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_________R a c e s________
Dwarf

See the Player’s Handbook for a description of the dwarf class.  Their favored class has changed from “fighter” to the favored color Red.
Regions: Dwarves commonly hail from such mountainous regions as: Balduvia, Scoria, Talruum, Bogardan, and Shiv.
Elf


Forest Elf racial traits have changed from +2 Dexterity, -2 Constitution to +2 Wisdom, -2 Constitution.  The favored color of a Forest Elf is Green.
Regions: Forest Elves live in communities in Llanowar, Sylva, Verdura, and Quiria primarily, though some also live in Fyndhorn, Skyshroud, Wirewood, and Tel-Jilad.

Swamp Elf racial traits have been changed from +2 Dexterity, -2 Constitution to +2 Intelligence, -2 Constitution.  The swamp elf also gains Darkvision 60 feet.  A swamp elf’s favored color is Black.  Swamp elves also gain a +2 racial bonus to saving throws vs. poison.

Regions: Swamp Elves come mostly from Shadowmoor region.
Human

Humans are unchanged from the Player’s Handbook.

Regions: Humans can live in pretty much any climate, but they mostly live in big cities or small towns.  Some famous human cities are Icatia, Ramosia, and Kjeldora.  There are also humans in the Kamigawa region.
Goblin


Goblins are primarily found in mountains, similar to the Dwarf.  They usually tend to sacrifice their own to gain power in the tribe.  There are many different tribes of goblin, most notably the Mogg tribe, and the Skirk tribe.  Their system of “government” -if you could call it that - is generally a caste type system.  The goblin who shows the most intelligence and power in combat is usually crowned king.  Some of the goblin tribes have domesticated Orggs, and some have even bred goblin mutants with them.  A goblin’s natural environment is in a cave, and they excel in combat inside of one.
Regions: Goblins live in many different mountainous areas, and don’t really have any central communities.  They can be from any different mountainous region, one that is known for goblins; however, is Kyren, located in the Mercadia region.
Mogg Tribe:

The Mogg tribe, though generally stronger than other goblin tribes on average, usually will not attack alone, and are bolstered by their allies in combat.  This tribe, like all goblin tribes, is not afraid to sacrifice one of their own for the greater good of the tribe.  They do not focus on magic much at all, and mostly focus on brute force to defeat their enemies.
Skirk Tribe:

This tribe generally focuses more on ancient witchcraft and spells in combat, rather than brute force or strength in numbers. Though this tribe has had a few warriors, they mainly tend to use hit and run tactics.  They are usually weaker than most goblins, but make up for it with their intelligence and spellcrafting.
Boggart Tribe:

Of the three tribes mentioned, this tribe is most likely to sacrifice one of their own.  Due to living in the swampy regions, this tribe has a limited amount of resources, so they have to rely on what they find in the swampy depths to use for weapons, which has caused them to use a common tactic of sacrificing their own to use the bones as weapons, and channeling the spirits of their dead into spells.  Due to the fact that they know at any minute they could be sacrificed to help their ally, they are a lot sneakier than most goblins, and tend to be more cowardly in a fight.
Goblin Racial traits:
· +2 dexterity, -2 constitution

· Small: +1 to armor class due to size category, a +1 size bonus on attack rolls, and +4 size bonus to hide checks.

· +2 racial bonus on all spot checks. Goblins are especially good at seeing enemies, because they are generally weaker than their enemies.

· Favored color: Red

· Darkvision 60 feet.



Mogg Tribe Variant:
*These traits are in addition to the standard goblin racial traits, except where noted.
· +2 Strength, -2 intelligence (Instead of +2 dexterity and -2 constitution)

· +2 racial bonus on all handle animal checks.


Skirk Tribe Variant:
· +2 intelligence, -2 strength.
· Skirks do not gain Darkvision, as they are sophisticated enough to use torches and magic light sources in their dwellings.
· Spells/day: 1/day Light. 1/day Tarfire. 1/day Unnatural Speed.
· +5 base land speed (So their base land speed is 25 feet rather than 20).
Boggart Tribe Variant:
· An additional +2 racial bonus to hide checks, due to a life of hiding from becoming the next mage’s spell component.
· +4 to dexterity, -2 to constitution, -2 to strength. (Instead of the +2 dexterity, -2 constitution).  Due to most Boggarts relying on sacrificing comrades for battle, they are generally weaker than other goblins, but more nimble.
· +2 racial bonus to all bluff checks.
· +1 racial bonus on saving throws vs. poisons.
· Alignment: Non-good. Boggarts are mostly evil and selfish; it is very rare for a Boggart to help his or her allies willingly unless there’s something in it for them.
· Favored color: Black (this replaces the favored color of red)



Kithkin

Kithkin are a race similar to a Dwarf.  Their eyes are a silvery-white reflective surface, rather than the pupil, iris, and white part.  They stand at about 4 to 5 feet tall, and generally live in large communities.  They are very trusting to all other races, and are generally accepted by all communities except for those in swamps and giants.  Kithkin live in the plains of Dominaria, though they travel far away from their homelands for trading purposes.  If you need something from a far off place, a Kithkin might be a good person to ask about acquiring it.
Kithkin focus mainly on healing magic and helping others.  They don’t produce a great deal of goods themselves, but they do a lot of trading and bartering with other races that might not normally trade, so they can get all the goods their community needs as well as help out their allies.  If necessary, Kithkin will take up arms to defend their homeland, and some venture away from their homeland in search of new things.

Regions: Kithkin’s homeland is Goldmeadow.
Kithkin Racial traits:uHh
· +2 Charisma, -2 Wisdom. Kithkin are generally persuasive, but they lack the wisdom to tell other races motives, and are a bit more naïve than most races.

· Medium size category: Kithkin receive no bonuses and take no penalties due to size.

· +4 dodge AC bonus vs. giants, Kithkin’s natural enemy.

· +2 racial bonus on attack rolls vs. giants.

· +2 racial bonus on appraise checks. (Kithkin have done a great deal of trading in their day, so they are familiar with different places prices).

· -2 racial penalty on sense motive checks.  Kithkin generally believe you are telling the truth, because they see no reason for you to lie to them.
· Favored Color: White.

· A Kithkin automatically gains Appraise as a class skill.

