Spells and the Like

Sigils: Are a unique element, which appears in every spell cast by the magus. The sigil must be an effect by which the caster of a spell is identifiable by examination of a spell in progress, or the subject of the spell. Note that, in particular, this often provides a fatal flaw in invisibility spells.

Geasa: A magnitude added to a spell allows its effects to be delayed until the subject fulfils some condition. This will often require requisites (in particular you need in InMe requisite in order to have an effect kick in when somebody lies), and if the duration of the spell expires without its condition having been met then it has no effect.

Casting Spells: Most sane GMs will take a roll to attempt some task as representing your overall ability to perform that task under those circumstances. The days of perpetually rerolling until you get a critical are been and gone. Since I am a sane GM, I apply this interpretation to my games. In particular note that it applies just as much to spell casting as anything else. If you try to cast a spell and fail, that’s it until circumstances change.

What Casting Spells Involves: Voice and gestures. More importantly you need to actively call up “the magical forces” by voice, this means that they have to hear you, which is why the voice penalties are so crippling. Furthermore if your voice is muffled by magic or any other means you suffer the same penalty as speaking with a voice similarly lessened. After you’ve called up the powers you shape them, which is where the gestures come in. These are all about you shaping things yourself so you can be invisible and still gesture.

Using Raw Vis: To use vis in a spell you actually have to use the vis in the spell. It’s not good enough to just hold it you actually have to do something with it. You can burn it in a censor, sprinkle it on the target, hell you can even swallow it if you want but you do actually have to do something.

Detecting Spells: Any fool can detect magic with an InVi effect, but that’s frankly dull and flavourless. A far better way to do it is by looking for sigils, and everybody has a sigil and it is always detectable. You roll Perception plus Awareness to look for a sigil against the following difficulties

· 0 or 3. Looking for a sigil you know about and are specifically looking for. That is to say you said to the GM “Hang on, is there any kind of blood motif here”. Difficulty is 0 for obvious sigils, 3 for subtle ones

· 6 or 9. Looking for a sigil you know about but are not specifically looking for. Again 6 for obvious and 9 for subtle.

· 12 or 15. Looking for something that could be a sigil effect when you come to think of it.

Ranges, Durations, Targets: You should already be familiar with my notes on Arcane Connections, there’s a couple of other clarifications I need to make.

· Touch Range. Spells cast at Touch range need to be appropriate to the kind of touching. To cast a Touch Range Mentem spell, for example, you need to touch the temples of your target (or possibly have your hand over their heart if you’re instilling emotions)

· Eye Range. Spells cast at Eye range require actual eye contact. You can’t cast them if you’re invisible or the target is unconscious.

· Momentary Effects. A momentary Perdo effect is roughly equivalent to an instant effect. Break somebody’s arm with a PeCo and it stays broke until properly healed.

Animal Spells
Creo Animal.
Level 25

Calling the Winged Messenger

R: Touch/Near D: Sun/Perm T: Ind

Requisites: Rego, Auram

This spell creates a small bird, no larger than a crow, which will carry any small item (including a letter) to the destination of the caster’s choosing. If the destination is more than a day’s journey away then you’re going to need vis, however this does give you a permanent semi-magical messenger.

Intellego Animal

Level 20

Tongue of the Beasts


R: Per/Touch D: Conc T: Group

This spell allows the caster to speak to all animals of a given species and understand their tongue. As ever bear in mind that animals are not great conversationalists.

Level 30

Tongues of Beast and Bird


R: Per/Touch D: Conc T: Group


Requisite: Auram

This spell allows the caster to speak to and understand any bird or beast they wish to speak to.

Level 35

Calling the Council of the Beasts


R: Per D: Sun T: Bound, Ritual

This spell calls all beasts within a forest, mountain or other natural boundary to a council. Magically inclined beasts are particularly likely to show up, and some others will out of curiosity, but there is no compulsion to attend.

Muto Animal

Level 45

Rite of the Immaculate Line


R: Touch D: Perm T: Bloodline, Ritual

This spell turns an animal, and all animals descended directly from it into flawless examples of their species. This trait remains in the line for perpetuity.

Perdo Animal

In a change to the published rules, the basic duration for PeAn spells is Momentary, otherwise PeAn effects become absurdly easy when cast at momentary duration. And officially all need to be Rituals.

