Chapter Five: Magi Spells


LEVEL ONE SPELLS

Lightning (Arderial)

Energy Cost:  8

Effect: Either deal 20 damage to a creature or add 20 power to it.

Shooting Star (Arderial)

Energy Cost:  4

Effect:  Add 30 power to an Arderial creature.

Tradewinds (Arderial)

Energy Cost:  8

Effect:  You cannot summon creatures this round, but next round all creatures cost 8 EP less to summon.

Updraft (Arderial)

Energy Cost:  4

Effect:  Unsummon one of your creatures.  Gain 4 EP for every 10 power that was on the creature, to a maximum of its starting power.

Bog Stench (Bograth)

Energy Cost:  4

Effect:  Causes the surrounding area to smell like the bog.  Allows swarm/horde spells to be played outside of Bograth.  You are also considered to have 2 extra creatures for all spells, powers, and effects.

Creeping Chill (Bograth/Kybar's Teeth)

Energy Cost:  8

Effect:  Causes the area to cool slowly.  When one of your Kybar's Teeth creatures is attacked, it gains 30 power for each of your Bograth creatures summoned, and vice versa.

Trulb Horde (Bograth)

Energy Cost:  4

Effect:  If you have 3 or more Bograth creatures, you may immediately summon one of your other Bograth creatures for free.  It starts with only 10 power.

Fire Ball (Cald)

Energy Cost:  8

Effect:  Deal 10 points of damage to any Magi, or 20 points of damage to any creature.

Fire Flow (Cald)

Energy Cost:  4

Effect:  Creates a link of fire with one of your creatures that allows you pay up to 16 EP to add 10 power for every 4 EP

spent.

Firefly Swarm (Cald)

Energy Cost:  8

Effect:  Sends a horde of stinging fireflies at an opposing creature.  They deal 10 damage to it and the creature cannot attack this round.

Flame Spurt (Cald)

Energy Cost:  4

Effect:  Flame Spurt is a lingering effect.  When either you or one of your creatures is attacked, you may use the effect to

deal 20 damage to the attacking creature.  You may only have one Flame Spurt in effect at once.

Paranoia (Core)

Energy Cost:  8

Effect:  Paranoia is a lingering effect.  Choose any one creature in play.  That creature cannot attack if an opponent has a creature with 60 or more power.

Shadow Rain (Core)

Energy Cost:  8

Effect:  Choose one of your creatures.  Lose 4 EP until you would hit zero.  For every 4 you lose, add 10 power to your

creature.  At the end of your action, defeat the creature and gain 4 EP for every 10 power on the creature, plus an extra

4 EP.  Naroom Magi may cast Shadow Rain as a 2nd Level spell.

Stealth (Core)

Energy Cost:  12

Effect:  Choose one of your creatures.  If it attacks this round, it deals damage first, before recieving any.  Weave Magi

may cast Stealth as a 2nd level spell.

Turn (Core)

Energy Cost:  (X times 4)+12

Effect:  Choose one creature with less than its starting power.  X is starting power divided by 10.  The creature is corrupted and turned Core.  You gain control of it and restore it back to its starting power.

Daydreams (d'Resh)

Energy Cost:  4

Effect:  Choose one spell.  The next time you cast that spell, it costs 8 EP less, to a minimum of 0.

Forgotten Songs (d'Resh)

Energy Cost:  4

Effect:  Cast this spell when one of your creatures is being defeated.  You may resummon that creature this combat.

A creature can only be affected by one Forgotten Songs per combat.

Sandshape (d'Resh)

Energy Cost:  4

Effect:  Disable one of you Items of Power to immediately summon a creature or play a spell for half cost.  IF you

summon a creature, it cannot attack this round.

Sunburn (d'Resh)

Energy Cost:  8

Effect:  Sunburn is a lingering effect.  Choose a creature to be affected by Sunburn.  Whenever that creature takes

damage, it takes an extra 20 damage.

Kybar's Echo (Kybar's Teeth)

Energy Cost:  4

Effect:  You may re-summon one of your creatures that was defeated in this combat, paying all costs as necessary.

Roar (Kybar's Teeth)

Energy Cost:  8

Effect:  Target one of your creatures.  That creature's next attack does double damage if it hits.

Stand and Take It (Kybar's Teeth)
Energy Cost:  4

Effect:  Stand and Take it is a lingering effect.  Choose one of your creatures.  The next time that creature is attacked,

it takes no damage.

Crystallize (Nar)

Energy Cost:  8

Effect:  Crystallize is a lingering effect.  Choose a creature.  That creature is encased in an ice crystal and cannot attack.

