpower roll to accomplish.  Once cast the member may spread out as long as there is at least one other participant within range.  Anyone who leaves the range will find their link severed.


Group Teleport

Arkana / Rank:  Power 5
Duration:  Instant


Speed: Long

Range: 1 mile per level

Drain: 15

Instantly transports the caster and up to the caster’s spell rank in other individuals to any location within the range of the spell.  There are no penalties if the caster either knows the location intimately or if it is within line of sight.  If not there is a 20% penalty to the Cast Power Spells skill.


Growth

Arkana / Rank:  Physical 2
Duration:  1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

The recipient will suddenly double in size.  Strength and Health will also double in score for the duration.  Injury points and injury bonuses will increase accordingly.  Any injury should be removed from these temporary injury points first, as they will vanish at the end of the duration.  Any armor or clothing worn will rip and tear as the character grows in stature.  The character will suffer the PV in injury of any armor worn during this transformation.
Long – This variant is identical to the standard spell except that it will last for the rest of the scene.  The drain for this version is 14.

Ogre’s Blessing – This variant is also a long spell and the caster will suffer 9 drain.  The target will not suffer any injury due to clothing or armor as anything worn will increase in size as well.  The duration remains as 1d10 + Level in rounds.

Hallucination

Arkana / Rank:  Mental 5
Duration:  4d10 + Level hours
Speed: Long

Range: Level x 10’


Drain: 22

This spell creates either a large scale illusion or an entire world from within the caster’s mind.  If the large scale illusion is selected then most items, people, and creatures remain the same except for those things cloaked in illusion.  The creator may choose exactly what stays the same and what changes.  This can change upon the caster’s whim and only requires one action to reconstruct the Hallucination.

Anyone stepping into the range of the Hallucination must save with Willpower or be drawn within.  Even those who successfully save may choose to see and hear the hallucination but not be affected by it.  The caster can interact with both worlds and can always choose to see reality without difficulty.  The creator of the Hallucination is considered to have the option Will-working while inside the fantasy world.  This spell will have no real world effects except to living creatures, or the effects that those creatures do in their ignorance.

Heal

Arkana / Rank:  Physical 1
Duration:  Instant


Speed: Quick

Range: Touch


Drain: 4

Heals 2d10 injury points plus the level of the caster plus one-tenth the healer’s Cast Physical Spells skill.


Heat Object

Arkana / Rank:  Energy 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Heats a target piece of metal.  If cast upon a metal weapon the caster must roll Willpower each round or drop the weapon.  If successful the victim will receive injury equal to the level of the caster.  The victim can choose to drop the weapon at anytime.  If cast upon metal armor the victim will receive 1 point per spell rank of the caster of injury every round until the armor is removed or the duration elapses.


Hedge Wizardry

Arkana / Rank:  All 1
Duration: Instant


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Can be used to perform any one simple action or chore.  This action can include cleaning oneself, collecting fallen pebbles, counting coins, separating items, flavoring food, or any of one million other household uses.  This spell can never inflict injury.


Hesitation

Arkana / Rank:  Mental 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Causes a group within range to lose the initiative in combat.  The other group may attempt to save by rolling the greatest willpower of the group.  If unsuccessful, they automatically lose the next initiative roll.  Even if successful that group gains a penalty of 1 to initiative.



Hologram

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range: Level x 5’


Drain: 11

Hologram creates the visual illusion of something.  This hologram is fully visible to everyone within range.  This hologram can move and act as the caster directs within the range of the spell.  It cannot speak, deal any injury (without outside assistance), or leave the range from the caster.  If the caster travels with the hologram it can go as far as the caster desires.  


Ice Bolt

Arkana / Rank:  Energy 1
Duration: Instant


Speed: Quick

Range: 10’ + 5’ per 2 levels

Drain: 4
Deals 3d10 Injury plus the level of the caster plus 1/10th her Cast Energy Spells skill.  The victim may save with Defensive Tactics against the caster’s Ranged Strike skill.  Armor will reduce any injury received.  

Ice Shards

Arkana / Rank:  Energy 2
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 6
Creates one magical shard of ice for every 2 levels of the caster.  Each shard will inflict 1d10 injury.  In addition add one-tenth of the caster's use skill to the total injury done.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Armor will reduce any injury received.  The victim may save with defensive tactics.

Ice Storm

Arkana / Rank:  Energy 5
Duration:  Instant


Speed: Long

Range: Level x 10’


Drain: 15
Summons a rain of liquid nitrogen in an area up to a maximum of 45' x 45'.  The caster may regulate the actual size of the ice storm. Every creature within the area of effect will receive 1d10 injury per 2 levels of the caster.  Victims may attempt to dodge out of the area of effect, but if unable will still take full injury.  Armor will reduce the injury taken.

Ice Tendrils

Arkana / Rank:  Energy 4
Duration: Instant


Speed: Normal

Range:
Level x 10’

Drain: 10

This spell spews a small tendril of ice and frost at the target.  Each tendril will inflict 1d10 injury.  In addition add one-tenth of the caster's use skill to the total injury done.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Armor will reduce any injury received.  The victim may save with defensive tactics.

Ice Weapon

Arkana / Rank:  Energy 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Self or Touch

Drain: 4
Creates a weapon of pure ice in the hand of the individual touched.  The weapon will appear to be any weapon that the caster desires.  Must use the wielder’s weapon skill.  Whatever the form, the weapon will inflict the amount shown below, + 1/10th of the caster’s Cast Energy Spells skills.  The bonuses for combat skill and strength are still applied.
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Ignite Fire

Arkana / Rank:  Energy 1
Duration: Instant


Speed: Quick

Range: Self


Drain: 2

Creates a small flame in the casters hand, finger, thumb, etc.  This flame can be used to light a campfire, candle, etc.  Acts like a match except it does not burn the caster.  It can be used as a weapon for 1 point of injury.


Ignore

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range: Self or Touch

Drain: 11

Forces everyone to ignore the recipient.  They will be aware of the character’s presence but will not take any notice of it.  If the character attacks or casts a spell on someone who is ignoring the character the spell is automatically broken for that individual.  If the character attempts to do something that would attract the hostile attention of someone in the room, such as opening a guarded door or taking the crown jewels, that individual may attempt a Willpower roll.  A successful roll will allow that individual to act accordingly. 


Ignore Injury

Arkana / Rank:  Physical 1, Mental 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

Allows the individual touched to ignore all pain caused by her wounds.  It will remove all penalties to skills due to injuries, pain spells, or other sources.  Does not heal the character; it simply allows her to continue to act without difficulties.  The character will slip into unconsciousness at zero injury points.

Long – This variant will extend the duration of the effect until the end of the scene.  The drain for this version is 12.


Illusion

Arkana / Rank:  Mental 3
Duration:  Scene


Speed: Normal

Range: Level x 5’


Drain: 13

Creates an imaginary illusion within the minds of everyone within range.  This illusion can be of anything, and does not require a solid object to cover.  All injury inflicted by the illusion will seem real to those who fail a Willpower roll at casting.  Those who succeed this willpower roll may choose to completely ignore the illusion or continue to see it, but suffer no ill effects from it.  After casting the victims will only receive a perception save if there is some logical reason to do so.  Those who succeed in this perception save will not suffer any ill effects but will continue to see, hear, and feel the illusion.

Illusionary Beauty

Arkana / Rank:  Mental 2
Duration: Spell Rank in hours
Speed: Normal
Range: Touch


Drain: 13

This spell will cast an illusion of beauty on the body and features of the individual touched.  The Beauty attribute will increase 20 + the level of the caster.  Since this spell is mostly holographic in nature, a perception save will allow the character to notice the illusion.  The illusion will still remain fully visible, and will retain just enough illusionary properties to retain tactile sensations.

Immolate

Arkana / Rank: Energy 2
Duration: 1d10 + Level

Speed: Normal

Range: 5’



Drain: 6

Creates a field of fire around the caster in all directions.  Every square around the caster takes 2d10 injury plus the caster’s level.  Victims may attempt a dodge to avoid injury.  In addition the caster is immune to all fire and heat based attacks for the duration of the spell.  Armor will reduce the injury taken as normal.

Increase Pressure

Arkana / Rank:  Energy 1, Power 1
Duration:  Instant


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

This spell will cause a sudden increase of pressure around the victim dealing 1d10 points of injury.  The victim may attempt a Health roll to avoid staggering or falling.  All of the fragile items carried and worn by the victim will break.  Gems will activate after being broken by this spell.


Inferno

Arkana / Rank: Energy 5
Duration: 4d10 + Level

Speed: Long

Range: Level x 5’


Drain: 15

Creates a raging inferno that covers a 45' x 45' area.  Everyone in the inferno will receive 5d10 + the caster's level + 1/10th the caster's Cast Energy Spells skill.  Each round that the victim is within the inferno, they will receive injury.  At casting anyone may attempt to save with a dodge, realizing that only those at the edge have the possibility of actually escaping harm.  Victims within the inferno may only walk or jog.

Normal – This variant is also known as Blazing Winds.  The effects are identical to the longer variant, but only lasts a number of rounds equal to the caster’s spell rank.  This version only has a drain of 12.

Information Stream

Arkana / Rank: Mental 2
Duration: 1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Allows the caster to feed information into the victim’s head.  A successful Intellect roll or skill roll is required to realize if the knowledge is false.  The victim may roll willpower to close his mind to any more intrusions.  This spell cannot control or possess anyone.  This spell can be used to help assist in the teaching of information based disciplines and will grant a bonus of +10 to any such roll.