Level 15

Delousing Charm


R: Touch D: Sun T: Ind

This simple but damnably useful spell kills all fleas, lice ticks and soon on the target and prevents any more from taking hold until the spell ends

Rego Animal

Level 35

Stir The Bestial Corpse


R: Touch D: Moon/Perm T: Ind

Like “the Walking Corpse” this spell raises an animal into (and I know it’s hard to say this with a straight face) a zombie animal under your command. Since Animal covers both the effects of Corpus and Mentem when applied to animals, this spell grants limited cunning with no requisites.

Aquam

Please note that Aquam, in my interpretation, is about water and “waters” (which very roughly are naturally occurring liquids) it isn’t about anything that happens to be fluid in form. As a result Aquam spells involving ice don’t need a Terram requisite and spells that make things liquid without actually turning them into water don’t require an Aquam requisite.
Creo Aquam

Level 15

The Wizard’s Silvered Mirror


R: Near D:Sun/Perm T: Small

Fills a bowl or covers a small surface with a watery but highly reflective substance. This is about the best mirror you’re going to get in 1220. Add a Rego requisite and you can hang it from a wall.

Level 25

Waters of Black Malediction.

R: Touch D: Sun/Perm T: Small

Fills a small container you touch with a black poisonous liquid. The venom is deadly in even comparatively small doses, and you can get roughly five fatal doses from the container (although you’ll need to administer them yourself). The victim needs to make a stamina stress roll of 9+ to avoid dying instantly from a draught of the poison, 12+ to avoid incapacitation and probable death, 15+ to avoid most ill effects.

Intellego Aquam

Level 40

Voice of the Seas


R: Per D: Conc T: Special

The caster of this spell can speak to, and understand the speech of the very oceans themselves. The “voice” of the ocean takes the form of the crashing of waves and the roaring of winds, and the concerns of the ocean are not the concerns of men. On the plus side the ocean is a dynamic body and so speaks far faster than trees or mountains

Muto Aquam

Level 30

Foretaste of the Winter


R: Touch D: Moon/Season T: Boundary

This spell causes all natural water within the target area to freeze as if subjected to the cold of the depths of winter. Early morning dew will become frost, lakes and ponds will freeze over, rain will become snow or hail as it falls.

Perdo Aquam

Like Perdo Animal effects, Perdo Aquam spells are base duration Momentary, not Instant as described in the book. Note that a spring destroyed by the level 20 effect is gone forever, and a lake destroyed by the level 40 ritual is destroyed at duration Permanent.

Level 30

Curse of The Watery Desert


R: Touch D: Moon/Perm T: Ind

The target of this particularly baleful curse is stricken with a thirst that cannot be quenched no matter how much they drink. Sigil effects in this spell often manifest in exceptions to this rule. Marbaid, the blood-obsessed Flambeau, for example, may cast a version of this spell which allows the caster to slake their thirst only with blood.

Rego Aquam

Level 20

Neptune’s Chariot


R: Per D: Conc T: Group

The caster of this spell and any small group of his companions are swept up in a chariot of water, which carries them at the direction of the caster. The passengers are protected from the usual hazards of journeys by water, and indeed will not even be wet when they disembark. However there is risk of drowning should the caster take the chariot below the waves.

Auram Spells

Auram is, according to the 4th ed rulebook “not usually violent, like fire”. However this is clearly not the case when you have all kinds of Lightning type spells that are generally more destructive and more flexible than Ignem effects. As a result an important clarification should be made. Lightning does +45 damage. Only +45, no more, no less, you can’t tone down the damage to get an easier direct damage spell (you could cut the range down, but that would take it to a minimum level 25)

Creo Auram

Level 35

Tempest of the Weatherworker’s Wrath


R: Sight D: Conc T: Boundary

Calls up a full-blown tempest such as will drench steeples and drown cocks and generally right royally fuck up the unfortunate town, fleet, farmland or whatever else you choose to point it at.

Chant of Lightning


R: Reach D: Conc T: Ind

Its like the incantation of lightning but shorter ranged and concentration duration. It don’t half look cool.

Intellego Auram

Level 35

Calling the Council of the Skies


R: Per D: Conc T: Bound/Special


Requisites: Animal

Like all the other “Calling the Council” spells, this sends a general call out to the birds (and bats and flying thingies) in the area, they are not compelled to come but many will.