When the Crystallize effect goes away, gain 4 EP.

Refract (Nar)

Energy Cost:  4

Effect:  Refract is a lingering effect.  When exactly one of your creatures is the target of a spell or power, you may use

the Refract effect to redirect the spell or power to one of your creatures.

Whiteout (Nar)

Energy Cost:  4

Effect:  Until the end of the next round, all creatures are frozen.  Powers on frozen cards cost 10 extra power.

Grow (Naroom)

Energy Cost:  12

Effect:  Make a Soul check.  If you pass by 4 or more, one of your creatures gains 60 power.  If you pass, one of your creatures 30 power.  If you fail, one of your creatures gains 10 power.

Tap Roots (Naroom)

Energy Cost:  12

Effect:  Deal 20 power to a target creature.  You may then add 20 power to one of your creatures.

Vortex of Knowledge (Naroom)

Energy Cost:  4

Effect:  Next round, halve the cost of any spell of level 3 or less, rounded down.

Entangle (Orothe)

Energy Cost:  12

Effect:  Sends out a pair of tentacles that entangle an opposing Magi for one round, preventing him from doing anything.

Riptide (Orothe)

Energy Cost:  8

Effect:  Creates a suction that drains 8 EP from an opposing Magi.

Shell (Orothe)

Energy Cost:  8

Effect:  Wraps one of your creatures in a shell, making it immune to opposing spells and powers until the end of the round.

Submerge (Orothe)

Energy Cost:  8

Effect:  Add 30 power to one of your Orothe creatures.

Bloom (Paradwyn)

Energy Cost:  4

Effect:  Play this spell when your opponent plays a spell.  You may take an action immediately after that to use a power or

play a spell.  The cost of the power/spell is doubled. Only Paradwyn may play this spell.

Radiant Spring (Paradwyn)

Energy Cost: 4

Effect:  Any use of the Dreamwarp ability may increase the range an additional 50 power, though it may not go below the usual minimum.

Stalk (Paradwyn)

Energy Cost:  4

Effect:  Choose an opposing creature.  That creature is stalked until the end of your action.  Stalked creatures take 10 damage

before damage is dealt when attacked.

Tropical Rain (Paradwyn)

Energy Cost:  8

Effect:  Creates a light rain in the area that adds 30 power to a creature with the Dreamwarp ability.

Snare (Paradwyn)

Energy Cost:  4

Effect:  Play this spell during an opponent's attack phase.  Choose one of his/her creatures.  That creature cannot attack

this round.  If you are not a Paradwyn Magi, you are dealt 5 points of damage.

Aglow (Underneath)

Energy Cost:  8

Effect:  Lights up the area and allows all Burrowed creatures to attack this round.  When Burrowed creatures attack, they gain 10 power before damage is dealt.

Burrow (Underneath)

Energy Cost:  4, plus 4 for each round after

Effect:  Causes a creature to burrow under the ground.  The creature cannot attack, but takes no more than 20 damage from attacks, spells and powers per round.

Enrich (Underneath)

Energy Cost:  4

Effect:  Add 30 power to any one burrowed creature.

Hidden Door (Underneath)

Energy Cost:  8

Effect:  Open a small pocket in space from which you can either store or retrieve one object.

Dream Channel (All)

Energy Cost:  8

Effect:  Choose one of your summoned creatures.  While that creature stays summoned, you may recover an extra 4 EP whenever

you energize.

Intensify (All)

Energy Cost:  4

Effect:  The next spell or power you use that either drains EP or deals damage to an opposing Magi, it either does double damage or drains twice as much EP.

Spectral Shield (All)

Energy Cost:  8

Effect:  Creates a shield which prevents your Magi from losing EP or HP from Spells and Powers for this round.

Binding (Weave)

Energy Cost:  8

Effect:  Wraps one of your summoned creatures and an opposing creature up in tall grass.  Neither creature can act while the other is still summoned.

Lifeweave (Weave)
Energy Cost:  12

Effect:  Each of your Weave creatures gains 20 power.

Sprout (Weave)

Energy Cost:  8

Effect:  Choose an opposing Magi.  Gain 4 EP for each creature that Magi has summoned.
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LEVEL 2 SPELLS

Crushing Winds (Arderial ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature,  gain 8 EP.

Fog Bank (Arderial)

Energy Cost:  12

Effect:  One of your creatures cannot be attacked until the end of the next round.