· Alignment: Non-Evil
Merfolk
Merfolk are human-sized creatures that live primarily in or around islands of Dominaria.  They stand as tall as a human, between 5 and 6 feet on average, and have a similar build. Merfolk also have fins which allow them to swim in water.  Merfolk have scales in patches on their body, and are able to breathe underwater.  Merfolk are excellent swimmers, and are very good at hunting both food and treasure.  Some Merfolk attack ships as a source of income and goods, while others just search the depths for items of value.  Merfolk primarily use spears and other fishing-type weapons, but they have been known to use anything they can find.  Merfolk mages focus primarily on dampening your spellcasting abilities, with counterspells and unsummon magic, to get rid of your creatures.  Though Merfolk are amphibious, they are fully capable of living entirely on land or entirely in the water, so it is not uncommon to see them in either place.
Regions: Merfolk are mostly from Saprazza, Thalakos, and Rootwater.
Merfolk Racial Traits:
· +2 Wisdom,-2 Dexterity.  (Merfolk are excellent at figuring out motives, and are very aware of their surroundings, but are clumsy in water and on land, because they are able to adapt to either environment)
· +1 Natural Armor bonus.
· Amphibious (can breathe on land or under water).
· Swim speed 60 feet. (Armor check penalties apply).
· Favored Color: Blue.
_____Rules Variations____
Discarding: Discarding a spell means using up a spell for the day without getting the benefits of casting that spell.  Discarding does not take an action by itself, and is usually forced, or part of an activation of a spell or ability.

For example, if you are a level 1 mage, and your memorized spells are lightning axe, lightning bolt, and Kird ape, you may normally cast each of these spells 4 times in a day.  Since lightning axe has the additional cost of “discard a spell” when you cast it, it not only uses up a spell useage for itself, but for another spell of your choosing.  If a level 1 Red mage casts lightning axe and chooses to discard lightning bolt, he or she can cast lightning axe 3 more times in the day, and lightning bolt 3 more times in the day as well (he or she may still summon a Kird ape 4 times during the day).
Another example of discarding would be the black fighter ability “specter.” If a black fighter with the specter ability hits a mage with his weapon, the mage must discard a spell.  If the fighter has greater specter the discard is at random, and if the fighter has improved greater specter, the discard is two spells at random.

Tapped: Players or creatures are considered “tapped” when they have used all of their actions for the round.  A player who casts a sorcery and moves is considered tapped, and a player who casts a summon spell would also be considered tapped, because it is a full round action.  Mana in your mana pool can also be tapped, and becomes tapped when you use it to cast a spell in a round.  If another mage casts a spell that taps your mana in your mana pool, you may not use that mana to cast a spell until the next round.  Instants, like all spells, may only be cast if you have enough mana in your mana pool that is untapped.
Artifacts and tapping: If you use an artifact which requires that it be tapped, this takes a standard action, and the artifact cannot be used again until your next turn.  Some artifacts are an exception, and may be untapped and used again in the same round.

Untapped: At the start of each of your turns, you and the mana in your mana pool become untapped.  This means that you may take a standard action and a move action, and your mana may be used to cast spells or use abilities that require mana.

Mana Pool: Your mana pool is the energy you use in a round to cast spells.  If a spell or effect adds mana to your mana pool, that mana is only available until your next turn.  You may not keep adding mana to your mana pool to use in a later round.
Mana: Mana is a unit of measurement for how much energy a spell costs, and is the force used by all mages to cast spells and summon creatures.

________C o l o r s_______
Black
Characteristics: 

A black mage or fighter tends to be deceitful and disruptive.  A Black fighter tends to rely on cheap shots and tricks to defeat his opponents, and a Black mage tends to summon undead monsters and magically steal his opponent’s life essence.

Black magic has always been the counter to white magic, and generally Black mages have a hard time cooperating with white and green mages, as they are usually enemies, though the elvish races have cooperated recently to weave some green magic together with black magic.
Alignment:


Due to the fact that their magic and fighting styles are considered evil among most races, a player wishing to rely on the dark arts must be non-good.
Background:

Black magic has its roots in the swampy regions of Dominaria, stemming from a hatred for life, and a love of the undead, several mages believe this magic is the ultimate source of power.  Black fighters have stemmed from the magic, and use tricks and unholy Enchantments and weapons to gain power.  Korlash is a famous black fighter, along with Ihsan’s shade.
Races:


The undead have always had a great interest in black magic, because it can bolster them and destroy their white magic using enemies.  Elves have recently started using Black magic and fighting styles, and the Boggart tribe of goblins has always used Black magic and fighting styles.  Kithkin and Dwarves wouldn’t normally use black magic, as it is too evil for their liking.
Game Rule Information:
Black has the following characteristics.

Abilities: Intelligence determines how powerful of a black spell a mage can cast, and dexterity is the key component for a black fighter, as it raises his or her armor class.  To cast a black spell, a mage must have an intelligence score of 10 + the spell’s casting cost.  Intelligence also affects the effectiveness of a spell, and how hard it is to resist the mage’s magic.
Alignment:  Black mages and fighters are non-good, as most of their techniques and spells are considered evil in many lands.

Hit Die: d6.

Weapon and Armor Proficiencies:
Mage: Light weapons, Light armor (armor check penalty applies), no shields.
Fighter: Light weapons, Light armor, no shields.
Color Skills:
Mage

The class skills (and the key ability for each skill) for a Black mage are as follows:

Concentration (Con), Decipher Script (Int), Intimidate (Cha), Knowledge (artifacts) (int), Knowledge (Black) (Int), Knowledge (creatures) (Int), and Spellcraft (Int).

Skill points at 1st level: (2 + Intelligence modifier) x 4
Skill points at each additional level: 2 + Intelligence modifier

Fighter

The class skills (and the key ability for each skill) for a Black fighter are as follows:

Appraise (Int), Balance (Dex), Bluff (Cha), Climb (Str), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Hide (Dex), Intimidate (Cha), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Swim (Str), and Tumble (Dex).
Skill points at 1st level: (8 + Intelligence modifier) x 4.
Skill points at each additional level: 8 + Intelligence modifier.

Color Features:

Please refer to the table – Base Mage Statistics, or Black Fighter Statistics, and to the Black abilities list for more information.
Blue
Characteristics:  A Blue mage is an expert in counter magic, and a master of misdirection.  A Blue mage is also the most knowledgeable of all the colors, and can quickly find the information he or she needs.  A blue fighter relies on stealth and confusion to defeat his or her enemies.  Blue mages and fighters are the only classes that have mastered the art of magical flight.
Alignment: Blue mages and fighters tend to be more on the chaotic side of things, but they can be any alignment.
Background: Blue mages are the most likely to be known as “Wizards” of the 5 colors, and some of the most famous mages have been masters of blue magic, Zur, the enchanter, along with Arcanis the omnipotent, and Barrin, the master wizard to name a few.  Blue fighters may not be the toughest in the crowd, but they have the ability to pick out their enemies weak spots and strike quickly on the move.
Races: Blue’s most common users are the Merfolk along with Faeries and Birds; though humans are also very adept at blue magic as well.  It is very rare to see a dwarf using blue magic, but it is possible.
Game Rule Information:
Blue has the following characteristics.