Muto Auram

Level 45

Storm of Fire


R: Sight D: Conc T: Bound


Requisites: Ignem

This grossly unsubtle spell turns an existing shower, storm squall or tempest into a tremendous pyrotechnic display. The clouds become swirling sheets of flame; the raindrops become fireballs sleeting down from the sky. The intensity of the storm is not changed, but frankly even a light shower once transmuted to pure fire will be devastating.

Perdo Auram

Level 35

Becalming Curse


R: Sight D: Conc T: Special

This spell destroys the wind as it fills the sails of the target ship, rendering it effectively becalmed. It lasts as long as the ship is in sight and as long as the caster maintains concentration.

Rego Auram

Level 5

Leap of the Soaring Wind


R: Per D: Conc T: Ind

The poor man’s version of Wings of the Soaring Wind creates a weaker wind – one that will carry only the caster and a few personal possessions – that is far less gentle in its ministrations. This spell can unceremoniously propel the caster with about half the speed of Wings and the caster has little conscious control over their journey except to specify the general direction of movement.

Level 40

Galley of the Skies


R: Touch D: Sun T: Structure

Wings of the Soaring Wind, but for boats. A must for the flashy Auram specialist with groundling sodales.

Corpus

Creo Corpus

Level 15

Charm of Cheating Death


R: Per/Touch D: Sun T: Ind

This spell halts the progress of any disease (even especially virulent diseases – which is why it’s level 15 not level 10) affecting the target. It will also keep the caster alive against the effects of poison or injury, but will not assist in healing, or indeed mitigate against symptoms in any way

Intellego Corpus

Level 20

Tales of the Battlefields


R: Per D: Conc T: Bound


Requisite: Mentem

While you maintain concentration you may speak to any dead body on a given battlefield, this spell does invite a certain amount of clamouring for attention from aggrieved dead, a lot of whom are likely to be asking for a Christian burial.

Muto Corpus

Level 25

The Gift of Wings


T: Touch D: Sun/Perm T: Ind


Requisites: Auram

This spell, as the name suggests, grants the target wings. They can fly, but they do need to make Athletics rolls to get any kind of speed or distance or indeed finesse.

Perdo Corpus

First a note. For reasons of consistency all PeCo effects of momentary duration leave the things they destroy destroyed. So a momentary spell to cause blindness will strike the target blind permanently. For reasons of game balance, therefore, all “destroy a limb/a sense/whatever” spells have their magnitude increased by two. Furthermore, because of the extreme destructive potential of PeCo spells which deal damage more than once have an additional level of magnitude added. Further more you can make PeCo spells scar permanently by adding an additional magnitude

Level 25

Death by A Thousand Cuts


R: Near D: Conc T: Ind

This nasty little spell inflicts small cuts on the target sufficient to deal one Body Level of damage a round (in combat) or about every ten seconds outside of it. Note that this spell will kill most people in about fifty seconds.

Rego Corpus
Level 40

The Rite of Life-In-Death


R: Per D: Perm T: Ind, Ritual


Requisites: Mentem, Vim

This spell is, depending on who you talk to, the closest the Order has come to true immortality, or rank folly. This spell binds remains dormant until the caster dies, at which point it binds their spirit (or their mind at least) into their body, which it then animates under their control. This has a number of knock on effects.

· The Caster’s Stamina is raised to +5 (Mythic)

· The Caster’s Strength is raised by +1 or to 0, whichever is the greater increase

· The Caster’s Dexterity and Quickness are reduced by –1 or to 0 whichever is the greater decrease.

· The Caster’s Presence is reduced by –1.

· The Caster gains a Magic Might (at point of death and not before) equal to their casting total for this spell. This is, as usual incompatible with other forms of Might or of Magic Resistance

· The caster becomes indefatigable, never needing sleep or rest, never losing fatigue levels nor suffering penalties from wounds.

· The caster can still cast spells, but must expend a point of Magic Might for every casting, or five points if the casting would have cost them a fatigue level

· The caster gains the flaw Susceptible To The Dominion. If they are already susceptible to the Dominion, they gain the flaw Susceptible to the Infernal. If they were already susceptible to both then they’re probably fucked,and gain the flaw Plagued By Supernatural Entity

· If at any point your Might falls to 0 (including reductions for Aura), you die.You may replenish your Might by casting this ritual on yourself a second time.

Herbam

Creo Herbam
Level 40

Rite of the Feasting Hall


R: Special D: Year T:Room, Ritual


Requisites: Animal, Aquam

This rite enchants a dining hall such that its tables will be laid with a great banquet every sunset for a year. The banquet includes meat and wine and is generally going to be one of the best feasts around.