Jetstream (Arderial)

Energy Cost:  12

Effect:  Immediately summon a creature with a starting power of 30 or less.  That creature cannot gain energy this round.

Shrink (Arderial)

Energy Cost:  8

Effect:  Choose a creature and remove half its power, rounded down.

Solar Flare (Arderial)

Energy Cost:  16

Effect:  Add 40 power to each of your creatures that attacked and defeated a creature this round.

Crushing Stench (Bograth ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, you may immediately summon one of your Bograth creatures. It starts with 20 power and cannot attack this round.

Frenzy (Bograth)

Energy Cost:  12

Effect:  If you have at least 3 Bograth creatures summoned, all creatures gain 30 power.

Lightning Sand (Bograth/d'Resh)

Energy Cost:  12

Effect:  Until the start of your next action, the first time a creature is targeted by a power or attack, either the power does

nothing or the creature takes no damage in the attack.

Vard Stampede (Bograth)

Energy Cost:  8

Effect:  If you have at least 4 Bograth creatures summoned, disable all of a Magi's Items of Power and cancel any lingering effects that Magi has.

Brushfire (Cald/Weave)

Energy Cost:  8

Effect:  Creates a small fire underneath a creature, burning them for 20 points of damage.  You may play Brushfire even when you cannot play any other spells.

Crushing Heat (Cald ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, the opposing Magi may not cast spells or use Items of Power until the start of your next action.

Lava Flow (Cald)

Energy Cost:  8

Effect:  Create a stream of lava that deals 20 damage to one non-Cald creature.  This damage cannot be reduced.

Sulfurous Spirit (Cald)

Energy Cost:  4

Effect:  Defeat one of your own creatures to deal 40 damage to an opposing creature.

Crushing Darkness (Core ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, take control of it and restore it to its staring power.  It

cannot attack this round.

Corrupt (Core)

Energy Cost:  16

Effect:  Corrupt is a lingering effect.  The next creature played by any Magi is put under your control and becomes a Core creature.

Entomb (Core)

Energy Cost:  12

Effect:  Name a spell.  That spell is considered a Core spell until the end of combat.

Shadow Ritual (Shadow Magi ONLY)

Energy Cost:  8

Effect:  All powers on Core creatures and Items of Power cost 8 EP or 20 power less to use, to a minimum of zero, until the end of your action.

Terrorize (Core)

Energy Cost:  16

Effect:  Choose one of your creatures.  The next time that creature attacks, it takes no damage in the attack.  Underneath Magi may have Terrorize as a 3rd level spell.

Chill of Night (d'Resh)

Energy Cost:  16

Effect:  Choose a creature whose power divided by 10 is less than the number of creatures that Magi has.  Defeat that creature.

Crushing Sands (d'Resh ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, deal 10 damage to each of that Magi's other creatures.

Heat of Day (d'Resh)

Energy Cost:  8

Effect:  Choose a number of creatures up to the number of creatures you have summoned.  Deal 10 damage to each of those creatures.

Ascend (Kybar's Teeth)

Energy Cost:  8

Effect:  Play only before your attack phase.  Your Kybar's Teeth creatures cannot attack this round, but take 30 less damage from attacks until the start of your next action.

Crushing Stones (Kybar's Teeth ONLY)
Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, add 10 power to each of your Kybar's Teeth creatures.

Vertigo (Kybar's Teeth)

Energy Cost:  8

Effect:  Target an opposing Magi.  Until the end of your next action, any spells that Magi casts cost an additional 4 EP.

Blizzard (Nar)

Energy Cost:  12

Effect:  Defeat one of your creatures to defeat an opposing creature.  You may only cast this spell after the attack phase.

Crushing Ice (Nar)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, deal 15 damage to the creature's Magi.

Shattering Wind (Nar)

Energy Cost:  12

Effect:  Until the end of your action, when one of your Nar creatures attacks, deal 5 damage to the defending creature's Magi before damage is dealt.  If the opposing Magi is frozen, deal an extra 5 damage to him/her.

Gilded Cage (Naroom)

Energy Cost:  8

Effect:  An opposing non-Naroom creature is trapped in a magical cage.  It may not use any powers until the start of your next action.

Crushing Roots (Naroom ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, add 30 power to one of your creatures.

Nocturne (Naroom)

Energy Cost:  16

Effect:  You may immediately summon a creature, even if you normally couldn't summon that creature.  It begins with 10 power and cannot attack this round.

Overgrowth (Naroom)

Energy Cost:  4

Effect:  Overgrowth is a lingering effect.  Choose one of your creatures.  That creature now energizes 30 power at the start of

your actions.