Abilities: Intelligence determines how powerful of a blue spell a mage can cast, and dexterity is the key component for a blue fighter, as it raises his or her armor class.  To cast a blue spell, a mage must have an intelligence score of 10 + the spell’s casting cost.  Intelligence also affects the effectiveness of a spell, and how hard it is to resist the mage’s magic.

Alignment:  Any.
Hit Die: d4.

Weapon and Armor Proficiencies:
Mage: Light weapons, Light armor (armor check penalty applies), no shields.
Fighter: Light weapons, Light armor, no shields.

Color Skills:
Mage

The class skills (and the key ability for each skill) for a Black mage are as follows:

Concentration (con), Craft (int), Gather Information (cha), Knowledge (all skills taken individually) (int), Spellcraft (int), Swim (str).
Skill points at 1st level: (2 + Intelligence modifier) x 4.
Skill points at each additional level: (2 + Intelligence modifier)

Fighter

The class skills (and the key ability for each skill) for a Black fighter are as follows:

Bluff (cha), Disguise (cha), Escape Artist (dex), Gather Information (cha), Hide (dex), Knowledge (artifacts) (int), Knowledge (creatures) (int), Listen (wis), Move Silently (dex), Search (int), Sense Motive (wis), Sleight of Hand (dex), Swim (str).

Skill points at 1st level: (4 + Intelligence modifier) x 4.
Skill points at each additional level: 4 + intelligence modifier.
Color Features:

Please refer to the table – Base Mage Statistics, or Blue Fighter Statistics, and to the Blue abilities list for more information.
Green
Characteristics: Green is most known for its fighters.  A green fighter is something you wouldn’t want to mess with. They rely a lot on brute force, but also have healing magic to keep them going.  A green fighter may jump into the middle of ten enemies, smash a few within a matter of seconds, and live to tell a story about it.  A green mage will rely a great deal on summoning powerful monsters, and using healing magic to keep them going.  Green mages also have spells that can boost damage and attack for the whole party or just a single person for one round.  Most of their enchantment spells are to increase armor.
Alignment: Green mages and fighters tend to be more on the lawful side of things, but a green mage or fighter could just as easily be chaotic or neutral.  They also tend to be more on the good side of things, but once again they could just as easily become evil, so any alignment would not be surprising for someone practicing green magic and fighting styles.
Background: Green is most known for traveling among the colors. Green has hosted many great warriors in the past, and is very famous for its strong monsters.  Here are a few famous green warriors: Autumn Willow, Mirri the cat warrior, Kaysa, Kahmal the fist of Krosa, Jorael the empress of beasts, and Garruk Wildspeaker.  Green has also had a few famous mages, such as Multani the Maro sorcerer, Nemeta, the grove guardian, Eladamri, lord of the leaves, and Rofellos, the Llanowar emissary.
Races: Humans and elves are most likely to embrace green magic as their calling, although it isn’t rare for a Kithkin to try his hand at it as well.
Game Rule Information:
Green has the following characteristics.

Abilities: Wisdom determines how powerful of a green spell a mage can cast, and strength is the key component for a green fighter, as green fighters rely mostly on smashing things and dealing the most damage possible.  To cast a green spell, a mage must have a wisdom score of 10 + the spell’s casting cost.  Wisdom also affects the effectiveness of a spell, and how hard it is to resist the mage’s magic.

Alignment:  Any.
Hit Die: d10.

Weapon and Armor Proficiencies:
Mage: Light weapons, light armor (no armor check penalty), Shield proficiency (no armor check penalty).
Fighter: Light weapons, Medium Weapons, any Armor (non-metal only), any non-metal shields.
Color Skills:
Mage

The class skills (and the key ability for each skill) for a Green mage are as follows:

Concentration (con), Listen (wis), Handle Animal (cha), Heal (wis), Knowledge (Green) (int), Knowledge (Creatures) (int), Knowledge (Enchantments) (int), Knowledge (Land) (int), Ride (dex), Search (Int), Spot (wis).

Skill points at 1st level: (4 + intelligence modifer) x 4
Skill points at each additional level: 4 + intelligence modifier

Fighter

The class skills (and the key ability for each skill) for a Green fighter are as follows:

Balance (dex), Climb (str), Handle Animal (cha), Heal (wis), Hide (dex), Knowledge (green), Knowledge (creatures) Listen (wis), Move silently (dex), Ride (dex), Search (int), Spot (wis)

Skill points at 1st level: (2 + intelligence modifier) x 4
Skill points at each additional level: 2 + intelligence modifier
Color Features:

Please refer to the table – Base Mage Statistics, or Green Fighter Statistics, and to the Green abilities list for more information.

Red
Characteristics: Red is all about dealing the most damage, regardless of mage or fighter status. A Red mage is also good at replicating a spell that he has just seen cast.  Red fighters rely on speed and agility, as well as getting the most hits in to do the job.  Red mages are used in wars to wipe out large numbers of enemies at once, but they require a little bit of protection, as they don’t train with much armor.  Any weapon feels comfortable in a Red fighter’s hands.

Alignment: Red mages and fighters tend to be more on the chaotic side of things, and rarely obey laws.
Background: Red has hosted great mages and fighters alike.  To name a few of its most famous fighters, there are: Kahmal the pit fighter, Eron the relentless, Maraxus of Keld, Varchild, and Tahngarth, the Talruum hero. To name a few of its famous mages: Jaya Ballard, the task mage, Latulla, the Keldon overseer, Kiki-Jiki the mirror breaker, and Chandra Nalaar.
Races: Dwarves and goblins are most likely to be using red magic and fighting styles, but catfolk and humans are also very commonly seen using red. Kobolds, Minotaurs, and Orcs all fall under the red fighting category as well. 
Game Rule Information:
Red has the following characteristics.

Abilities: Charisma determines how powerful of a Red spell a mage can cast, and dexterity is the key component for a Red fighter, as it raises his or her armor class.  To cast a Red spell, a mage must have a Charisma score of 10 + the spell’s casting cost.  Charisma also affects the effectiveness of a spell, and how hard it is to resist the mage’s magic.

Alignment:  Chaotic.
Hit Die: d6.