Intellego Herbam

Level 35

Speak with the Sighs of the Forest


R: Per D: Conc T: Bound

The caster may speak to a forest, as a whole and in aggregate. Its answers are usually in the form of the wind in the trees, but if it’s angry it can “speak” though animal attacks.

Muto Herbam

Level 25

New Remembered Song of Spring


R: Reach D: Sun/Perm T: Structure


Requisites: Creo

This spell brings a wooden building to life, for a day at least. Its beams will sprout leaves its foundations roots. This may well cause some damage to the rest of the building.

Perdo Herbam

General

Slay the Faeries of the Wood


R: Reach D: Mom T: Ind

This spell reduces the Might of the target Fairy by the amount by which the level of this spell exceeds its might. Just think of it as a faeries eternal oblivion.

Rego Herbam

General

Enslave the Walking Tree


R: Reach D: Sun/Perm T: Ind

Places a walking tree under your command for the duration, provided the level of this spell plus a stress die beats its magic might.

Ignem

In order to (a) stop the flambeau getting their arses kicked and (b) stop some slightly silly examples of really big fires not hurting anybody I am assuming that the damages given for fires are based on the damage caused by a small flame of that intensity. An individual or group sized flame will do +5 damage, a Structure sized flame +10, Boundary sized +15, Sight sized +20. Furthermore note that if you don’t increment your range in a roughly similar way you risk some serious blowback.

Creo Ignem

Level 15

The Writing on the Wall


R: Reach (Arc) D: Special T: Ind

This spell sends a message to the target by burning it into the nearest suitable (probably wooden) surface. The caster must concentrate for as long as it takes to write the message out (which tends to be about a second per letter, since tracing words in fire is no easy task), the spell lasts just long enough to send one message.

Level 20

Generic Sheet of Flames


R: Far D: Mom T: Group

This oh so simple spell creates a group-sized +10 fire, that is to say one doing +15 damage. The resulting ball of flame is about five paces across, and will cause some pretty damn serious fired damage.

Intellego Ignem

Level 20

Eyes of the Flame


R: Reach (Arc) D: Conc T: Ind

As the 4th ed spell of the same name, with its level reduced for my Arcane Connection modifications. The most commonly used Connection with this spell is another fire lit from the first fire in which the images appear. If this spell is cast with an Imaginem requisite those images will be visible to everybody.

Muto Ignem

Level 20

Sword of the Heart of Fire


R: Touch D: Sun T: Ind


Requisites: Terram

The caster reaches into the heart of  a fire and pulls out a sword the precise nature of which will be determined by the caster’s sigil. This sword has a Damage rating equal to that of the fire it was pulled out of, its other characteristics depend on the style of sword.

Perdo Ignem

Level 20

Winters Touch of Summers Day


R: Reach D: Sun T: Ind

This spell cools a person down to the extent that they feel like they’re outside and underdressed in the dead of winter. Nothing they do will warm them and over the course of they day they will begin suffering the effects of acute hypothermia this could well prove fatal.

Rego Ignem

Level 25

The Blessing and Curse of Fire’s Disdain


R: Reach D: Sun T: Ind

The target of this spell will find that all fires of intensity +15 or less refuse to come within three paces of him. This makes lighting them a bugger and a half, and keeping warm on cold nights a little problematic.

Imaginem Spells

It’s no good. The entire bloody thing needs to be rewritten because breaking it all down by senses is a silly, silly way to do illusions. So, without further ado…

Creo Imaginem

These are your basic illusion spells. The magnitude of these effects is based on the complexity of the illusion. An additional magnitude is needed to make the illusion follow your conscious direction rather than just act as comes “naturally”. You cannot change an illusion once created without a Muto effect.

Basic range is Reach. Basic Duration is Concentration. Basic target is Small. 

A note on spotting illusions. By far the best way to do it is by spotting the Sigil effects of the magus who cast the spell (see above). Alternatively illusions cast below level 15 (on the scale below) are often notable by their nondescript natures, and those below level 20 by their inability to react properly to new situations.

Level 5: Create a simple illusion, an indistinct figure, a nondescript feature

Level 10: Create a more complicated illusion. Something that is recognisably a person, a poplar, a coin of the realm or whatever

Level 15: Create an illusion along very specific lines. An exact copy of a specific item or individual, an individual of unusual beauty or charm.