Crushing Surf (Orothe ONLY)

Energy Cost:  16

Effect:  Deal 40 damage to a creature.  If this defeats the creature, take control of an opposing Item of Power for this combat.

Pillar of Brine (Orothe)

Energy Cost:  8

Effect:  Choose an opponent.  His/her creatures deal 20 less damage in attacks until the start of your next action.

Ripple (Orothe)

Energy Cost:  4

Effect:  Add 10 power to each creature below its starting power.  Deal 10 damage to each creature over its starting power.

Storm of Fishes (Orothe)

Energy Cost:  8

Effect:  Choose an opponent.  That Magi may either not cast spells or use Items of Power next round, your choice.

Crushing Vines (Paradwyn ONLY)

Energy Cost:  15

Effect:  Deal 40 damage to a creature.  If this defeats the creature, then all of that Magi's creatures are stalked.  Stalked creatures take 10 damage before damage is dealt when they are attacked.

Flourish (Paradwyn)

Energy Cost:  12

Effect:  Until the end of your next action, any creature with a starting power greater than 20 cost 8 EP less to summon, to a minimum of 8 EP.

Scarletsong's Trill (Paradwyn)

Energy Cost:  8

Effect:  Until the end of your action, if any of your creatures attack a stalked creature, they gain 20 power before damage is dealt.

Cave In (Underneath)

Energy Cost:  16

Effect:  May only be cast indoors.  Causes a cave in which deals 10 points of damage to each creature and Magi.  Arderial creatures and Magi take an additional 10 points of damage.

Crushing Fungus (Underneath ONLY)

Energy Cost:  15

Effect:  Deal 40 damage to a creature.  If this defeats the creature, that Magi may gains no EP the next time he/she energizes.

Impact (Underneath)

Energy Cost:  4

Effect:  Defeat one of your summoned creatures.  Deal damage equal to half the creature's power, rounded up, to an opposing Magi.

Mudslide (Underneath)

Energy Cost:  8

Effect:  If you have both a creature and an Item of Power, choose an opposing creature and Item of Power.  Defeat the creature and disable the Item.

Tunnel (Underneath)

Energy Cost:  4

Effect:  One of your burrowed creatures may attack Magi directly this round.  If that creature deals damage, gain half the damage, rounded down, in HP.

Nightmare Channel (All)

Energy Cost:  8

Effect:  Choose a summoned creature.  While that creature remains summoned, its Magi energizes for 4 less EP whenever

he/she takes an energize action.

Focus (All)

Energy Cost:  12

Effect:  The next time you take an energize action, you regain triple the EP.  You may not do anything until you have energized.

Heal (All)

Energy Cost:  20

Effect:  Choose up to 5 creatures you have summoned.  Distribute 50 power among the creatures in multiples of 10.

Crushing Growth (Weave ONLY)

Energy Cost:  15

Effect:  Deal 40 damage to a creature.  If this defeats the creature, then all opposing creatures must attack during their Magi's next action.

Sheath (Weave)

Energy Cost:  12

Effect:  Choose one creature.  It gains 80 power.  It cannot attack or use powers or effects.  If this creature is defeated, you are dealt 10 damage.

The Hunt (Weave)

Energy Cost:  4

Effect:  Each of your Weave creatures that can attack may attack twice this round.

[image: image2.png]




LEVEL 3 SPELLS

Eclipse (Arderial)

Energy Cost:  20

Effect:  Causes an eclipse to occur, making the entire area dark.  One Magi's creatures cannot attack on his/her next action.

Sandswirl (Arderial)

Energy Cost:  4 + 4 per round after

Effect:  Causes a whirlwind of sand to encase an opposing Magi or creature.  If a Magi, that Magi cannot cast spells or use Items of Power.  If a creature, that creature cannot attack or use powers.  In both cases, they take an extra 10 damage from attacks.

Shockwave (Arderial)

Energy Cost:  20

Effect:  Target an opposing creature.  Defeat the creature.

Storm Cloud (Arderial)

Energy Cost:  20

Effect:  A storm cloud rains down on an opposing creature, dropping it to 10 power.

Ominous Chill (Bograth/Nar)

Energy Cost:  12

Effect:  Defeat one of your creatures to make all of your creatures deal 20 extra damage in attacks until the end of your next action.

Sneak Attack (Bograth/Paradwyn)

Energy Cost:  12

Effect:  Until the beginning of your next action, whenever creatures attack, you choose whether they deal damage equal to their starting power or current power.  Damage dealt in these attacks cannot be reduced or prevented.