Invisibility

Arkana / Rank: Power 2, Energy 2
Duration: Scene


Speed: Normal

Range: Touch


Drain: 11

Creates a field around the recipient that bends all light.  The recipient cannot be seen by any normal means, but can also not see out without magical assistance.  A hearing or smell roll can detect the invisible character, but there is still a penalty of - 80 to hit an invisible character.


Jinx

Arkana / Rank: Power 2

Duration: 1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

This spell will give the victim bad luck for the duration of the spell, or cancel the effects of a Luck spell.  The bad luck is in the form of a penalty to all rolls and an increased chance to fumble.  The victim may attempt a successful Luck roll to save.  If unsuccessful the victim will have a penalty equal to twice the caster’s level, and will fumble on any roll of 91–100.

Long – This variant is also known as the Evil Eye.  This version has a drain of 14 but will last until the end of the scene.

Juggernaut

Arkana / Rank: Physical 5
Duration: 4d10 + Level

Speed: Long

Range: Touch


Drain: 15

The individual touched will receive the benefits from the following spells: Body Weaponry, Growth, Metal Form, and Resist Magic.  For more information, read the effects for each spell.



Jump

Arkana / Rank:  Physical 1
Duration:  Instant


Speed: Quick

Range: Touch


Drain: 4

This spell allows the caster or any individual touched to leap 20 feet instantly from a standing position.  A running leap will receive a bonus of 20 feet.  This spell is not a teleport spell.  The recipient actually leaps through the intervening space and must have enough clearance to make the jump.  This spell can also be used to ignore up to 20 feet of any fall.


Leech

Arkana / Rank:  Physical 4, Necromancy 4
Duration:  3d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 10

This spell steals from the victim’s injury point total every round.  2d10 + Level + 1/10th the Cast Spells skill of the caster is taken.  Every point taken can heal the caster for one if necessary.  The remaining points are converted into a pool that the caster can use to cast spells without draining himself or replenish their own drain.  Every two points of injury done are worth one point in the drain pool.  Necromancers often employ this spell.

Levitate

Arkana / Rank:  Power 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 
Touch


Drain: 4

Allow the recipient to levitate up or down at the rate of 10’ per round.  The character levitating has complete control over her movements but cannot move horizontally.  The levitating character also retains leverage while floating in mid-air as if standing on the ground.


Life Ward


Arkana / Rank:  Physical 3
Duration:  Continual

Speed: Long
Range: Touch


Drain: 21

The individual touched will gain the effects of a one-use Pin of Life Protection.  The spell will lie dormant until one of the following events occurs: receives more than 50 points of injury from a directed spell or single strike, any fall which would kill the character, or a critical hit.  When the spell activates it will prevent that event from occurring to the ensorcelled individual.


Lightning Bolt

Arkana / Rank:  Energy 3
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 8
Creates a large ionized trail of electrons that shoots from the caster's hand in one direction up till the range of the spell.  Anyone in that line of fire may attempt a dodge roll to move 5' in any direction.  At 10th level the width of the stream is 5 feet, at 20th the range increases to 15 feet.  4d10 injury is inflicted, with a bonus of one-tenth the caster's use skill.  Metal armor will not reduce any injury received, and will instead inflict additional injury based on the armor value.

Lightning Ward

Arkana / Rank:  Energy 2
Duration:  Continual

Speed: Long
Range: Touch


Drain: 19

Creates a simple one shot rune on an item that is activated by touch.  If anyone but the caster touches or moves the item in any way the ward will activate and inflict 1d10 injury for every 2 levels of the caster plus one-tenth the use skill.  There is no save against this ward.  Metal armor will add their PV in injury to the victim.

Link Health

Arkana / Rank:  Power 3
Duration:  2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 8

Links the caster and the victim together in life or death for the duration.  Any injury dealt to one of the pair is instantly dealt to the other.  Any critical hit wounds are also duplicated.  If one of the pair is drugged, comatose, or killed the other will quickly follow unless a successful Health roll is made.  

Long – This variant is identical to the shorter version except that is will remain in effect for the rest of the scene.  The drain for this variant is 16.


Location Shift

Arkana / Rank:  Power 2
Duration:  Instant


Speed: Normal

Range: Self


Drain: 6

This spell will instantly transport the caster and all of his equipment 10' + the level of the caster in any direction.  This square must be within line of sight, but may be obstructed by ice, bars, glass, or other translucent material.

Long – This variant of Location shift enables the caster to teleport up to 50’ plus the level of the caster.  All other conditions and requirements are identical to the original spell.  The drain for this version is 9.

Luck

Arkana / Rank: Power 2
Duration: 1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

This spell will give the victim good luck for the duration of the spell, or cancel the effects of a Jinx spell.  The good luck is in the form of a bonus to all rolls, a greater chance for a critical success and a decreased chance to fumble. The recipient will have a bonus equal to the caster’s level times two (should be used when calculating critical success chances), and will only fumble on a roll of 100.

Long – This variant is also known as Blessing.  This version has a drain of 14 but will last until the end of the scene.



Lycanthropic Transformation

Arkana / Rank:  Physical 4, Power 4, Necromancy 4
Duration:  3d10 + Level

Speed: Long

Range: Level x 5’


Drain: 13

This spell will transform one individual into a were-beast.  The target may roll willpower to resist the transformation if he desires.  Otherwise the target will transform into the were-beast that best represents the dark side of his personality.  Werewolves are the most generic of were-creatures.  The were-rat often represents assassins and spies, while the were-bear represents guards and protectors.  The specific creature is up to the GMs discretion.  The character gains all bonuses, abilities, and penalties of the beast for the duration of the spell.  


Mage Bind

Arkana / Rank:  Energy 2, Power 2
Duration:  1d10 hours + Level
Speed: Long
Range: 10’ + 5’ per 2 levels

Drain: 16

This spell creates a stream of shimmering energy that becomes manacles and leg cuffs on the victim.  This spell requires a touch or the Ranged Strike skill.  The victim may attempt to save with defensive tactics to avoid the effect.  These bonds will grant a penalty of –25 + the level of the caster to any dexterity or agility based skill.  In addition the victim can only walk for the duration.


Magnify

Arkana / Rank: Mental 1, Physical 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

The individual touched will be able to focus much more clearly on small objects for the duration.  Any skills that require dexterity and fine motor skills will have a bonus of + 10 while the spell is in effect.

Long – This variant will remain in effect for the rest of the scene.  The drain for this version is 12.

Mass Flight

Arkana / Rank: Power 3
Duration: Scene


Speed: Normal
Range:
Touch


Drain: 13

Grants the power of flight to the individuals touched.  The caster can give flight to one individual for every two levels of the caster.  The recipient is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character can not fly too high.  Speed is equal to the running speed of the character, but the character can not be carrying more than his (STR + HEA) ÷ 2 in lbs.   If a flying character ever travels more than 1000 feet from the caster the spell will falter and fail.

Long – This variant is devoted to long term travel.  The characters touched may stay flying for a number of hours equal to the caster’s spell rank.  The drain for this variant is 18.  This variant will exhaust the character and they must rest for at least 1 hour before attempting other physical activity.  Otherwise the character will suffer a -20 penalty to all actions and further travel will require health rolls per hour to stay conscious.  For long distance traveling consider the airspeed to be 20mph.


Mass Sleep

Arkana / Rank: Mental 3
Duration: 2d10 + Level

Speed: Normal
Range: Level x 5’


Drain: 8

Forces everyone in a 20' by 20' area to save versus willpower or fall fast asleep.  Any loud noises near the victim, physical jostles, or any injury will break this spell.  
Long – This version will force everyone to remain asleep at least until the end of the scene, unless prematurely awoken.  At the end of the scene, every sleeping victim will receive an additional willpower roll to awaken.  If this roll is failed then the victim will remain asleep for the caster’s spell rank in hours.  This variant has a drain of 16.

Mass Sticky Goo

Arkana / Rank:  Physical 3
Duration: 2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 8

When cast this spell expels a large mass of sticky goo at the victims.  One victim can be selected for every two levels of the caster.  This spell requires the caster to have the Ranged Strike skill.  Each victim may attempt either a dodge or use defensive tactics to save.  If hit by the sticky goo, the victim can move only 5’ per round and will have a penalty to strike of 10 + the casters level.


Mature

Arkana / Rank:  Physical 5, Necromancy 5
Duration:  Permanent

Speed: Long

Range: Level x 5’


Drain: 30

This spell will age a victim one age group.  The age groups are as follows: Infant, Child, Adolescent, Young Adult, Adult, Middle Aged, Mature, Elder, and Dead.  If the spell pushes the victim’s age group to dead there is no chance to resurrect the character.  The victim may attempt to save using a Health roll.  Success denotes the spell had no aging effect but will still drain the victim for 3d10 + level injury.


Meditation

Arkana / Rank:  Mental 1, Power 1
Duration: Special


Speed: Normal

Range: Self


Drain: 4

By use of this spell the caster can cause time to freeze around him.  However, he is also frozen and cannot act.  This spell will grant the player time to think, argue, and plan with the other players for one real-time minute.  Any decisions or plans that are the result of this meditation can only be known or implemented by the caster.  Group Mind Link cannot be combined with this spell as time is frozen for everyone but the caster.  
Long – This spell is identical to the standard version of this spell except that it gives the players up to five minutes to think, plan, and argue.  The drain on this variant is 9.