Level 20: With a Mentem, Animal or other suitable requisite, create an illusion that will act independently but with a modicum of free will and creativity. Such illusions are free of the inconsistencies which may give away lesser creations.

Levels 5-20

The Flames of Seeming


R: Reach D: Conc T: Small

This is an example of how the different levels of standard illusion are separated. The level 5 illusion will create a ghost-light. An indistinct glow which looks like it probably comes from fire. Level 10 will give something that is clearly supposed to be fire but which won’t behave like fire, it will still be hot but it won’t set fire to things or spread properly. A level 15 illusion will create a fire which will seem to burn and to catch, but which will have very subtle differences from real fire – it won’t char things around the edges of the flame, it’ll move a bit oddly when you blow on it. At level 20 it will be pretty much indistinguishable from real fire until you actually try to cook something with it.

Intellego Imaginem

This one actually does work reasonably well divided up by senses, and since it’s pretty much all scrying I’m not going to bother working up any examples as yet. Because it would otherwise be obscenely easy to scry on people from a distance, however, the basic range for these effects is dropped to Touch, with Eyes of the Past as something of a special case since really “see into the past” doesn’t have a standard target.

Muto Imaginem

Again breaking it down by senses strikes me as nonsensical.

Basic Range is Reach. Basic Duration is Sun. Basic target is Small.

Level 5: Make a thing seem more or less like its self. Heighten or lessen sensations of objects

Level 10: Make a thing seem like a different version of the same thing. A prince look like a peasant, a cat look like a dog, a stick look like a sword

Level 15: Make a thing look like a specific different version of the same thing. Make yourself look like Henry the Second or a sheet of spare parchment look like the original Magna Carta.

Level 20:  Make a thing look like a completely different thing. A man look like a tree, a cat look like a tea service.

Level 25: Make a thing look like something an order of magnitude larger than it is. Make a room look like a forest. Note that if you do make a room look like a forest then people will happily wander around said forest for hours. For this effect to work the changed image would need to be enclosed, since otherwise its image would spill over into other images.
Level 20

Blessing of Uther Pendragon


R: Reach D: Sun T: Ind

This fancifully named spell is a staple of the illusionist’s repertoire. It makes a person look like a different person until sunrise or sunset. If you’re going to be traditional about it, it’s usually sunrise…

Perdo Imaginem

Once again, being invisible is more useful than being unsmellable.

This one is broken down by sense, but some senses cost more than others. It costs an extra magnitude to affect something that moves (that is to say, which moves under its own power, a thing which is inanimate but which can be picked up and chucked about costs no more to render invisible or whatever than anything else). To affect multiple senses coasts an extra magnitude per sense. To selectively destroy images – for example to destroy only the sounds of a struggle – requires an additional magnitude. Destroying an aspect of a sense – for example destroying somebody’s beauty – costs the same as rendering something incapable of affecting that sense.

Basic range is Reach, basic duration is Sun, basic target is Individual.

General: Foil any attempt to scry against the target with a level below the level of this spell.

Level 5: Render an object untasteable or unsmellable. Dull one sensation of an object.

Level 10: Render an object inaudible or intangible

Level 15: Render an object invisible

Level 25

Mantle of Stealth and Secrecy


R: Touch D: Sun T: Ind

This spell renders the target invisible and inaudible, however the target may be seen and heard if they so choose (hence the extra magnitude).

Rego Imaginem

This one is basically going to be left unchanged, just remove the words “to one sense” from the standard spell descriptions. However note that ReIm as it stands is just too “magic of moving things slightly to the left” for words. Aspects of an image aren’t its sight, sound and touch, rather they are faces, voices and the like.

Level 20

The Stolen Voice

R: Reach/Sight D: Moon/Perm T: Ind

Okay, you know that bit in the Little Mermaid? It’s that spell. You take somebody else’s voice, and you can use it yourself.

The Stolen Face


R: Reach/Sight D: Moon/Perm T: Ind

This one does the same for the face as The Stolen Voice does for the voice. This has some advantages over the MuIm effect, most notably that you are certain to get the look exactly without having to make a finesse roll. Note that your target doesn’t become invisible, rather they just stop looking like themselves. They will appear to be the same sex, the same age and have the same general features but all of the… them-ness will have gone.

Mentem

Creo Mentem

Level 30

Ward of Abject Terror


R: Touch D: Ring T: Circle

Any who cross the bounds of the circle are filled with abject terror until such a time as they leave it. Those who are inside the circle at the time of drawing are immune to this effect.