Spirit Drain (Bograth/Paradwyn)

Energy Cost:  12

Effect:  Choose an opposing Magi.  That Magi loses 8 EP for each creature he has summoned.

Bombard (Cald)

Energy Cost:  16

Effect:  Make a Mind Check.  If you pass by 4 or more, deal 50 damage to up to 3 opposing creatures.  IF you pass, you do 30 damage.  If you fail, you do 10 damage.

Searing Touch (Cald)

Energy Cost:  12 plus 1 per round/minute after casting

Effect:  Your hands become like molten rock for as long as you keep the spell up, doing 10 points of damage to anything

you touch.

Spirit of the Flame (Cald)

Energy Cost:  4

Effect:  Choose one of your unsummoned creatures and a summoned creature.  The unsummoned creature cannot be summoned for the remainder of this combat.  Add X power to the summoned creature, where X is equal to 10 times the level of the unsummoned creature.

Thermal Blast (Cald)

Energy Cost:  12

Effect:  Target a creature and make a Mind check.  If you pass by 4 or more, deal 60 damage to that creature.  If you pass, deal 40 damage.  If you fail, deal 20 damage.

Gloom (Core)

Energy Cost:  16

Effect:  Choose an opposing Magi and defeat all of his creatures.  For each creature, the Magi may take 10 damage to prevent it from being defeated.

Haunt (Core)

Energy Cost:  20

Effect:  Haunt is a lingering effect.  Choose a creature.  When that creature is defeated, it is summoned for free under your control,

ignoring all restrictions.  It cannot attack the round it comes under your control.

Maelstrom (Core)

Energy Cost:  X

Effect:  For every 4 EP put into X, deal 5 damage to an opposing Magi.  Orothe Magi may play Maelstrom as a 4th level spell.

Mind Blank (Core)

Energy Cost:  16

Effect:  Your opponent may not cast spells until the end of the next round.  D'Resh Magi may cast Mind Blank as a 4th level spell.

Deceptive Dreams (d'Resh)

Energy Cost:  12

Effect:  Unsummon an opposing creature.  You must then choose one of the opponent's defeated creatures and resummon it for free.  You may not cast this spell if the opponent has no defeated creatures.

Forgotten Dreams (d'Resh)

Energy Cost:  8

Effect:  If any of your Items of Power are disabled, you may use them again this combat.  The next spell you cast costs 8 EP less, to a minimum of 4 EP.

Horizon's Mirage (d'Resh)

Energy Cost:  12

Effect:  Horizon's Mirage is a lingering effect.  Choose one of your unsummoned creatures.  That creature cannot be summoned until the end of your next action, when it is summoned for free, ignoring all restrictions.

Feet of Stone (Kybar's Teeth)

Energy Cost:  8

Effect:  Turns an opposing creature's feet to stone.  That creature loses its next action.

Jagged Rocks (Kybar's Teeth)

Energy Cost:  12

Effect:  Add 20 power to the smallest Kybar's Teeth creature.  Deal 20 damage to the largest opposing Creature.

Rock Slide (Kybar's Teeth)

Energy Cost:  20

Effect:  An avalanche of rocks fall on the largest creature currently summoned, defeating it.  If there is a tie, you

choose which creature is defeated.

Brittlebreak (Nar)
Energy Cost:  12

Effect:  All creatures take damage equal to 10 times the level of the highest level Item of Power their Magi has.

Snowball (Nar)

Energy Cost:  8

Effect:  Cast when an opponent casts a spell that defeats one of your creatures.  You may defeat one of his/her creatures as well.

Thin Ice (Nar)

Energy Cost:  12

Effect:  Add 10 power to each of your frozen creatures.  Deal 10 damage to each opposing frozen creature.

Deadfall (Naroom)

Energy Cost:  12

Effect:  The next two creatures an opposing Magi summons begins with only half power, rounded down.

Flood of Energy (Naroom)

Energy Cost:  4

Effect:  You and all your creatures that energize immediately energize.

Orwin's Gaze (Naroom)

Energy Cost:  8

Effect:  You may immediately resummon a creature that was defeated, paying all costs.

Vim and Vigor (Naroom)

Energy Cost:  16

Effect:  Choose any one opposing creature over its starting power.  That creature goes back to its starting power.  For every 10 power lost, you gain either 4 EP or 5 HP.

Boil (Orothe)

Energy Cost:  20

Effect:  Deal 10 damage to each of a Magi's creatures.  Deal an extra 20 damage to each of a Magi's Orothe and Bograth creatures.  Cald Magi may have this spell with no penalty.