Memory Implant

Arkana / Rank:  Mental 2
Duration:  Permanent

Speed: Long
Range: Level x 5’


Drain: 24

Causes the victim to remember a distinct memory of one event that did not occur.  The caster can borrow an event from his past, or create one.  A created one allows the victim to roll awareness to detect a fatal flaw in the faked memory.  The memory will still be there but the victim will be able to ignore it.  Anyone who has greater knowledge, familiarity, or experience with the victim will grant a penalty equal to – 20 to this roll.  Those who have little or no familiarity with the victim will grant them a bonus of +20 to save against it. 

Message

Arkana / Rank:  Mental 1, Power 1
Duration: Instant


Speed: Quick

Range: 10’ + 5’ per 2 levels

Drain: 4

Sends a short telepathic message to anyone within range.  One word can be sent per level of the caster.  The target will automatically realize who sent the message.  There is no save as the target may easily choose to completely ignore the telepathic message.

Metal Form

Arkana / Rank:  Physical 4
Duration:  3d10 + Level

Speed: Normal

Range: Self


Drain: 10

Converts the caster’s body into a moving metal being that resembles a smooth statue.  This transformation makes the caster immune to gas effects, poisons, cold, electricity, and takes ½ injury from fire.  In addition the metal form has a natural PV of 10 + the level of the caster, and will grant a temporary injury point bonus of 100.  All equipment will remain on the outside of the casing, but any armor or clothing will temporarily merge with the second skin.  The character will greatly resemble an iron golem.

Long – This variant will allow the caster to cast this spell upon another with a touch.  The drain for this version is 13.


Mirror Sight

Arkana / Rank:  Power 3
Duration:  Scene


Speed: Normal

Range: 5 miles per Level

Drain: 13

Very similar to clairvoyance, mirror sight allows the wizard to view an area from a great distance.  With mirror sight, the caster must have a scrying device to peer into and a reflective surface at the target area.  This reflective surface must be highly polished and very reflective.  Examples include a pool of very calm water, ink, polished steel or iron, glass, ice, or highly polished stones.  The GM must decide if the reflective surface meets the requirements.  The spell will only allow vision from the angle of the reflection and cannot be moved.  A successful Scrying roll will allow the caster to refocus the target of the spell to another surface.  This spell does not allow the caster to hear anything in the target area.


Mirror Speak

Arkana / Rank:  Power 4
Duration:  Scene


Speed: Normal

Range: 10 miles per Level

Drain: 15

This spell is a far more powerful version of Mirror Sight.  While still requiring a scrying device, and a reflective surface at the other end, Mirror speak will allow two-way visual and audile communication.  In addition, the spell caster may cast spells through the device as if they were at the target area.  The range of the spell must be considered from the point of the reflection outwards.  This spell interaction works both ways.


Monstrous Weaponry

Arkana / Rank:  Physical 5
Duration:  4d10 + Level

Speed: Normal

Range:  Touch


Drain: 12

This spell temporarily modifies part of the body of the spell recipient.  The spell causes the person to transform one or more arms into large monstrous limbs with razor talons.  To strike, the person must use his or her brawling, unarmed combat, or martial arts skill.  The weaponry will inflict the amount shown below, + 1/10th of the caster’s Cast Physical Spells skills + the recipient’s strength.  The bonuses for combat skill and strength are still applied.
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	17
	21
	25
	29
	33
	37
	41
	45
	49
	53



Multiplicity

Arkana / Rank:  Mental 2
Duration:  1d10 + Level

Speed: Normal

Range: Touch


Drain: 6

Creates multiple images of the target, one per 5' square next to the caster.  These multiple images can be controlled and directed to move up to 30 feet from the caster.  One mirror image can be created for every 4 levels of the caster.  Attackers may receive a perception roll to focus on the correct subject, but the false images will still remain.

Long – This variant will remain in effect until the end of the scene.  The drain for this version is 14.


Napalm

Arkana / Rank:  Physical 3
Duration: 2d10 + Level

Speed: Normal

Range: Level x 5'


Drain: 8

Expels a highly flammable noxious gel at the target.  The caster must have the Ranged Strike skill.  Victims may attempt to save with either a dodge or defensive tactics.  The first phase the napalm hits the target.  The second phase the napalm self ignites dealing 2d10 + the casters level.  Every round thereafter the victim will continue to receive 2d10 + the casters level in injury.  Once splattered the napalm can only be removed with a successful Hedge Wizardry spell (Freshen), Dispel Major Magic, or allowing the duration to elapse.  Armor will reduce the injury taken each round.  The victim will have a penalty of - 30 to all skills and actions attempted due to the excruciating burning.


Negate Injury

Arkana / Rank:  Physical 3
Duration:  Instant


Speed: Normal

Range: Touch


Drain: 8
Saves the victims life if injury points drop to or below zero.  Unlike Save from Death the character does not slip into a coma.  The individual will be unconscious for 1d10 rounds, but will awaken with 10 + 2d10 injury points.  The character can resume normal adventuring activities, and be healed using magic normally.  


Negate Poison

Arkana / Rank:  Physical 3
Duration:  Instant


Speed: Normal

Range: Touch


Drain: 8

Removes a non-magical poison or toxin from any drink, food, gas, or bloodstream.  Any injury dealt to a victim must be healed normally.


Night-vision

Arkana / Rank:  Physical 2, Necromancy 2
Duration:  Scene


Speed: Normal

Range: Touch


Drain: 11

Allows the individual touched to see in the dark as if they were in daylight.  There must be some light for this ability to work.  It is identical to the racial ability of the same name.  This spell grants the individual with a night-vision of 5’ for every level of the caster.  If the target already has night-vision, then they will receive a bonus of 15’ + 5’ for every five levels of the caster.

Quick – This variant of the spell will only last for the caster’s spell rank in rounds.  The drain for this version is 6.


Object Shift

Arkana / Rank:  Power 2
Duration:  Instant


Speed: Long
Range: Touch


Drain: 9

This spell instantly shifts one non-living object 10' + the level of the caster in any direction.  This square must be within line of sight, but may be obstructed by ice, bars, glass, or other translucent material.  The item to be shifted must be in the caster’s hand, and can only weigh 10 lbs. per level of the caster.  This item cannot be shifted into another object or creature.

Object Teleportation

Arkana / Rank: Power 3
Duration: Instant


Speed: Long
Range: 1 mile per level

Drain: 11

Instantly transports one non-living object the caster touches to any location within the range of the spell.  There are no penalties if the caster either knows the location intimately or if it is within line of sight.  If not there is a -20 penalty to the Cast Power Spells skill.  The item to be shifted must be in the caster’s hand, and can only weigh 10 lbs. per level of the caster.  This item cannot be shifted into another object or creature.


Object Transport

Arkana / Rank:  Power 2
Duration:  Instant


Speed: Long
Range: 10' + Level


Drain: 9

Instantly transports one non-living object to the caster.  This object must be within line of sight, but may be obstructed by ice, bars, glass, or other translucent material.  The item to be transported can weigh no more than 10 lbs. per level of the caster. 

Obscure

Arkana / Rank:  Mental 2, Physical 2, Necromancy 2
Duration:  Scene


Speed: Normal

Range:  Touch


Drain: 11

This spell strips the victim of his or her sense of vision, both day and night.  This version of Blindness is not permanent and will fade once the duration elapses.

Quick – This variation of the spell lasts only a number of rounds equal to the caster’s spell rank.  This version is designed when only a modest and short advantage is required.  The drain is 6.

Observation

Arkana / Rank:  Mental 3, Power 3
Duration: Scene


Speed: Normal

Range:
1 Mile per Level

Drain: 13

This spell gives the caster the gift of second sight looking into a non-magical crystal ball, mirror, or a pool of water.  The caster can see and not hear any person, place, or thing within range.  The caster must concentrate upon watching the vision unfold and cannot act for the duration without breaking the spell.  The caster may choose a point of view as if they were physically in the room.  They have the same visual acuity and abilities from this point of view that they would have normally.  The object under surveillance may move within the range of the spell, but if it leaves the area the spell is broken.  The caster may also not change subjects without breaking the spell.  Small details and hidden secrets require a Scrying roll to refocus from a different vantage.  If the subject is within or on a moving vehicle or riding animal, the point of view travels with the subject.  


Omniscience

Arkana / Rank: Mental 5
Duration: Scene


Speed: Long

Range: Self


Drain: 20

This spell draws upon every sentient creature within 10 miles.  The caster can choose to see, hear, or know anything that any of the creatures can.  This spell requires a willpower roll afterwards to regain the caster’s sanity.  Otherwise he will suffer from the effects of a Delusions of Grandeur spell.  The caster does not remember anything gained after the conclusion of the spell.



Open Lock

Arkana / Rank:  Physical 1, Power 1
Duration:  Instant


Speed: Normal

Range: Touch


Drain: 4

Unlocks any one non-magical lock.  This spell does not actually open the door, gate, or chest.  It also does not search for nor disarm any traps or protections on the lock.


Pain

Arkana / Rank:  Mental 2, Necromancy 2
Duration:  1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Wracks the victim in excruciating pain.  Unless the victim makes a willpower roll, he will have all skills reduced by 15 for the duration.  Also inflicts 1d10 ÷ 2 injury per round.