Weapon and Armor Proficiencies:
Mage: Light weapons, Light armor (armor check penalty applies), no shields.
Fighter: All weapons, All Armor, Any shields. May dual-wield weapons at lesser penalties.
Color Skills:
Mage

The class skills (and the key ability for each skill) for a Red mage are as follows:

Bluff (cha), Concentration (con), Intimidate (cha), Knowledge (red) (int), Knowledge (artifacts), Spellcraft (int).
Skill points at 1st level:  (2 + intelligence modifier) x 4
Skill points at each additional level: 2 + intelligence modifier

Fighter

The class skills (and the key ability for each skill) for a Red fighter are as follows:

Balance (dex), Climb (str), Handle Animal (cha), Intimidate (cha), Jump (str), Ride (dex), Spot (wis), Survival (wis), Swim (str).
Skill points at 1st level: (4 + intelligence modifier) x 4
Skill points at each additional level: 4 + intelligence modifier
Color Features:

Please refer to the table – Base Mage Statistics, or Red Fighter Statistics, and to the Red abilities list for more information.
White
Characteristics: White primarily deals with preventing damage and healing wounds.  White mages are a great asset to any party, as they are the best healers and can take a beating themselves.  White fighters are difficult to kill, but don’t necessarily do a lot of damage.  They are very good at taking a beating though.
Alignment: Good


Background:    Some famous white mages are: Eight-and-a-Half-Tails, Rune-Tail, Kitsune Ascendant, Atalya, Samite Master, Orim, Samite Healer, Reya Dawnbringer, Ajani Goldmane, and Gerrard Capeshen.  Some famous white fighters are: Jareth, Leonine Titan, Commander Eesha, Lin-Sivvi, Defiant Hero, and Mageta the Lion.  Most white fighters are either great Birds or Humans, and most of the great white mages are human or angels.
Races: Humans, Kithkin and Birds are the most likely to be using white magic and fighting styles, but some Merfolk, Elves, Giants, and Cat people have been known to use white magic and fighting styles.
Game Rule Information:
White has the following characteristics.

Abilities: Charisma determines how powerful of a White spell a mage can cast, and dexterity is the key component for a White fighter, as it raises his or her armor class.  To cast a White spell, a mage must have a Charisma score of 10 + the spell’s casting cost.  Charisma also affects the effectiveness of a spell, and how hard it is to resist the mage’s magic.

Alignment:  Good
Hit Die: d8.

Weapon and Armor Proficiencies:
Mage: Light weapons, Medium armor (no armor check penalty), Light Shields (no armor check penalty).
Fighter: Light Weapons, Medium Weapons, Any armor, Any Shields.
Color Skills:
Mage

The class skills (and the key ability for each skill) for a White mage are as follows:

Concentration (con), Diplomacy (cha), Handle Animal (cha), Heal (wis), Knowledge (artifacts) (int), Knowledge (lands), Knowledge (White), Listen (wis), Spellcraft (int).
Skill points at 1st level: 
Skill points at each additional level: 

Fighter

The class skills (and the key ability for each skill) for a White fighter are as follows:

Climb (str), Diplomacy (cha), Heal (wis), Jump (str), Knowledge (artifacts) (int), Knowledge (lands) (int), Knowledge (white) (int), Swim (str).
Skill points at 1st level: (2 + intelligence modifier) x 4
Skill points at each additional level: 2 + intelligence modifier
Color Features:

Please refer to the table – Base Mage Statistics, or Base Fighter Statistics, and to the White abilities list for more information.
Level progression tables:
Base Mage Table





            Spells per turn
	Lvl
	Base Attack Bonus
	Fort

Save
	Ref Save
	Will Save
	Special
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th
	9th