Implosion (Orothe)

Energy Cost:  4 + X

Effect:  Drain X EP from an opposing Magi.  X cannot go above 15.

Undertow (Orothe)

Energy Cost:  20

Effect:  Choose an opposing creature.  Defeat that creature, but it may be resummoned this combat.

Froxfire (Paradwyn)

Energy Cost:  20

Effect:  Choose a stalked creature.  Defeat that creature.

Bottomless Pit (Underneath)

Energy Cost:  12

Effect:  Choose a creature with less than 50 power.  Defeat that creature.  This spell may also trap a Magi until they pass a Body check.

Ground Breaker (Underneath)
Energy Cost:  12

Effect:  Target an Opposing Magi, who must make a Body check.  If they pass by 4 or more, they take no damage.  If they pass, they take 5 damage. If they fail, they take 20 damage.

Resonate (Underneath)

Energy Cost:  4 per effect

Effect: Disable an opposing Item of Power and/or deal 10 damage to a creature and/or drain 8 EP from an opposing Magi.

Beam of Light (All)

Energy Cost:  16

Effect:  You shoot out a beam of light that targets either an opposing Magi's items, lingering spells or an opposing creature that has 20 power or less.  Either the item is disabled, spells with lingering effects end or the creature is defeated.  You may target up to 2 things per casting.

Equilibriate (All)

Energy Cost:  12

Effect:  All creatures with more than their starting power are reduced to their starting power.

Nightmare's Dawn (All)

Energy Cost:  8

Effect:  All Magi who have Spells and Creatures of only their region(s) gain 20 EP.

Drought (Weave)

Energy Cost:  8

Effect:  For the next 2 rounds, no one may take an Energize action.

Sawgrass (Weave)

Energy Cost:  20

Effect:  The grass develops blades to take revenge against an opposing creature that attacked.  The creature is defeated.


LEVEL 4 SPELLS

Cry of Thunder (Arderial)

Energy Cost:  16

Effect:  Play this only before the Attack phase.  Add 20 power to each of your Arderial creatures.  Add an extra 10 power to

each of your Xyx.  At the end of your action, defeat any of your creatures which did not attack this round.

Tranquility (Arderial)

Energy Cost:  8

Effect:  No damage spells may be played until the end of the next round.  You gain an extra 6 EP when you make an Energize action.

Muck Rain (Bograth)

Energy Cost:  16

Effect:  Choose an opposing Magi.  If the number of Bograth creatures you have in play is greater than that Magi's Mind and Soul added together, defeat one of that Magi's creatures.

Zungg Swarm (Bograth)

Energy Cost:  24

Effect:  If you have at least 7 Bograth and 7 Core creatures summoned, deal X times 10 damage to each of a Magi's creatures, where X equals the number of summoned Bograth creatures you have.

Gorgle's Gift (Cald)

Energy Cost:  12

Effect:  Unsummon one of your creatures to deal 70 damage to any one summoned creature.

Syphon Vortex (Cald)

Energy Cost:  16 + X

Effect:  Choose a creature.  For every 4 EP put into X, deal 10 damage to that creature.  For every 10 damage you deal, gain 4 EP and 5 HP.

Wildfire (Cald)

Energy Cost:  20

Effect:  Causes a large area to catch fire, though the fire will only burn all the creatures of a chosen Region, dealing

20 damage to all of them.

Anarchy (Core)

Energy Cost:  12

Effect:  Each Magi chooses and takes control of an opposing creature.  That creature is restored to its starting power.

Anarchy may only be used if each Magi has a creature.

Dark Portents (Core)

Energy Cost:  8

Effect:  Choose an Opposing Magi.  You may know what spells and creatures that Magi has.  Gain 4 EP for each creature or spell not of their region.

Dream Rift (Core)

Energy Cost: 20

Effect:  You may resummon any of your defeated creatures, and they cost 12 EP less to resummon, to a minimum of 4 EP. Arderial Magi may cast Dream Rift as a 5th level spell.

Vaporize (Core)

Energy Cost:  12

Effect:  Choose an opposing Magi.  Deal 5 damage to that Magi for each Item of Power he/she has.  Disable all of that Magi's Items of Power.

Dessicate (d'Resh)

Energy Cost:  20

Effect:  Deal 10 damage to one of your creatures to target an opposing creature and remove all of its power.

Forgotten Tales (d'Resh)

Energy Cost:  8

Effect:  Choose any one of your spells.  You may immediately cast that spell, ignoring costs and restrictions.