Paralysis

Arkana / Rank:  Mental 3, Physical 3, Necromancy 3
Duration:  2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 8

Causes a victim's body to freeze in place.  No amount of strength can move a paralyzed person without inflicting injury.  The victim may receive a save with willpower.  Each round the target may attempt a ¼ willpower roll to make one action or move up to 5 feet.  This may only be attempted once per round.

Pass wall

Arkana / Rank:  Power 2
Duration:  1d10 + Level

Speed: Long

Range: Touch


Drain: 9

Allows the recipient to walk through walls and other solid objects for the duration of the spell.  These solid objects cannot be organic or living. Normal weapons and injury-inflicting spells will do no injury during this time, but the recipient cannot interact with solid matter either.  Two characters that both have this spell active can fight, touch, or otherwise interact normally.  Items cannot be dropped while in this form.


Phantasm

Arkana / Rank:  Mental 5

Duration:  Instant


Speed: Long

Range: Spell Rank x 5’

Drain: 15

Creates an image in the victim’s mind so horrible and terrifying that it causes a heart attack.  The victim may roll willpower or health to save, but failing will die in 1d10 ÷ 2 rounds.  At this point only a save from death will revive the character, but will ignore the natural healing requirements.   Life Ward, Negate Injury and Restore will all prevent or negate this spell.

Pocket

Arkana / Rank:  Power 2
Duration:  1d10 hours + Level
Speed: Normal

Range:  Touch


Drain: 13

Turns one normal pocket or storage area into an Extra-dimensional storage area.  The maximum weight and volume that can be placed into this storage area is 1 lb. and 4 cubic inches for every level of the caster.  The pocket even when full will appear to be empty, and weighs only 1/10th the actual weight.  Anything left inside the pocket when the duration expires is transported just outside the pocket.  

Poisoned Slivers

Arkana / Rank:  Physical 3, Necromancy 3
Duration:  Instant


Speed: Normal

Range: Level x 5’


Drain: 8
Creates one magical dart of bone or wood for every 2 levels of the caster.  Each dart will inflict 1d10 injury.  In addition add one-tenth of the caster's use skill to the total injury done.  The caster must first summon the energy to cast the spell and then direct the energy using the Ranged Strike skill.  Additional targets must be rolled for separately, and each additional target will incur a cumulative -10 penalty to all of the targets.  The caster may choose to add additional targets by dividing the injury dice amongst them as he wishes.  No target may be assigned less than 1d10 injury.  Armor will reduce any injury received.  The victim may save with defensive tactics.  Once the target has been hit, the victim must save against poison with a health roll.  The poison type inflicted is equal to the character’s spell rank - 2.  The caster may choose which form of poison is used for each casting of this spell. 


Poisoned Touch

Arkana / Rank: Physical 2, Necromancy 2
Duration: 1d10 + Level

Speed: Normal

Range: Self


Drain: 6

This spell gives the caster a poisonous touch for the duration of the spell.  No additional injury is inflicted, unless combined with an Animal Weaponry spell or the like.  If a hand-to-hand combat strike is successful the victim must save against the poison with a Health roll.  The poison type inflicted is equal to the caster’s spell rank - 2.  The caster may choose which form of poison is used for each casting of this spell. 


Portable Hole

Arkana / Rank:  Power 2
Duration:  1d10 + Level

Speed: Long

Range: Touch


Drain: 9

Creates a hole through any solid surface.  This surface must be non-living, non-organic, and non-sentient.  The hole will be up to 1’ deep and one 1’ wide per level.  The surface will not be damaged in any way when the duration ends.  This spell requires one phase to open and close the aperture.  Even if cancelled by the caster, it still requires the one full phase to close the magical aperture.

If something remains in the hole when the duration ends, it is destroyed and unrecoverable.  Magical items when placed into the portable hole tend to expel their magical energies both into the extra-dimensional space and into real space.  The exact effects must be determined by the Game Master, but usually it is a reflection of the powers and intent of the magical device.  Enchanted items that have been enchanted to be indestructible can be destroyed by the use of this spell.  In addition to the normal magical burst of energy, there is often an explosion caused by the extreme amount of power contained in such an item.  

Possession

Arkana / Rank:  Mental 4
Duration:  Scene


Speed: Long

Range:  Level x 10’


Drain: 18
Allows the caster to temporarily control all of the actions of the victim.  The victim will receive a willpower roll.  If an action goes against the character's morality the victim receives an additional save.  The victim will never allow himself to be killed.  The spell caster’s body sits in a helpless state until the spell’s duration is complete.  Any victim that succumbs will have a cumulative penalty of - 5 for each additional failure to save against the same person, creature, or item.  This penalty is applicable for command, possession, or any similar spell.

Probe Magic

Arkana / Rank:  Mental 3, Power 3
Duration:  Instant


Speed: Long
Range: 10’


Drain: 11

This spell allows the caster to identify the effects, charges, uses, curses, abilities, and other magical properties of an object or field.  Objects that have intelligence may roll WIL to hide some or all of their properties.  

??? Should this spell require the enchantment skill to be effective?  The better the enchanting skill roll while casting this spell the better the information gleaned?  Makes sense to me.  Resisting objects could do ¼ Willpower contested or take a portion off like DT from the caster’s skill.


Purify Food

Arkana / Rank:  Power 1, Physical 1
Duration:  Instant


Speed: Normal

Range: Touch


Drain: 4

Removes all toxins, poisons, impurities, chemicals, and bio-organisms from food.  For every level of the caster, one person’s meal can be purified.  At 10th level the caster will also know exactly how much and of what substance was in the liquid.


Purify Liquid

Arkana / Rank:  Power 1, Physical 1
Duration:  Instant


Speed: Normal

Range: Touch


Drain: 4

Removes all toxins, poisons, impurities, chemicals, and bio-organisms from a liquid.  If two or more liquids are in a solution, the spell will remove the liquid with the lesser quantity.  At 10th level the caster will also know exactly how much and of what substance was in the liquid.


Push

Arkana / Rank:  Energy 1
Duration: Instant


Speed: Quick

Range: 10’ + 5’ per 2 levels

Drain: 4
Shoves the target back 5' for every 5 levels of the caster.  The victim may attempt to roll strength or dodge to resist.


Pyrotechnics

Arkana / Rank:  Energy 1
Duration: Up to 3 rounds

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

Creates a sparkling cascade of beautiful fireworks and sparks.  The sounds emitted are shrill whistles, pops, and bangs.  The caster can alter the color and sounds to taste, but there is never any injury inflicted.

Long – This version of pyrotechnics was designed for large parties, gatherings, and celebrations.  The caster can continue to amaze and amuse watchers for the rest of the scene.  The drain on this variant is 12.  


Reflective Shield

Arkana / Rank: Energy 1
Duration: 1d10 ÷ 2 + Level

Speed: Quick

Range: 5’



Drain: 4

Creates an invisible, intangible mirror.  The caster must state the size, angle, and direction it is facing.  The reflective surface can be up to 5’ x 10’ in area.  Once cast the mirror cannot be moved or changed.  This spell will reflect light and gaze attacks, but will not reflect images.

Normal – This version is similar to the standard spell, but creates a highly polished reflective surface that is visible to at least one direction.  The caster may determine if the surface is a one way mirror, opaque on one side, or reflective on both sides.  The surface seems to be solid but is completely non-material.  The drain for this variant is 6.

Regeneration

Arkana / Rank: Physical 3
Duration: 2d10 + Level

Speed: Normal

Range: Touch


Drain: 8

When cast upon an individual, this spell will heal any injury at a rate of 1d10 + 1/10th the individual’s health every other round.  This spell will not increase the subject’s injury points above their maximum.  This healing does not affect accumulated injury nor lost attribute points.
Quick – This version will only remain in effect for the caster’s spell rank in rounds.  The drain for this version is only 6.

Long – This version will remain in effect until the end of the scene.  The drain for this version is 16.


Remove Fear

Arkana / Rank:  Mental 2
Duration: 1d10 + Level

Speed: Normal

Range: Touch


Drain: 6

Upon casting the recipient will feel refreshed, unconcerned, and courageous.  They will feel as if a solid anchor of strength was passed to them from somewhere.  This spell will banish any effects of magical or unnatural fear and will grant a bonus of 20 + Level of caster to willpower for the duration of the spell.

Quick – This version only removes the effects of fear spells, effects, options, or other similar abilities.  There is no bonus to willpower.  The drain for this variant is only 4.

Long – This version will dispel any unnatural fear as per the normal spell, but will also grant the willpower bonus until the end of the scene.  The drain for this variant is 14.


Remove Paralysis

Arkana / Rank:  Physical 3
Duration: Instant


Speed: Normal

Range: Touch


Drain: 8

Removes any magical or unnatural paralysis from the recipient.  This will not work for victims of spinal injury or other natural paralysis.

Resist Cold

Arkana / Rank:  Physical 1, Energy 1
Duration: Scene


Speed: Normal

Range: Touch


Drain: 9

Allows the target to withstand any normal variances in temperature as far down as – 20 F.  All injury done by cold and frost based sources has a 10 + 1% per level of the caster to be ignored.


Resist Heat

Arkana / Rank:  Physical 1, Energy 1
Duration: Scene


Speed: Normal

Range: Touch


Drain: 9

Allows the target to withstand any normal variances in heat up to 212 F.  All injury done by heat and flame based sources has a 10 + 1% per level of the caster to be ignored.