	1
	+0
	+0
	+0
	+2
	+1 mana to mana pool 

+ 3 new spells
	1
	—
	—
	—
	—
	—
	—
	—
	—

	2
	+1
	+0
	+0
	+3
	+ 3 new spells
	1
	—
	—
	—
	—
	—
	—
	—
	—

	3
	+1
	+1
	+1
	+3
	+1 mana to mana pool 

+ 3 new spells
	2
	1
	—
	—
	—
	—
	—
	—
	—

	4
	+2
	+1
	+1
	+4
	+ 3 new spells
	2
	1
	—
	—
	—
	—
	—
	—
	—

	5
	+2
	+1
	+1
	+4
	+1 mana to mana pool 

+ 3 new spells
	3
	1
	1
	—
	—
	—
	—
	—
	—

	6
	+3
	+2
	+2
	+5
	+ 3 new spells
	3
	1
	1
	—
	—
	—
	—
	—
	—

	7
	+3
	+2
	+2
	+5
	+1 mana to mana pool 

+ 3 new spells
	4
	2
	1
	1
	—
	—
	—
	—
	—

	8
	+4
	+2
	+2
	+6
	+ 3 new spells
	4
	2
	1
	1
	—
	—
	—
	—
	—

	9
	+4
	+3
	+3
	+6
	+1 mana to mana pool 

+ 3 new spells
	5
	2
	1
	1
	1
	—
	—
	—
	—

	10
	+5
	+3
	+3
	+7
	+ 3 new spells
	5
	2
	1
	1
	1
	—
	—
	—
	—

	11
	+5
	+3
	+3
	+7
	+1 mana to mana pool 

+ 3 new spells
	6
	3
	2
	1
	1
	1
	—
	—
	—

	12
	+6/+1
	+4
	+4
	+8
	+ 3 new spells
	6
	3
	2
	1
	1
	1
	—
	—
	—

	13
	+6/+1
	+4
	+4
	+8
	+1 mana to mana pool 

+ 3 new spells
	7
	3
	3
	1
	1
	1
	1
	—
	—

	14
	+7/+2
	+4
	+4
	+9
	+ 3 new spells
	7
	3
	3
	1
	1
	1
	1
	—
	—

	15
	+7/+2
	+5
	+5
	+9
	+1 mana to mana pool 

+ 3 new spells
	8
	4
	2
	2
	1
	1
	1
	1
	—

	16
	+8/+3
	+5
	+5
	+10
	+ 3 new spells
	8
	4
	2
	2
	1
	1
	1
	1
	—

	17
	+8/+3
	+5
	+5
	+10
	+1 mana to mana pool 

+ 3 new spells
	9
	4
	3
	2
	1
	1
	1
	1
	1

	18
	+9/+4
	+6
	+6
	+11
	+ 3 new spells
	9
	4
	3
	2
	1
	1
	1
	1
	1

	19
	+9/+4
	+6
	+6
	+11
	+1 mana to mana pool 

+ 3 new spells
	10
	5
	3
	2
	2
	1
	1
	1
	1

	20
	+10/+5
	+6
	+6
	+12
	+ 3 new spells
	10
	5
	3
	2
	2
	1
	1
	1
	1


Red/Green/White Fighter Table

	Level
	Base Attack Bonus
	Fort Save
	Reflex Save
	Will Save
	Special

	1
	+1
	+2
	+0
	+0
	One fighter ability from your color

	2
	+2
	+3
	+0
	+0
	

	3
	+3
	+3
	+1
	+1
	One fighter ability from your color

	4
	+4
	+4
	+1
	+1
	Extra Feat

	5
	+5
	+4
	+1
	+1
	One fighter ability from your color

	6
	+6/+1
	+5
	+2
	+2
	

	7
	+7/+2
	+5
	+2
	+2
	One fighter ability from your color

	8
	+8/+3
	+6
	+2
	+2
	Extra Feat

	9
	+9/+4
	+6
	+3
	+3
	One fighter ability from your color

	10
	+10/+5
	+7
	+3
	+3
	

	11
	+11/+6/+1
	+7
	+3
	+3
	One fighter ability from your color

	12
	+12/+7/+2
	+8
	+4
	+4
	Extra Feat

	13
	+13/+8/+3
	+8
	+4
	+4
	One fighter ability from your color

	14
	+14/+9/+4
	+9
	+4
	+4
	

	15
	+15/+10/+5
	+9
	+5
	+5
	One fighter ability from your color

	16
	+16/+11/+6/+1
	+10
	+5
	+5
	Extra Feat

	17
	+17/+12/+7/+2
	+10
	+5
	+5
	One fighter ability from your color

	18
	+18/+13/+8/+3
	+11
	+6
	+6
	

	19
	+19/+14/+9/+4
	+11
	+6
	+6
	One fighter ability from your color

	20
	+20/+15/+10/+5
	+12
	+6
	+6
	Extra Feat


Base Blue/Black Fighter Table

	Level
	Base Attack Bonus
	Fort Save
	Reflex Save
	Will Save
	Special

	1
	+0
	+0
	+2
	+0
	One fighter ability from your color

	2
	+1
	+0
	+3
	+0
	

	3
	+2
	+1
	+3
	+1
	One fighter ability from your color

	4
	+3
	+1
	+4
	+1
	Extra Feat

	5
	+3
	+1
	+4
	+1
	One fighter ability from your color

	6
	+4
	+2
	+5
	+2
	

	7
	+5
	+2
	+5
	+2
	One fighter ability from your color

	8
	+6/+1
	+2
	+6
	+2
	Extra Feat

	9
	+6/+1
	+3
	+6
	+3
	One fighter ability from your color

	10
	+7/+2
	+3
	+7
	+3
	

	11
	+8/+3
	+3
	+7
	+3
	One fighter ability from your color

	12
	+9/+4
	+4
	+8
	+4
	Extra Feat

	13
	+9/+4
	+4
	+8
	+4
	One fighter ability from your color

	14
	+10/+5
	+4
	+9
	+4
	

	15
	+11/+6/+1
	+5
	+9
	+5
	One fighter ability from your color

	16
	+12/+7/+2
	+5
	+10
	+5
	Extra Feat

	17
	+12/+7/+2
	+5
	+10
	+5
	One fighter ability from your color

	18
	+13/+8/+3
	+6
	+11
	+6
	

	19
	+14/+9/+4
	+6
	+11
	+6
	One fighter ability from your color

	20
	+15/+10/+5
	+6
	+12
	+6
	Extra Feat


F e a t s  and  A b i l i t i e s 
General Feats

	Ability Name
	Prerequisites
	Benefit

	Acrobatic
	None
	+2 bonus on Jump and Tumble checks

	Agile
	None
	+2 bonus on Balance and Escape Artist checks

	Alertness
	None
	+2 bonus on Listen and Spot checks

	Armor Proficiency (light)
	None
	No armor check penalty on attack rolls

	Armor Proficiency  (medium)
	Armor proficiency (light)
	No armor check penalty on attack rolls

	Armor Proficiency (heavy)
	Armor proficiency (medium)
	No armor check penalty on attack rolls

	Blind-Fight
	None
	Re-roll miss chance on concealment

	Cloak and Dagger
	Black or Blue level 5
	Equipped creature gains shroud equal to 10 + 1/3rd his or her level and a bonus to hit with daggers

	Color Focus*
	Caster level 1
	+1 bonus on save DCs for selected color of magic

	Combat Reflexes
	None
	Additional attacks of opportunity

	Countermage
	Blue Mage
	+2 to caster level checks for countering spells.

	Deft hands
	None
	+2 bonus on sleight of hand and Knowledge (artifacts) checks

	Diligent
	None
	+2 bonus on appraise and decipher script checks

	Draw
	Blue Mage
	+3 to all knowledge checks

	Enchanter
	Caster level 1
	Your enchantments last longer than usual.

	Far Shot
	Point Blank Shot
	Increase range increment by 50% or 100%

	Flash
	Blue Mage
	Sorceries may be cast at instant speed.

	Great Fortitude
	None
	+2 bonus on Fortitude Saves

	Greater Spell Penetration
	Spell Penetration
	+2 bonus on caster level checks to defeat shroud

	Greater Two-Weapon Fighting
	Dex 19, Improved Two-Weapon Fighting, Two-Weapon Fighting, base attack bonus +11
	Gain third off-hand attack

	Greater Weapon Focus*
	Proficiency with weapon, Weapon Focus with weapon, fighter level 8th
	+1 bonus on attack rolls with selected weapon

	Greater Weapon Specialization*
	Proficiency with weapon, Greater Weapon Focus with weapon, Weapon Focus with weapon, Weapon Specialization with weapon, fighter level 12th
	+2 bonus on damage rolls with selected weapon

	Ground Seal
	Green Mage
	Lands cannot be destroyed

	Improved Color Focus
	Color Focus
	+1 Bonus on Save DCs for the selected color of magic

	Improved Precise Shot
	Dex 19, Point Blank Shot, Precise Shot, base attack bonus +11
	Ignore less than total cover/concealment on ranged attacks

	Improved Shield Bash
	Shield Proficiency
	Retain shield bonus to AC when shield bashing

	Improved Two-Weapon Fighting
	Dex 17, Two-Weapon Fighting, Base attack bonus +6
	Gain second off-hand attack

	Investigator
	None
	+2 bonus on Gather Information and Search checks

	Iron Will
	None
	+2 bonus on Will Saves

	Leyline of Lightning
	Red Mage
	Red magic does more damage.

	Lightning Reflexes
	None
	+2 bonus on Reflex Saves

	Magical Aptitude
	None
	+2 bonus on Spellcraft and Knowledge (artifacts) checks.

	Manyshot
	Dex 17, Point Blank Shot, Rapid Shot, base attack bonus +6
	Shoot two or more arrows simultaneously

	Mind over Matter
	Blue Mage level 9
	Discard a spell to tap enemies.