Redream (d'Resh)

Energy Cost:  12

Effect:  Choose two of your defeated creatures.  Immediately resummon them for free.  If you are not a d'Resh Magi, take 10 damage per 10 power of creatures resummoned.

Unmake (d'Resh)

Energy Cost:  X

Effect:  Choose a creature with (X/4) times 10 power.  Defeat that creature and deal 10 damage to each creature of the same type as that creature.

Cleansing (Kybar's Teeth/Underneath)

Energy Cost:  4

Effect:  Choose an opposing Shadow Magi or Core creature with 20 HP or less.  The Magi or creature becomes cleansed, though they may make a Soul check to resist cleansing.  If cleansed, the creature is either defeated or is no longer corrupted.

Ominous Presence (Kybar's Teeth)

Energy Cost:  4

Effect:  If you have a Level 4 or higher creature, you may summon it for half cost next round.

Exposure (Nar)

Energy Cost:  12

Effect:  Each Non-Nar Magi in this combat loses HP equal to their Mind plus Soul.  Each Core Magi takes an extra

10 damage.

Shattershards (Nar)

Energy Cost:  4

Effect:  Disable an opposing Item of Power.  Deal damage to that Item's controller equal to the level of the Item times 5.

Bythan's Gift (Naroom)

Energy Cost:  12

Effect:  Unsummon one of your creatures to add 70 power to one of your other creatures.

Hyren's Call (Naroom)

Energy Cost:  24

Effect:  You may immediately summon a Hyren for free.  That Hyren may not attack this round.

Sap of Life (Naroom)

Energy Cost:  12

Effect:  Choose any one of your summoned creatures that is below its starting power.  That creature is restored to its

starting power.

Curse of the Abaquist (Orothe/Paradwyn)

Energy Cost:  16

Effect:  Defeat one of your summoned creatures to target an opposing creature with less power than the creature you defeated. You gain control of that creature for this combat.

Tidal Wave (Orothe)

Energy Cost:  24 or 40

Effect:  A great tidal wave appears and drenches everything.  One opposing creature is defeated if you paid the lower cost.

Two opposing creatures are defeated if you paid the higher cost.

Ambush (Paradwyn)

Energy Cost:  16

Effect: Choose any one creature in play.  Deal damage to that creature equal to its starting power.

Atekkia's Gift (Underneath)

Energy Cost:  12

Effect:  Unsummon one of your creatures to unsummon another creature.

Carnivorous Cave (Underneath)

Energy Cost:  12

Effect:  The entire area is shaken and bombarded with rocks.  Everyone except burrowed creatures take 10 points of damage.

Gorgle's Curse (Underneath)

Energy Cost:  20

Effect:  Choose one opposing non-Underneath creature.  That creature is turned to stone.  It loses all but 10 power and cannot attack until you are defeated.

Fate's Whimsy (All)

Energy Cost:  4

Effect:  Cast this spell after a Magi makes a check.  That Magi must make the check again, ignoring the result of the first check. You may only cast this spell once per check.

Healing Light (All)

Energy Cost:  0

Effect:  If you have less HP, EP, and Creatures than your opponent, gain 30 HP and 20 EP.

Spirit of Rayje (All)

Energy Cost:  0

Effect:  Play when you are about to be reduced to 0 HP or less.  Make a Soul check.  If you pass by 4 or more, you are restored to half your maximum HP.  If you pass, you are restored to 1/4 of your maximum HP.  If you fail, nothing happens.

Weave Mind (Weave ONLY)

Energy Cost:  4

Effect:  You may attempt to learn some piece of information that you do not know yourself by linking with other Weave Magi. This spell has no Combat effect.

Weave Winds (Weave)

Energy Cost:  24

Effect:  Until the end of the next round, if any Magi has a creature summoned, they may not summon non-Weave creatures.


LEVEL 5 SPELLS

Cataclysm (Arderial)

Energy Cost:  40

Effect:  A massive storm hammers the area.  All creatures are defeated and all items are disabled.

Sorreah's Dream (Arderial)

Energy Cost:  X

Effect:  You may use a power that any creature or Item of Power has.  X is the cost to use that power.  Convert

power to EP as per the scale.

Spirit of Arderial (Arderial ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  All of your spells cost 4 EP less, to a minimum of 4.  Afterwards, you are still

knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Darkness (Bograth)

Energy Cost:  28

Effect:  Each of your creatures may defeat itself to defeat an opposing creature.