Resist Magic

Arkana / Rank: Physical 3
Duration: 2d10 + Level

Speed: Normal

Range: Touch


Drain: 8
The target will become resistant to all magics, friendly and dangerous.  There is a 10 bonus + the level of the caster for the duration of the spell.  If no save is listed for a spell or if the save is defensive tactics or dodge, automatically roll the bonus as a "save".  If the save is successful the spell is resisted.

Long – This variant will remain for the rest of the scene.  The drain for this version is 16.

Restore

Arkana / Rank: Physical 5
Duration: Instant


Speed: Long

Range: Touch


Drain: 15

This spell will completely heal the individual touched of all injury.  Any poison, toxins, paralysis, sleep, or stoning effects are cancelled.   All temporary effects from critical wounds are also healed.  Permanent loss of attributes, limbs, physical senses, and accumulated injury is not affected by this spell.


Save from Death

Arkana / Rank: Physical 1
Duration: Instant


Speed: Quick

Range: Touch


Drain: 4
Saves the victims life if injury points drop to or below zero.  The character slips into a coma however for 1d10 hours.  After this rest the character has 10 injury points and can only walk until naturally healed.  This spell must be cast during the same or the very next round to have any effect for the subject.

Seal

Arkana / Rank:  Physical 1, Power 1
Duration:  Permanent

Speed: Normal

Range: Touch


Drain: 19

This spell will create a magical seal on a door, chest, lock, or other device that opens.  This seal is unbreakable by normal means.  An Open Lock spell will automatically open the door.  The door can still be smashed or the hinges removed, if they can be seen.

Normal – This version of the Seal spell will only remain in effect for several hours.  The duration is 1d10 ÷ 2 hours plus the level of the caster.  The drain for this version is 11.

Normal – This version of the Seal spell will remain in effect as a continual spell.  Spells, abilities, and phenomenon that affect continual spells will affect the seal.  The drain for this variant is 14.

Quick – This version of the Seal spell is designed to assist a quick getaway by barring a door or gate.  The seal only lasts for the caster’s spell rank in rounds, but the drain is a mere 6.


See Heat

Arkana / Rank:  Physical 2, Mental 2
Duration:  Scene


Speed: Normal

Range: Touch


Drain: 11

Allows the recipient to see heat emanations and infrared light.  This can be done with or without another visible light source.  If however a sudden burst of extreme heat occurs the caster must roll Health.  If unsuccessful the caster is blinded for 1d10 rounds.  The range of vision is equal to 5’ for every level of the caster.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

See Invisible

Arkana / Rank:  Physical 2, Mental 2, Power 2
Duration:  Scene


Speed: Normal

Range: Touch


Drain: 11

Allows the individual touched to see a darkened patch that generally follows the invisible person, creature, or item.  This patch enables the caster to target the victim with spells, weapons, or other effects.  The recipient cannot fully identify any features of the item beyond that vague patch.  The invisible victim may attempt a stealth roll to avoid being seen by the caster, if she knows that she can be seen.
Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

See Magic

Arkana / Rank:  Power 1, Physical 2, Mental 2
Duration:  Scene


Speed: Normal
Range: Touch


Drain: 11

By use of this incantation the individual touched can see any magical energies within sight.  The magical energies will appear to have vibrant colors and textures.  Enchanted items will glow a deep blue color, while spells in effect will seem to glow a reddish orange.  Spells being cast will seem to be an almost too bright yellow.  Spell casters will seem to have a light blue tinge.  This spell will not give any more information on the effects, abilities, or powers of the magic.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

Shadow’s Edge

Arkana / Rank:  Physical 2, Power 2, Necromancy 2
Duration: 1d10 + Level

Speed: Normal

Range: Touch


Drain: 6

This spell must be cast upon a weapon.  When cast the weapon will seem to dim and become shadow.  The weapon will deal no extra injury, but can now injure shadow creatures.  In addition, when a critical hit occurs or the weapon deals its maximum injury, the victim must roll health or lose one point of health permanently.


Shadowy Transformation

Arkana / Rank:  Physical 3, Power 3, Necromancy 3
Duration: Scene


Speed: Normal

Range: Touch


Drain: 13

Transforms the subject and all items carried into a creature of shadow.  The subject gains all of the abilities and penalties of a shadow.  In short, shadows cannot be struck by normal weapons, but can be the victims of spells.  In addition, when a critical hit occurs or the weapon deals its maximum injury, the victim must roll health or lose one point of health permanently.


Shape-change

Arkana / Rank:  Physical 2
Duration:  Scene


Speed: Normal

Range: Self


Drain: 11

Allows the caster to alter his features, race, and sex or become any one non-magical creature of similar size and mass or smaller.  The smallest size that a character using this spell could become is approximately the size of a mouse.  Any natural abilities, attributes, or armor is automatically gained for the new form.  Any equipment carried becomes part of the mass of the creature. 
Quick – This version is identical to the standard spell except that it lasts a far shorter time.  The duration for this variant is equal to the caster’s spell rank in rounds and only has a drain of 6.

Long – This version is also identical to the standard spell except that it will remain in effect for a much longer period of time.  The duration for this variant is 1d10 + level hours and has a drain of 16.

Shape-change Another

Arkana / Rank:  Physical 3

Duration:  Scene


Speed: Normal

Range: Touch


Drain: 13


Allows the caster to alter the features, race, and sex of the individual touched. The caster can choose to turn the victim into any one non-magical creature of similar size and mass or smaller.  The smallest size that a character using this spell could become is approximately the size of a mouse.  Any natural abilities, attributes, or armor is automatically gained for the new form.  Any equipment carried becomes part of the mass of the creature. 

Quick – This version is identical to the standard spell except that it lasts a far shorter time.  The duration for this variant is equal to the caster’s spell rank in rounds and only has a drain of 6.

Long – This version is also identical to the standard spell except that it will remain in effect for a much longer period of time.  The duration for this variant is 1d10 + level hours and has a drain of 16.

Long – This version is the one most known and feared in tales of witches gone evil.  This spell will transform the victim into the appropriate shape but will last until a specific action is completed.  This action can be anything the caster chooses, but it has to be physically possible.  The GM should rule how improbable or unlikely a condition must be and still be allowed.  This variant is permanent and has a drain of 26.


Shrinkage

Arkana / Rank:  Physical 2
Duration:  1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Shrinks the victim to approximately 3" in height.  The victim's Health is unaffected, but his strength drops to 1.  All other attributes remain the same, but the victim will gain a bonus of +20 to his Defensive Tactics for the duration.

Long – This version will remain in effect until the end of the scene.  The drain for this variant is 14.

Silence

Arkana / Rank:  Physical 2, Mental 2
Duration:  1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Forces the victim to be unable to speak for the duration unless they save with a successful willpower roll.  Such a victim will be unable to communicate verbally or cast any spells that require speech.  The victim still makes noise, their bodies are not silenced, just their throats.
Long – This version will silence the victim until the end of the scene.  The drain for this variant is 14.

Long – This version is identical to the standard version, except more than one victim can be silenced at once.  Up to 1 victim may be selected for every six levels of the caster.  The drain for this variant is 9.


Sleep

Arkana / Rank:  Mental 2
Duration:  1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Causes one individual to save with willpower or to save versus willpower or fall fast asleep.  Any loud noises near the victim, physical jostles, or any injury will break this spell.  

Long – This version will force the victim to remain asleep at least until the end of the scene, unless prematurely awoken.  At the end of the scene, the sleeping victim will receive an additional willpower roll to awaken.  If this roll is failed then the victim will remain asleep for the caster’s spell rank in hours.  This variant has a drain of 14.

Slow

Arkana / Rank:  Physical 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

Causes the target to slow unnaturally.  The victim will slow one encumbrance level and lose one action for every 7 levels of the caster.  Victims may attempt to save with willpower.


Slow Sense of Time

Arkana / Rank:  Mental 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

This spell will slow the subject’s sense of time to a crawl.  Events will seeem tooo slooow doooown.  Every action will seem to take forever to complete.  While this could be used for psychological torture, it does give the recipient a bonus of +10 to all skills.  The character’s body does not speed up, simply the time allowed her to think and plan.

Long – This version will extend the duration of the spell until the end of the scene.  The duration of this variant is 12.


Smoke Form

Arkana / Rank: Physical 2, Power 2, Necromancy 2
Duration: Scene


Speed: Normal

Range: Touch


Drain: 11

By use of this incantation the individual touched can become intangible and smoky.  This smoke form is completely controlled by the recipient and cannot be dispersed or divided.  Winds can buffet and move the individual unless he saves with willpower.  While in this form the individual can go anywhere that smoke or mist can.

Quick – This version is useful for quick escapes and getaways.  The duration of the spell is equal to the caster’s spell rank, but the drain is only 6.


Soar

Arkana / Rank:  Power 3
Duration: 2d10 Hours + Level
Speed: Long
Range:
Touch


Drain: 18

Grants the power of flight over long distances to the individual touched.  The recipient is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character cannot fly too high.  Speed is equal to the running speed of the character, but the character cannot be carrying more than his (STR + HEA) ÷ 2 in lbs.  For long distance traveling consider the airspeed to be 20mph.


Sparks of Death

Arkana / Rank:  Energy 4
Duration:  Instant


Speed: Normal

Range: 15’


Drain: 10
This spell sprays sparking electricity in a cone close to the caster.  The square directly ahead of the caster is affected, so are the next three squares directly in front of that square, and finally the five squares directly in front of that. Injury done is equal to 4d10 + level + 1/10th the casters skill.  The victim may attempt to dodge by rolling an AGL check.  Non-metal armor will reduce any injury received, but metal armors will add the PV of the armor to the injury inflicted.