	Mounted Archery
	Ride 1 rank, Mounted Combat
	Half penalty for ranged attacks while mounted

	Mounted Combat
	Ride 1 rank
	Negate hits on mount with Ride check

	Necropotence
	Black Mage
	Pay life to gain knowledge.

	Negotiator
	None
	+2 bonus on Diplomacy and Sense Motive checks

	Nimble Fingers
	None
	+2 bonus on Knowledge (artifacts) and Open Lock checks.

	Peace of Mind
	White Mage
	Gain the ability to discard spells to heal yourself or allies.

	Persuasive
	None
	+2 bonus on Bluff checks and Intimidate checks

	Point Blank Shot
	None
	+1 bonus on ranged attack and damage within 30 ft.

	Precise Shot
	Point Blank Shot
	No -4 penalty for shooting into melee

	Pyromancer’s Swath
	Leyline of Lightning
	Red magic does more damage.

	Quick Draw
	Base attack bonus +1
	Draw weapon as a free action

	Rapid Reload
	Weapon Proficiency with a crossbow
	Reload crossbow more quickly

	Rapid Shot
	Dex 13, Point Blank Shot
	One extra ranged attack each round

	Ride-by-Attack
	Ride 1 rank, Mounted Combat
	Move before and after a mounted charge

	Run
	None
	Run at 5 times normal speed, +4 bonus on Jump checks made after a running start

	Self-Sufficient
	None
	+2 bonus on Heal and Knowledge (green) checks.

	Shield Proficiency
	None
	No armor check penalty on attack rolls

	Shot on the Run
	Dex 13, Dodge, Mobility, Point Blank Shot, base attack bonus +4
	Move before and after ranged attack

	Skill Focus
	None
	+3 bonus on checks with selected skill

	Spell Penetration
	None
	+2 bonus on caster level checks to defeat shroud

	Spirited Charge
	Ride 1 rank, Mounted Combat, Ride-By Attack
	Double damage with mounted charge

	Stealthy
	None
	+2 bonus on Hide and Move Silently checks

	Summoner
	Caster level 1
	Gain a +4 bonus to all concentration checks for summoned monsters.

	Tower Shield Proficiency
	Shield Proficiency
	No armor check penalty on attack rolls

	Two Weapon Defense
	Dex 15, Two-Weapon Fighting
	Off-hand weapon grants +1 shield bonus to AC

	Two-Weapon Fighting
	Dex 15
	Reduce two-weapon fighting penalties

	Uncounterable
	Green mage
	Gain a +4 bonus to caster level checks vs. counterspells.

	Weapon Finesse
	Base attack bonus +1
	Use Dex modifier instead of Str modifier on attack rolls with light melee weapons

	Weapon Focus*
	Proficiency with weapon, base attack bonus +1
	+1 bonus on attack rolls with selected weapon

	Weapon Specialization*
	Proficiency with weapon, Weapon Focus with weapon, fighter level 4th
	+2 bonus on damage rolls with selected weapon


*Can be taken multiple times.

Black Abilities

	Ability Name
	Prerequisites
	Benefit

	Deathtouch
	Black level 7
Shadow
	You may deliver a Deathtouch attack after studying an enemy for three rounds.

	Fear
	Hide 4 ranks
	Ignore armor when attacking an enemy unaware of your presence.

	Protection from White
	None
	You gain a resistance to white sources of damage

	Shade
	None
	You can boost your chance to hit and to weapon damage

	Shadow
	Hide 8 ranks
	You are able to hide in plain sight, as you are in two planes at the same time.

	Specter
	Black level 3
	You gain the ability to make your opponents discard spells.

	Vampirism
	Black level 3
	You have a thirst for blood, and gain supernatural bonuses to damage and armor by killing your enemies.

	Wither
	Black level 5
	Each of your attacks also gives your enemy a wounding counter.

	Specter, Greater
	Specter
	Cause your opponent’s discard to be a random spell

	Specter, Improved Greater
	Specter, Greater Specter
	Cause your opponent to discard two spells at random when you hit them.

	
	
	


Blue Abilities

	Ability Name
	Prerequisites
	Benefit

	Flying
	Blue level 5
	You gain a magical fly speed of 30 feet.

	Morph
	None
	Gain a bonus to disguise checks.

	Phasing
	Blue level 3
	You are more difficult to hit, and blink in and out of existence.

	Pinger
	None
	You have learned a way to deal damage to an opponent that always hits the target.

	Protection from Red
	None
	You gain a resistance to red sources of damage.

	Shadow
	Hide 8 ranks
	You are able to hide in plain sight, as you are in two planes at the same time.

	Shapeshift
	Blue level 5, Knowledge (creatures) 8 ranks
	You may gain the abilities of an enemy you are fighting.

	Shroud
	Blue level 9
	You gain a resistance to spells being cast on you.

	Unblockable
	Blue level 9
	You have learned how to ignore armor.

	
	
	

	
	
	


Green Abilities

	Ability Name
	Prerequisites
	Benefit

	Haste
	None
	You can move faster than most creatures.

	Persist
	Green level 9
	You are especially difficult to kill.

	Poison
	Green level 3
	You know how to use poisons without poisoning yourself.

	Rampage*
	None
	You gain special bonuses to armor, to hit rolls, and damage by being in combat with multiple enemies.

	Reach
	None
	You can do additional damage to flying enemies.

	Regeneration
	Green level 7
	You can regain a certain number of hit points per round while out of combat.

	Shroud
	Green level 7
	You gain a resistance to spells being cast on you.

	Trample
	None
	You can attack an additional enemy in the round in which you killed an enemy.

	
	
	

	
	
	

	
	
	


Red Abilities

	Ability Name
	Prerequisites
	Benefit

	Bloodthirst*
	None
	You gain bonuses to enemies you have already hit in a previous round.

	Doublestrike
	First Strike, Red Level 5
	You gain an additional attack during the normal initiative round.

	Firebreathing
	None
	You can add a bonus to your damage rolls each round.

	First Strike
	None
	You attack before anyone else does.

	Haste
	None
	You can move faster than most creatures.

	Pinger
	Red level 3
	You have learned a way to deal damage to an opponent that always hits the target.

	Protection from Red
	None
	You gain a resistance to red sources of damage.

	Trample
	None
	You can attack an additional enemy in the round in which you killed an enemy.

	
	
	

	
	
	

	
	
	


White Abilities

	Ability Name
	Prerequisites
	Benefit

	First Strike
	None
	You attack before anyone else does.

	Absorb*
	White level 5
	You can absorb a certain amount of damage from each attack.

	Bushido*
	None
	You gain bonuses to hit and to damage rolls against enemies who do not have bushido.

	Doublestrike
	First strike, White level 9
	You gain an additional attack during the normal initiative round.