Spirit of Bograth (Bograth ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  You are considered to have 10 Bograth creatutres in play.  Afterwards, you are still knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Flame Control (Cald)

Energy Cost:  4

Effect:  You may rearrange the power on all your creatures at will.  The total power of all your creatures cannot change.

Flame Geyser (Cald)

Energy Cost:  28

Effect:  Everyone is showered in pillars of flame.  All creatures and Magi suffer 30 points of damage.

Spirit of Cald (Cald ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  All spells that deal damage deal an extra 10 damage.  Afterwards, you are still

knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Blight (Core)

Energy Cost:  28

Effect:  The entire area becomes twisted and dark.  All non-Core, non-Bograth creatures take 20 damage.  All Core and

Bograth creatures gain 10 power.  Non-Core, non-Bograth Magi take 10 damage and Core and Bograth Magi heal 10 HP.

Bograth Magi may play Blight for 32 EP.

Spirit of the Core (Core ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  Any creatures you take control of may attack once and only once immediately.

Afterwards, you are still knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Crystal Vision (d'Resh)

Energy Cost:  8

Effect:  Crystal Vision is a lingering effect.  Your opponent gets to know every Creature and Spell you have.  If they are

all d'Resh, then each creature and spell costs 4 EP less, to a minimum of 4 EP.

Oasis (d'Resh)

Energy Cost:  8

Effect:  Until the start of your next action, creatures and Magi take no damage from spells or powers.

Spirit of the Teeth (Kybar's Teeth ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  Afterwards, you are restored to 10 HP and combat continues. Only one ‘Spirit Of…’ spell may be played per Magi.

Stone Storm (Kybar's Teeth)

Energy Cost:  12 + X

Effect:  Two creatures are pelted by a horde of flying rocks.  For every 4 EP put into X, each creature takes X times

10 damage.

Spirit of Nar (Nar ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  All creatures, Items of Power, and Magi are frozen while you cast these spells.

Afterwards, you are still knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Forest's Blessing (Naroom)

Energy Cost:  20

Effect:  All summoned Naroom creatures below their starting power are restored to thier starting power.

Spirit of Naroom (Naroom ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  You may also summon creatures with this EP, who may use any powers, but may not attack.  Afterwards, if you are still at 0 or less HP or EP, you are knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Spirit of Orothe (Orothe ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  Any Items of Power you steal may be used and any creatures you steal may attack

once an only once.  Afterwards, you are still knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Typhoon (Orothe)

Energy Cost:  32

Effect:  A freak Typhoon blows into the area.  Make a Mind check.  If you pass by 4 or more, all non-Orothe creatures take

60 damage.  If you pass, all non-Orothe creatures take 40 damage.  If you fail, all non-Orothe creatures take 20 damage.

Will of Orothe (Orothe)

Energy Cost:  24

Effect:  During your opponent's next action, he/she and his/her creatures may not use powers.  During the attack step, you decide which creatures attack and who they attack.

Spell Pulse (Paradwyn)

Energy Cost:  8

Effect:  Choose a spell that has been cast or an item that has been used.  For the rest of the combat, that spell or item

may not be used again.  You may not use this spell more than 3 times per Combat.

Spirit of Paradwyn (Paradwyn ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  All creatures are considered stalked while you cast spells.  Afterwards, you

are still knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Spirit of Ombor (Underneath ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  Damage you deal cannot be reduced or cancelled.  Afterwards, you are still

knocked unconcious. Only one ‘Spirit Of…’ spell may be played per Magi.

Thunderquake (Underneath)
Energy Cost:  X

Effect:  Cause an earthquake to rip through the area, For every 4 EP spent into X, deal 10 damage to any one creature in

play.

Pure of Heart (All)

Energy Cost:  4

Effect:  Pure of Heart is a lingering effect.  While Pure of Heart is active, no Core spells or Powers can affect you or

any items belonging to you.

Ummmm...NO!  (All)

Energy Cost:  16

Effect:  You may cast this spell when an opposing spell is cast.  That spell is cancelled.

Harmony (Weave ONLY)

Energy Cost:  24

Effect:  The power of ALL creatures in play is set to 30.

Spirit of the Weave (Weave ONLY)

Energy Cost:  0

Effect:  Cast this spell as you are being defeated by an opposing Magi.  You are restored to full EP and may cast as

many spells in a row as you can afford.  All opposing creatures are considered to have attacked even if they have not. Afterwards, you are set at 1 HP, but are still defeated and out of combat. Only one ‘Spirit Of…’ spell may be played per Magi.
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