Speed

Arkana / Rank:  Physical 1
Duration:  1d10 ÷ 2 + Level

Speed: Normal

Range:  Touch


Drain: 4
This incantation causes the target to become much faster.  The target will gain one action for every 7 levels of experience the caster possesses.  In addition the target will act as if one encumbrance value greater for the purposes of movement.  If already at the lowest, add 10' for every 7 levels of the caster.

Speed Sense of Time

Arkana / Rank:  Mental 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

This spell will make the subject’s time seem to fly past.  The duration of the spell will seem to be over instantly.  The victim must attempt a willpower roll each round to be able to make any active actions.  Active actions include combat, spell casting, or anything that requires impetus.  Defense and speech are passive actions and can be done without a save.

Long – This version will extend the duration of the spell until the end of the scene.  The duration of this variant is 12.


Spell Store

Arkana / Rank:  Mental 1, Power 1, Necromancy 1

Duration: 1 Hour per Level

Speed: Long
Range:  Self


Drain: 14

Allows the character to store any one spell to be used as needed within the duration of the spell.  Only the power for the storing spell is required at casting, when activated the power for the second spell will be taken normally (no roll is required for non-combat spells at activation).  Spell activation can be done either at the beginning of the encounter or in one action once combat has begun.  Only one spell can be stored in this way at any one time.  No other spells may be cast until this stored spell is cast or discarded for no cost.  Rituals may never be spell stored.
Normal – This version is identical to the standard version of the spell, but the duration is only until the end of the scene.  The drain for this variant is only 9.

Long – This version is similar to the standard version of the spell, and has the same duration.  However it also counts as a continual spell.  This variant cannot be used in conjunction with the standard form of the spell.  Each casting of this spell can be used to store a spell.  More than one spell can be stored in this way, up to the caster’s spell rank in stored spells.  Other spells may be cast while these spells are stored, and they may be released in any order desired by the caster.  However, all of the normal rules for continual spells apply to these stored spells.

Sticky Goo

Arkana / Rank:  Physical 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

When cast this spell expels a large mass of sticky goo at the victim.  This spell requires the caster to have the Ranged Strike skill.  Each victim may attempt either a dodge or use defensive tactics to save.  If hit by the sticky goo, the victim can move only 5’ per round and will have a penalty to strike of 10 + the casters level.


Stone Form

Arkana / Rank:  Physical 3
Duration:  2d10 + Level

Speed: Normal

Range:  Self


Drain: 8

Transforms the caster into solid living stone.  The caster will greatly resemble a stone golem.  Grants the wearer a PV equal to her level.  In addition the caster will gain 50 injury points for the duration of the spell.  All injury dealt to the caster will be taken from this bonus first. This transformation makes the caster immune to gas effects, poisons, cold, electricity, and takes ½ injury from fire.


Stone to Flesh

Arkana / Rank:  Physical 4
Duration:  Instant


Speed: Long

Range:  Touch


Drain: 13

This spell will revert a victim turned to stone back into flesh.  This will reverse any spells such as Flesh to Stone, or the gaze of a basilisk or medusa.  This spell will not turn a statue or golem into flesh; it will only reverse a previous spell or effect.


Stone to Mud

Arkana / Rank:  Physical 3
Duration:  2d10 + Level

Speed: Long
Range:  Level x 5’


Drain: 11

This spell will transform a section of stone into mud.  This mud can then be shaped, formed, or molded as desired.  The wizard may determine the viscosity of the mud at the time of the casting.  When the duration ends the mud will return to stone.  One 5’ x 5’ x 5’ cube of stone can be transformed for every five levels of the caster.


Strength

Arkana / Rank:  Physical 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

The recipient of this spell will gain a large bonus to his strength attribute.  This bonus is equal to 20 + the caster’s level.  This new strength should be considered for extra injury done, as well as strength rolls.  Multiple castings will lengthen the duration; not strengthen the individual further.

Long – This version will lengthen the duration to the end of the scene.  All other effects are as per the standard version of this spell.  The drain is 12.

Strengthen

Arkana / Rank:  Physical 3
Duration:  Permanent

Speed: Long
Range:  Touch


Drain: 26

This spell will harden and toughen an item held in the caster’s hand.  It can cancel a brittle spell, add 1 PV for every 7 levels of the caster to armor, or increase an item’s number of breakage points.  If Breakage points are added to an item: increase them 2d10 + the caster’s level.  The PV of armor or Breakage points of items cannot be increased to more than 150% of the original value.

Stupidity

Arkana / Rank:  Mental 3
Duration:  2d10 + Level

Speed: Normal

Range:  Level x 5’


Drain: 8

Drains the target of most of her intelligence, reasoning, and common sense.  The victim may attempt a save with willpower, but failing that may only roll at ¼ Intellect until the duration is complete.  Any and all skill rolls that incorporate intelligence will have a penalty of 20 + the caster’s level.  The victim will begin to react instinctively and more primal as the duration continues.

Long – This version is identical to the standard version except that it will last until the end of the scene.  The drain is 16.

Suggest

Arkana / Rank:  Mental 1
Duration:  Special


Speed: Normal

Range:  10’


Drain: 4

Forces victim to complete one simple command that does not break his or her morality.  This action cannot take longer than 1d10 ÷ 2 + Level rounds or else the spell will fizzle.  The victim receives a save with willpower.

Long – This version is identical to the standard version except that the action must occur sometime before the end of the scene.  The drain is 12.


Tame Animal

Arkana / Rank: Mental 3
Duration: 1 month


Speed: Long
Range: Touch


Drain: 21

Causes one normal animal to become domesticated for the duration.  The animal receives a willpower roll to save at casting and at any out-of-character or harmful commands.  Mistreatment or abuse will instantly end the spell.


Tattoo

Arkana / Rank: Power 2
Duration: Continual

Speed: Normal

Range: Touch


Drain: 14

When this spell is cast upon an object held or worn by the caster, it will become a tattoo somewhere on the caster’s body.  This tattoo will resemble the original item and will radiate a magical aura. When the caster touches the tattoo and concentrates, the item will reappear as it was before its transformation.  If the tattoo is not activated within one day, there is a cumulative 2% chance per day that the tattoo will become permanent (and inert).


Telekinesis

Arkana / Rank: Energy 2, Mental 2
Duration: 1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Allows the character to mentally lift, move, and manipulate items by simple concentration.  The spell-caster can lift a maximum weight of [(WIL + HEA) ÷ 2] + 5 lbs. per level.  The weight limit can be distributed amongst several items to manipulate simultaneously.  The maximum number of items that can be telekinetically lifted is equal to the caster’s Intellect ÷ 10.  The Ranged Strike skill is used to attack with a telekinetically controlled object.

Telekinetic Bolt

Arkana / Rank: Energy 1, Mental 1
Duration: Instant


Speed: Normal

Range: 
10’ + 5’ per 2 levels
Drain: 4

Deals 3d10 Injury plus the level of the caster plus 1/10th her Cast Spells skill.  The victim may save with Defensive Tactics against the caster’s Ranged Strike skill.  Armor will reduce any injury received.  This bolt is a simple bolt of force, but does not have enough force to move something telekinetically.  This spell has about as much telekinetic force as a small thrown rock.

Telekinetic Flight

Arkana / Rank: Energy 3, Mental 3
Duration: Scene


Speed: Normal

Range: 
Self


Drain: 13

Grants the power of flight to the caster by a form of reversed telekinesis.  The caster is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character can not fly too high.  Speed is equal to the running speed of the character, but the character can not be carrying more than his (STR + HEA) ÷ 2 in lbs.  

Quick – This variant of the Telekinetic Flight spell may save many a character’s life from a painful fall.  The caster may fly as per the longer version of the spell for the caster’s spell rank in rounds.  The drain for this version is only 8.

Long – This variant is devoted to long term travel.  The caster may stay flying for a number of hours equal to the caster’s spell rank.  The drain for this variant is 18.  This variant will exhaust the character and they must rest for at least 1 hour before attempting other physical activity.  Otherwise the character will suffer a -20 penalty to all actions and further travel will require health rolls per hour to stay conscious.  For long distance traveling consider the airspeed to be 20mph.


Telepathy

Arkana / Rank: Mental 3
Duration: Scene


Speed: Normal
Range: 
Level x 5’


Drain: 13

Allows the caster to read the surface thoughts of anyone within range.  The victim may receive a willpower roll to force the caster out, if a successful awareness roll is made to even notice the intrusion.  Only what the victim is currently thinking can be scanned, not deep memories or beliefs unless there is a prompting to bring them to the surface.  Once the initial willpower roll is failed, the victim may attempt to roll willpower, meditation, or some similar skill to focus out dangerous thoughts or memories.
Quick – This version is identical to the standard version except that the duration will last a number of rounds equal to the caster’s spell rank.  This variant has a drain of 8.


Teleport

Arkana / Rank: Power 3
Duration: Instant


Speed: Long
Range: 1 mile per level

Drain: 11

Instantly transports the caster to any location within the range of the spell.  There are no penalties if the caster either knows the location intimately or if it is within line of sight.  If not there is a 20% penalty to the Cast Power Spells skill.