	En-Kor
	None
	You may redirect damage dealt to you to a willing ally.

	Lifelink
	White level 7
	You gain life equal to half the damage you deal with a melee attack.

	Protection from Black
	None
	You gain a resistance to black sources of damage.

	Protection from Red
	None
	You gain a resistance to red sources of damage.

	Vigilance
	None
	You may use an item or ability in the same round you move and attack in.

	
	
	


* These abilities may be taken multiple times for extra benefits.
_____Feat Descriptions____

Cloak and Dagger: A fighter or mage that takes the cloak and dagger feat gains a +1 bonus to attack rolls made with daggers, and gains shroud equal to 10 + 1/3rd his or her black and/or blue levels, rounded down.
Draw: A mage that takes the draw feat adds a bonus to all of his or her knowledge checks equal to one half of his or her mage level rounded up.
Enchanter: Enchantment spells you cast last twice as long as the usual duration.

Uncounterable: A mage that takes the Uncounterable feat adds +4 to all caster level checks to resist having his or her spell countered.

Summoner: A mage that takes the summoner feat adds a +4 to all concentration checks made to keep summoned monsters under his or her control.

Flash: A mage that takes the flash feat may cast sorcery spells as instants.

Countermage: A Countermage adds +2 to all caster level checks to counter a spell.

Necropotence: A Black magic user may pay life to gain knowledge about something.  During a knowledge check, a black magic user may pay any amount of life to add a bonus to their knowledge check equal to the life they paid.

Leyline of Lightning: A red mage that takes the leyline of lightning feat adds +1 to all damage rolls done with red spells.

Pyromancer’s Swath: A red mage that takes the Pyromancer’s Swath feat adds an additional +1 to all damage rolls done with red spells. This bonus stacks with the bonus from the Leyline of Lightning feat.

Peace of Mind: A white mage with the peace of mind ability may pay one mana and discard a spell to heal a player for 3 hit points of damage per level of the spell discarded

Ground Seal: A green mage that takes the ground seal ability may not have his or her mana sources be destroyed for the day.

Color Focus: A mage that takes the color focus feat adds +1 to the DC of all the saving throws of the color they choose to focus in.  This feat can be taken multiple times, but only once for each color.  (If you have color focus of two colors, and cast a gold spell that contains those two colors, the bonuses stack).

Mind over Matter: A blue mage that takes the mind over matter feat may discard a spell to tap an enemy for the round.  This is done as a standard action.  He or she may also discard a spell to untap a mana source.  This action is done as a swift action.
Improved Color Focus: A mage that takes the Improved Color Focus gains an additional +1 to the save DCs of the color they chose to specialize in. This bonus stacks with Color Focus.
___Ability Descriptions___

Absorb:  A fighter who takes this ability receives less damage from all sources, the damage they take is reduced by one for each time the fighter takes this ability.  All sources of damage deal one less point of damage per time the fighter takes absorb as his or her ability.
Bloodthirst: If a fighter has the bloodthirst ability they gain a bonus to hit and to damage rolls against all enemies they have dealt damage to in a previous round.  This bonus lasts until the enemy is dead, or for one full day.  The bonus is equal to the number of times they have taken the bloodthirst ability.

Bushido: If a fighter with bushido is fighting an enemy without bushido, he or she gains a bonus to his or her attack and damage rolls equal to the number of times he or she has taken the bushido ability.

Deathtouch: A fighter that takes this ability may study an enemy for three rounds, then perform a Deathtouch attack.  The enemy must make a fortitude save equal to 10 + the damage dealt by the Deathtouch attack or die.

Doublestrike: Doublestrike allows you to take another attack during the normal initiative round as well as your full attack during the first strike initiative round.  This extra action is only an attack action, and is at full base attack bonus.
 
En-Kor: A fighter with the En-Kor ability may redirect damage dealt to him to a willing ally.  If an ally is not willing, damage can still be redirected unless the ally makes a will save dc 10 + ½ the white level of the fighter, rounded up.

Fear: If your enemy is unaware of your presence and you attack said enemy, you may also ignore their armor.  This ability does not work on black or artifact creatures. 

Firebreathing:  Each round, a fighter with the Firebreathing ability can add a bonus to attack damage equal to one half his or her fighter level, rounded up.  This bonus can be split up among different attacks, or applied to a single strike.  For example, a level 7 fighter can add two damage to two attacks, or can add four damage to a single attack.

First Strike: A fighter with the first strike ability will have his or her turn placed into a separate initiative called “first strike initiative”.  First strike initiative happens before standard initiative.

Flying: A blue fighter that takes the flying ability has mastered the art of magical flight, and gains a fly speed of 30 feet, with average maneuverability.

Haste: A hasted fighter may move an additional 10 feet per round, and hasted creatures that are summoned may take their turn on the same round the mage summoned the creature in.

Lifelink: A fighter with Lifelink gains one life each time they deal damage with a melee weapon.

Morph: Gain a +6 bonus on disguise checks.


Persist: A fighter that takes the persist ability will not die when they reach zero life, instead they will revive at half hit points, with a wounding counter, and they must make a fortitude save each round for the first three rounds they have resurrected or become tapped.
Phasing: Your body becomes a blur, and it is more difficult for enemies to hit you.  Your enemies have a 20% miss chance when trying to hit you.

Pinger: A Pinger may deal 1d4 damage per ½ his or her blue and/or red level, rounded up. This attack is done as a standard action.  This is a ranged touch attack with no saves.  A level 5 blue fighter with the pinger ability would deal 3d4 damage as a ranged touch attack with no saves.  The blue and red levels stack for this ability.  So a level 3 blue fighter and level 2 red fighter with the pinger ability would still deal 3d4 damage as a ranged touch attack.

Poison: A fighter that gets the poison ability can use poisons on their weapons, without the chance of poisoning him or herself.

Protection from Black: Protection from Black grants a resistance to black sources of damage of 5. Five damage from each black source of damage is prevented.

Protection from Red: Protection from Red grants a resistance to red sources of damage of 5.  Five damage from each red source of damage is prevented.

Protection from White: Protection from White grants a resistance to white sources of damage of 5.  Five damage from each white source of damage is prevented.

Rampage: A fighter with rampage gains a bonus of +1 to attack and damage rolls, as well as a +1 dodge bonus to AC per enemy they are in melee with beyond the first.  This bonus increases by one each time the fighter takes the rampage ability.

Reach: A fighter that takes the reach ability gets a +2 bonus to damage rolls to any creature with flying.

Regeneration: A fighter that takes the regeneration ability may regain 5 hit points per round outside of combat.  The fighter must not have received damage or dealt damage to any creature for one full round before regenerating any hit points.