Intellego Mentem

Level 25

Eyes of the Hearts of Men


R: Per D: Sun T: Ind

The caster, for the duration of the spell, is intuitively aware of the feelings of everybody he looks at, this gives a +3 bonus on any appropriate rolls, Folk Ken being the most obvious.

Muto Mentem

Level 25

Enchantment of Enchantment


R: Eye D: Moon/Perm T: Ind

This spell makes the target fall hopelessly and pathetically in love with the caster, or the subject of the caster’s choosing. It’s a favourite of enchantresses who live on islands.

Perdo Mentem
Level 30

Enchantment of the Bloody Hand


R: Eye D: Sun T: Ind

Removes from the target the capacity for fear, remorse or any of the gentler fluffier emotions. Effectively it turns them into the perfect killer (well, assuming they can actually fight)

Rego Mentem

Level 30

Enchanted Sleep of the Dead


R: Eye D: Condition T: Ind


Requisites: Corpus

The target falls into a sleep from which they cannot be woken save by one very specific circumstance (True Love’s Kiss is the usual one, but it depends on the version of the spell). The target will not starve (due to the Corpus requisite) and makes all ageing rolls at an additional –3 for their suspended state.

Terram

Terram spells require an additional magnitude in order to affect noble metals like Gold and Silver.

Creo Terram

Level 35

The Vitreous Forest


R: Near D: Sun/Perm T: Bound

This spell creates a forest, a full on forest with trees and animals and everything, entirely out of glass. It isn’t terribly useful but it’s damnably impressive.

Intellego Terram

Level 35

Singing the Songs of the Mountain


R: Per D: Conc T: Bound

The caster can talk to a mountain. Mountains are (a) slow, (b) sleepy and (c) not fond of answering questions. On the other hand if you know what you’re doing you can get a mountain on your side, which has to be a good thing.

Muto Terram

Level 25

The Statue of Living Rock


R: Reach D: Sun T: Ind

This spell brings a statue to “life” insofar as it renders it capable of moving about under its own power. The caster has no control over the statue unless they use a version of this spell with a Rego requisite, but statues are often quite kindly disposed towards those that bring them to life.

Perdo Terram

Level 30

Announcing the Unbidden Guest


R: Far D: Mom T: Structure

This spell blows the side off a building, blows a hole in stone walls and generally announces to the world the futility of trying to keep a Hermetic Magus out of anywhere they really want to be.

Rego Terram

Level 30

Sword in Stone on Anvil


R: Touch D: Condition T: Small


Requisites: Intellego, Corpus, Vim

This spell was probably invented by one of the many, many Merlin wannabes in the Stonehenge tribunal. Basically it works like this: The caster takes a sword, casts the spell and thrusts it point down into a stone. From here is can only be drawn forth by the Rightful King of England.

Vim

Creo Vim

Level 40

Screaming Wind of Dusk or Dawn


R: Per D: Mom T: Bound

This spell was the life’s work of one of a Flambeau who after a particularly intense Twilight experience began delving into the mysteries that are usually the province of the Criamon. However he never lost his martial tendencies, and he finally fell into final twilight casting this spell in a suicide run against the Order of Suleiman. Basically it floods the area in raw unchecked magic forcing twilight checks on pretty much any Gifted individual in the vicinity as well as unleashing general magical chaos.

Intellego Vim

General

Calling the Council of the Vile


R: Per D: Mom T: Special

This spell puts out a call to demons in general. Those in the immediate vicinity are most likely to respond, but any may if they so choose. The level of this spell represents in broad terms the Might of a demon who will actually be impressed by your magical powers.

Muto Vim

General

Shape the Piercing Spell


R: Reach D: Spec T: Ind

This spell changes a spell in order to make it more capable of penetrating the magic resistance of the target. The Penetration of the target spell becomes equal to the penetration of this spell.

Perdo Vim

Yadda yadda, generic dispels. Been there, done that.

Rego Vim

General

Aegis of the Hearth

There are a couple of changes to the way Aegis works in my version of the system.

· Spells cast towards the Aegis are resisted by Level + 5 + stress die as normal.

· Those involved in the original ritual (and not those invited in later) add the level of the Aegis to their natural magic resistance

· An Aegis does not prevent magical, infernal or faerie beings from entering its borders. If it did there’d be no particular point having separate spells to ward against these creatures