Telescopic Vision

Arkana / Rank:  Physical 2
Duration:  Scene


Speed: Normal

Range: Touch


Drain: 11

Grants the gift of far seeing to the individual touched.  This person can see up to twice as far as accurately as their normal vision.  This spell does not grant night-vision, but it is compatible with either natural or magical versions.  Up to spell rank 2 the caster can see up to three times the normal distance, at 3rd rank up to 6 times, at 4th rank up to 10 times, and at 5th rank up to 12 times.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

Tell Truth

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range: 
Touch


Drain: 11

Forces the victim touched to tell the truth, the whole truth, and nothing but the truth.  In order to resist, the victim may roll a save using willpower.  Failure results in a complete and honest account of anything asked.  The victim will speak from her recollection and point of view.   Knowledge unknown to the victim cannot be told.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

Tongues

Arkana / Rank: Mental 1
Duration: Scene


Speed: Normal

Range: 
Touch


Drain: 9

Allows caster to understand and speak any language by an intelligent creature.  This spell will not translate the written word, nor does it allow the caster to speak with animals.  The caster will not remember the language after the spell’s duration, except highlights and simple phrases used.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.
Normal – This version is also known as Tongues 2.0 and is growing in popularity.  This version not only translates the language, but grants some minor knowledge of cultural concepts and beliefs.  The GM must decide how much cultural information will be transferred by this variant.  The drain for this version is 11.


Tornado

Arkana / Rank: Power 5
Duration: Scene


Speed: Long

Range: Level x 10’


Drain: 20

Creates a large swirling mass of wind very similar to a real tornado.  This tornado will be up to 40’ in diameter, and can lift numerous objects no heavier than the caster’s level x 20 lbs.  This tornado cannot be controlled and will move up to 50’ in one round.


Transformation

Arkana / Rank:  Physical 3
Duration:  Scene


Speed: Normal

Range: Self


Drain: 13

Allows the caster to alter his features, race, and sex or become any one creature of similar size and mass or smaller.  The smallest size that a character using this spell could become is approximately the size of a mouse.  Any natural abilities, magical abilities or armor is automatically gained for the new form.  Any equipment becomes part of the mass of the creature.  All natural or magical abilities that were from the true form are lost for the duration.  Some magical creatures are simply too powerful for this spell to duplicate.  
Quick – This version is identical to the standard spell except that it lasts a far shorter time.  The duration for this variant is equal to the caster’s spell rank in rounds and only has a drain of 8.

Long – This version is also identical to the standard spell except that it will remain in effect for a much longer period of time.  The duration for this variant is 1d10 + level hours and has a drain of 18.


Transform Others

Arkana / Rank:  Physical 4, Power 4
Duration:  Scene


Speed: Normal

Range: Touch


Drain: 15

Allows the caster to alter the features, race, and sex of another or transform them into any one creature of similar size and mass or smaller.  The smallest size that a character using this spell could become is approximately the size of a mouse.  Any natural abilities, magical abilities or armor is automatically gained for the new form.  Any equipment becomes part of the mass of the creature.  All natural or magical abilities that were from the true form are lost for the duration.

Quick – This version is identical to the standard spell except that it lasts a far shorter time.  The duration for this variant is equal to the caster’s spell rank in rounds and only has a drain of 10.

Long – This version is also identical to the standard spell except that it will remain in effect for a much longer period of time.  The duration for this variant is 1d10 + level hours and has a drain of 20.


Trickery

Arkana / Rank: Mental 1
Duration: Scene


Speed: Normal

Range: 
10’ + 5’ per 2 levels
Drain: 9

Allows the caster to create an illusion that affects only one sense.  The applicable senses are Sight, Smell, Taste, Touch, and Hearing.  Everyone within sensory range receives a Perception save to realize what the illusion really is.  They still can see, hear, or feel the illusion, but can easily ignore it and any of its effects.  If multiple trickery spells are combined together with multiple senses then the illusion becomes that much more real to the witnesses.  For every additional sensation created by trickery, there is a -5 penalty to the perception save.
Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 4.

True Vision

Arkana / Rank: Mental 3
Duration: Scene


Speed: Normal

Range: 
Touch


Drain: 13

The individual touched by the caster will gain the ability to see the truth in all things.  The subject can still see what most others see, but it requires concentration.  All illusions, shape-changes, holograms, disguises, hidden doors, and other deceptions will be noticed and pierced by this spell.  Deceptions of third spell rank or higher have the potential to avoid this detection.  For every spell rank above second there is a 30% chance that the spell will resist the True Vision.  Once an effect or deception has passed this roll, it is safe from that character.  The character’s own mind will bolster the authenticity of the spell or effect.
Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 8.

Truth Tell

Arkana / Rank: Mental 2
Duration: Scene


Speed: Normal

Range: 
Touch


Drain: 11

Allows the individual touched to know instantly whenever anyone is lying to her.  The victim is allowed an awareness roll to notice the individual’s odd reactions as she listens to the speaker.  

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 6.

Understand Writing

Arkana / Rank: Mental 1
Duration: Scene


Speed: Normal

Range: 
Touch


Drain: 9

Allows the individual touched to understand any written language for the duration.  This does not grant the caster the ability to write in this language, nor speak it.  This spell also does not decrypt codes or ciphers.  The subject can understand dead, lost, and pictographic languages.

Quick – This version will remain in effect for the caster’s spell rank in rounds.  The drain for this variant is only 4.

Undo

Arkana / Rank: Power 2
Duration: Continual

Speed: Long
Range: Self


Drain: 19

By use of this spell the caster can choose to re-roll the results of any of his dice rolls.  This spell can only undo the results of the very last die roll.  For example, a wizard casts fire stream and fumbles. The player must immediately state that he is activating Undo.  If he waits until after the die roll to determine what the result of the fumble is, the spell cannot assist the initial skill roll.  The fumble result can still be undone however.  This spell will allow one re-roll, but these results cannot be changed.  Only one undo is allowed per dice roll.


Vegemorph

Arkana / Rank: Physical 5, Power 5
Duration: Permanent

Speed: Long

Range: Touch


Drain: 30

This spell transforms the victim into a living plant of the caster’s choice.  This plant must be similar in size to the victim.  A human might be vegemorphed into a small tree, but never a flower.  The victim is still aware of his surroundings but cannot interact with them except as his new form allows.  And vegemorphed plants cannot move their limbs or otherwise alter their shape except through slow growth.
Quick – This version is identical to the standard spell except that it lasts a far shorter time.  The duration for this variant is equal to the caster’s spell rank in rounds and only has a drain of 12.

Normal – This version is also identical to the standard spell except that it will remain in effect for only a few hours.  The duration for this variant is 1d10 + level hours and has a drain of 22.


Vertigo

Arkana / Rank: Mental 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: 10’ + 5’ per level

Drain: 4

Causes the victim to fall if any sudden action is attempted.  Sudden actions include combat, movement (except crawling), dodging, or defensive tactics.  To resist the original spell the victim is granted a save using willpower.  If this fails a successful agility roll must be made for each sudden action.

Visualize

Arkana / Rank: Mental 1
Duration: Instant


Speed: Normal

Range: 1 mile per level

Drain: 4

Grants an instantaneous peek at the desired target.  The image will remain for one round.  The caster must have a scrying device and the true name of the person or object to be glimpsed.  Otherwise the spell will fizzle and have no effect.

Wall of Energy

Arkana / Rank: Energy 4
Duration: 3d10 + Level

Speed: Normal

Range: 50’


Drain: 10

Creates a wall of electricity in a straight line or curve for Level x 5'.  For every action spent inside the wall it will inflict 4d10 injury plus the caster's level.  The wall cannot be moved once cast, but can be cancelled at the caster's will.  Up to 15th level the width of the wall is 5 feet, from 15th to 19th the wall is 10’ wide, and at 20th the width increases to 15 feet.

Wall of Fire

Arkana / Rank: Energy 4
Duration: 3d10 + Level

Speed: Normal

Range: 50’


Drain: 10

Creates a wall of flame in a straight line or curve for Level x 5'.  For every action spent inside the wall it will inflict 5d10 injury plus the caster's level.  The wall cannot be moved once cast, but can be cancelled at the caster's will.  Up to 15th level the width of the wall is 5 feet, from 15th to 19th the wall is 10’ wide, and at 20th the width increases to 15 feet.


Wall of Ice

Arkana / Rank: Energy 4
Duration: 3d10 + Level

Speed: Normal

Range: 50’


Drain: 10

Creates a wall of swirling frost in a straight line or curve for Level x 5'.  For every action spent inside the wall it will inflict 5d10 injury plus the caster's level.  The wall cannot be moved once cast, but can be cancelled at the caster's will.  Up to 15th level the width of the wall is 5 feet, from 15th to 19th the wall is 10’ wide, and at 20th the width increases to 15 feet.

Wall of Iron

Arkana / Rank: Physical 4, Power 4
Duration: 3d10 + Level

Speed: Normal

Range: Level x 10’


Drain: 10

This spell will create a wall of iron within the range of the spell.  Creates a 10' high, 5' wide wall of iron from the ground.  This wall can be up to Level x 5' long.  Each 5' section of the wall has 200 Breakage points, and a PV of 25.  

Normal – This version is identical to the standard spell except that it will remain in effect until the end of the scene.  The drain for this version is 15.

Long – This version was designed for defending against sieges.  This version will remain in effect for 3d10 + Level hours.  The wall will repair 20 breakage points to any damaged sections every hour.  The drain for this variant is 20.

Wall of Plants

Arkana / Rank: Physical 2
Duration: 1d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 6

Causes all nearby plants to suddenly grow to unprecedented size and tangle up together.  The wall will be 10 feet tall, 5' wide and can be up to Level x 5' long.  The wall will inflict 1d10 injury to anyone attempting to climb the wall each round.  The wall has 50 Injury points and is NOT sentient.  This spell cannot be cast in an area without a significant amount of plant-life.

Normal – This version is identical to the standard spell except that it will remain in effect until the end of the scene.  The drain for this version is 15.

Long – This version was designed for defending against sieges.  This version will remain in effect for 1d10 + Level hours.  In addition to the plants remaining in their wall form, they will also regenerate any damaged section fully in one hour.  The drain for this variant is 20.
Long – This version is a permanent form of the standard spell.  In addition to the plants remaining in their wall form, they will also regenerate any damaged section fully in one hour.  The drain for this version is 24.


Wall of Spinning Death

Arkana / Rank: Physical 4, Mental 4, Energy 4
Duration: 3d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 10

This spell causes all loose metal within the immediate area to begin flying together and spinning at a great rate of speed. The wall can be created in a straight line or curve for Level x 5'.  For every action spent inside the wall it will inflict 1d10 injury for every 2 levels of the caster, with a bonus of one-tenth the caster's use skill.  The wall cannot be moved once cast, but can be cancelled at the caster's will.  At the end of the duration, all of the metal will crash down upon the ground where the wall used to be.  This spell requires a great amount of metal or the spell will fizzle or be greatly reduced in effect.

Wall of Steel

Arkana / Rank: Physical 5, Power 5
Duration: 4d10 + Level

Speed: Normal

Range: Level x 10’


Drain: 12

This spell will create a wall of steel within the range of the spell.  Creates a 10' high, 5' wide wall of steel from the ground.  This wall can be up to Level x 10' long.  Each 5' section of the wall has 500 Breakage points and a PV of 25.  
Normal – This version is identical to the standard spell except that it will remain in effect until the end of the scene.  The drain for this version is 17.

Long – This version was designed for defending against sieges.  This version will remain in effect for 4d10 + Level hours.  The wall will repair 50 breakage points to any damaged sections every hour.  The drain for this variant is 22.

Wall of Stone

Arkana / Rank: Physical 3
Duration: 2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 8

Creates a 10' high, 5' wide wall of stone from the ground.  This wall can be up to Level x 5' long.  Each 5' section of the wall has 200 Breakage points and a PV of 20.  This spell can only be cast near a source of stone or earth.  Casting this spell on an earth elemental will temporarily bind them into the wall, but will enrage the earth elemental.  They will spend the rest of their time, once freed, trying to destroy the spell caster.
Normal – This version is identical to the standard spell except that it will remain in effect until the end of the scene.  The drain for this version is 13.

Long – This version was designed for defending against sieges.  This version will remain in effect for 2d10 + Level hours.  The wall will repair 20 breakage points to any damaged sections every hour.  The drain for this variant is 18.
Long – This version is a permanent form of the standard spell.  Once created the wall is real and cannot be dispelled.  In addition to the stone remaining in wall form, it will also repair 20 breakage points to any section in one hour.  The drain for this version is 26.


Warp Wood

Arkana / Rank: Physical 1, Necromancy 1

Duration: Instant


Speed: Normal

Range: 10’ + 5’ per 2 levels

Drain: 4

This spell will warp items made of wood.  Many items when warped become useless or less effective.  The exact effects are up to the GM, but most melee weapons should have a penalty of – 10, and missile weapons a penalty of – 20.  Doors may not open or close correctly, and wheels may bow or break.  One wooden item can be warped for every five levels of the caster.  Items that are indestructible cannot be warped.

Weaken

Arkana / Rank: Physical 1, Necromancy 1
Duration: 1d10 ÷ 2 + Level

Speed: Normal

Range: Touch


Drain: 4

This spell subtracts 20 + the caster’s level from victim's strength.  A successful defensive tactics or dodge will negate the spell.  The victim’s strength can never drop below 5.  Multiple castings will lengthen the duration; not weaken the victim further.

Long – This version will lengthen the duration to the end of the scene.  All other effects are as per the standard version of this spell.  The drain is 12.

Weapon Transformation

Arkana / Rank: Power 3
Duration: 2d10 + Level

Speed: Normal
Range: Touch


Drain: 8

By use of this incantation the caster can transform one weapon into another weapon.  Mass must remain the same with a maximum modifier of +/- 5% per level.  The weapon must remain a weapon; it cannot be transformed into nothingness.  The basic composition also remains the same.  A wooden bow transformed into a sword would become a sharpened wooden sword.  A steel axe would become a steel broadsword.
Normal – This version is identical to the standard spell except that it will remain in effect until the end of the scene.  The drain for this variant is 13.

Long – This version will permanently change one weapon into another.  Once this spell is completed the effect cannot be dispelled.  The drain for this version is 20.

Weather Shield

Arkana / Rank: Power 1
Duration: 1d10 ÷ 2 hours + Level 
Speed: Long
Range:
10’ + 5’ per 2 levels
Drain: 14

This spell creates an invisible barrier shaped as a hemisphere around the range of the spell.  This shield will repel bad weather such as hail, rain, or snow.  The temperature within the shield will stabilize at a cool 50-60 degrees Fahrenheit.  The shield itself can become opaque to shield the inhabitants from the rays of the sun.

Normal – This version of the spell is identical to the standard spell except that it will only last until the end of the scene.  The drain for this version is 9.


Whirlwind

Arkana / Rank: Power 3
Duration: 2d10 + Level

Speed: Normal

Range: Level x 5’


Drain: 5


This spell creates a whirlwind similar in nature to Dust devil.  The whirlwind will be 1’ in diameter for every level of the caster.  This whirlwind can move objects up to 1 lb. per level of the caster.  Anyone inside or nearby the whirlwind may take injury from debris being spun within or flung out.  Injury is 1d10 for every five levels of the caster for those within and 1d10 plus the caster’s spell rank for those on the edge of the whirlwind.  This spinning mass of air can be controlled by the caster or set to wander randomly.  The whirlwind can move up to 20’ in one phase randomly, or 10’ in one phase if controlled by the caster.  Anyone enveloped by the dust devil will have a penalty of – 10 to any skills due to the whirling dust and debris.  Ranged weapons will have a penalty of – 20 to strike.  


Winged Flight

Arkana / Rank: Physical 4
Duration: Scene


Speed: Normal

Range: Touch


Drain: 15

The individual touched will begin to grow large bird, bat, or butterfly wings from his back.  If there is any armor worn by the recipient the spell will deal 2d10 injury and then fizzle.  Clothing will rip and tear, but will inflict no injury.  The wings will allow the subject to fly.  The recipient is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character can not fly too high.  Speed is equal to the running speed of the character, but the character can not be carrying more than his (STR + HEA) ÷ 2 in lbs.  Anything more becomes a controlled fall, allowing the character to receive half injury.  The subject of the spell may cast spells and fight normally with his hands while flying.

Quick – This variant of the Winged Flight spell may save many a character’s life from a painful fall.  The touched character may fly as per the longer version of the spell for the caster’s spell rank in rounds.  The drain for this version is only 8.

Long – This variant is devoted to long term travel.  The character touched may stay flying for a number of hours equal to the caster’s spell rank.  The drain for this variant is 20.  This variant will exhaust the character and they must rest for at least 1 hour before attempting other physical activity.  Otherwise the character will suffer a -20 penalty to all actions and further travel will require health rolls per hour to stay conscious.  For long distance traveling consider the airspeed to be 20mph.



Wings

Arkana / Rank: Physical 2
Duration: Scene


Speed: Normal

Range: Touch


Drain: 11

The individual touched will have his arms transformed into wings.  If there is any armor worn by the recipient the spell will deal 2d10 injury and then fizzle.  Clothing will rip and tear, but will inflict no injury.  The wings will allow the subject to fly.  The recipient is in complete control of the direction, speed, and altitude traveled.  This spell does not confer an ability to breathe thinned oxygen so the character cannot fly too high.  Speed is equal to the running speed of the character, but the character cannot be carrying more than his (STR + HEA) ÷ 2 in lbs.  Anything more becomes a controlled fall, allowing the character to receive half injury.  The subject may not use the wings to fight or cast spells while flying.

Quick – This variant of the Wings spell may save many a character’s life from a painful fall.  The touched character may fly as per the longer version of the spell for the caster’s spell rank in rounds.  The drain for this version is only 6.

Long – This variant is devoted to long term travel.  The character touched may stay flying for a number of hours equal to the caster’s spell rank.  The drain for this variant is 16.  This variant will exhaust the character and they must rest for at least 1 hour before attempting other physical activity.  Otherwise the character will suffer a -20 penalty to all actions and further travel will require health rolls per hour to stay conscious.  For long distance traveling consider the airspeed to be 20mph.


Write

Arkana / Rank: Power 1
Duration: Scene


Speed: Normal
Range: 20’


Drain: 9

This spell will take 100% accurate dictation.  The caster can select any number of people present to be recorded.  The handwriting will always be in the same style as the person speaking.  The caster must have paper and ink available, or select some other means of writing.  Chalk, paint, and blood can all be used for this spell.

Long – This version of the standard spell is designed for dictating entire books, tomes, and treatises.  The duration is increased to 1d10 ÷ 2 + level hours.  The drain for this version is 14.
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