Shade: The shade ability allows the fighter to add a bonus to damage and attack rolls equal to one half his or her fighter level, rounded up.  This bonus may be split up between any number of attacks in a round.

Shadow: You are able to hide in plain sight, as you are in two planes at the same time.  You may make a hide check even while enemies are aware of your presence. The DC for the hide check is at a -5 penalty.
Shapeshift: You may temporarily gain the abilities of an enemy you are fighting.  This requires an appropriate knowledge check to know what abilities your enemy has to mimic, and also requires a full round action.  You retain your enemy’s abilities for a number of rounds equal to ½ your blue level rounded up.

Shroud: Shroud grants a spell resistance of 10 + one half the fighter level rounded up.

Specter: A fighter with the specter ability causes their enemies to discard a spell every time the fighter hits them.
Specter, Greater: Instead of your opponent choosing which spell to discard, the spell discarded is random.

Specter, Improved Greater: Your opponent must now discard two spells at random when you hit them in combat, rather than just one spell.

Trample: Trample grants the fighter an additional attack in a round that he or she killed an enemy.

Unblockable: A fighter that takes the Unblockable ability may ignore armor for one attack per round. This requires the appropriate knowledge (creatures) check about the enemy you are trying to hit.

Vampirism: A fighter with vampirism gains a +1 bonus to attack and damage rolls per enemy they have killed in a day.  This bonus wears off at the end of a day.

Vigilance: A fighter with the vigilance ability can take an attack action, a move action, and may use an item or one spell in the same round.

Wither: A fighter with wither gives an opponent a wounding counter each time they make a successful attack against an enemy.



________S k i l l s________
Please refer to the player’s handbook for a description of all skills except the following:

Knowledge skills have been changed entirely, the current list of knowledge skills that are available are as follows:


Knowledge (black): A character who is knowledgeable of black things would know about the undead, necromancy, vampires, and most things that are generally considered evil.  They would also know about swamps’ names, and other black regions of note.

Knowledge (blue): A character with blue knowledge would know a great deal about islands and water life.  They would know about Merfolk customs, and how to avoid dangerous areas while at sea.  They would most likely know the names of islands of note, and other such blue-related things.


Knowledge (green):  A character with a knowledge of green things would know about most natural things, things dealing with animals, and anything dealing with the forest itself.

Knowledge (red): Red knowledge encompasses a great deal about damage, fire, the elements, and things of that nature.  A character with red knowledge might know a bit about dwarven architecture and customs or goblin tribes.  A character with red knowledge would also know of any mountain fortresses of note, and other such things of a red nature.

Knowledge (white):  Knowledge of white things would encompass human customs, Kithkin trading routes, and most things dealing with plains areas and towns.

Knowledge (creatures): Knowledge of creatures would give the character an idea of weaknesses of monsters, and approximate strength and toughness of all kinds of creatures.

Knowledge (enchantments): Knowledge of enchantments would grant the character a good idea of what enchantments are on a certain enemy, and how difficult it would be to disenchant those enchantments.

Knowledge (artifacts): This knowledge skill deals a great deal with how to use items, and gives an idea of how mechanical objects work in general.  Any mechanical, non-magically triggered item would require knowledge of artifacts to use properly.

Knowledge (lands):  This knowledge would encompass a general idea of geography of a region, or where the nearest swamp or mountainous area would be.  It also would help a character with any local folklore and legends about an area.

________M a g i c________
To cast a spell in Dominaria, a magic user must have mana in his or her mana pool.  A mage will gain mana in their mana pool every two levels, starting at first level.  Each time a mage gains a level, he or she may learn three new spells that he or she could cast with the available mana pool.  As long as he or she was casting instants, a third level mage could cast two level one spells in the same round, or one level two spell instead.  A green mage could summon a bird ally, and use that bird’s ability to give him more mana, which would allow him to cast more spells in a round.
No more than four of the same spell may be cast in a day.  This rule was set in place a long time ago by a great order of mages that deemed it an irresponsible use of magic if this limit were to be broken.  If this limit were broken by a mage very bad things could happen.  A certain set of spells with the “flashback” or “buyback” abilities may break this rule by paying additional mana to cast the spells, and some items may use spells as abilities, but there aren’t many normal means to break this limit.

Instant spells may be cast at any time during a round, as long as you have mana in your mana pool that isn’t considered tapped (used up) for the round.  So if a warrior is about to attack your healer, as a red mage you may want to stun him instead, as long as you have the two mana available, you are allowed to do this as an instant.  A player’s initiative determines the priority of the order of instant spells to occur.  So if two players both want to cast an instant in response to an enemy’s movements, the spell cast by the player with the higher initiative will trigger first.  Any spell that attempts to counter a spell being cast is automatically put to the top of the “stack” of spells that are waiting to go off.
Summon spells require a full round action to cast, but if the creature you’re summoning has haste, it may take its action the same round you summoned the creature in.  A summoned creature requires you to make a dc 10 + HD of summoned monsters to keep them summoned.  For example, if you summon a mogg fanatic – which has one hit die – you would have to make a dc 11 concentration check or the mogg fanatic would be unsummoned.  If you were to summon another mogg fanatic, then the concentration check would become one check of dc 12 to keep them both out.
Sorcery spells take a full standard action (meaning you can only cast that spell in the round, and no instants), but are more powerful than most instant spells.  You may still move in a round that you cast a sorcery spell, but you may not cast instants later in that round, even if you have untapped mana in your mana pool.
Enchantment spells bolster you or your allies for more than just a single attack like most buffing instants do.  An enchantment spell will last a number of rounds or minutes based on your caster level, but Enchantments can be disenchanted by white or green magic.

Saves for spells are based on the spell level + 10.  A level one spell would have a saving throw of 11, for example.

Some spells have additional requirements to cast.  These spells are commonly referred to as “X” spells.  For each mana you spend to cast them beyond the original casting cost, an effect is added to that spell.  Most effects are additional damage, but they can vary quite a bit.  Each “X” spell’s save is equal to 10 + the amount of mana spent casting the spell.

________S p e l l s________
Black Spells

Level 1:
Instants:
Aphotic Wisps

Burnt Offering

Culling the Weak

Dark Ritual

Darkblast

Hell Swarm

Howl From Beyond

Marsh Gas

Scare Tactics

Vampiric tutor

Enchantments:
Unholy Strength

Endless Scream

Evil Presence

Lurking Jackals

Sadistic Glee

Sicken

Torture

Weakness

Sorceries:
Bond of Agony

Chorus of Woe

Duress

Feast of Flesh

Mind Peel

Mind Twist

Ostracize

Reanimate

Thoughtsieze

Summons:
Accursed Centaur

Blood Pet

Carnophage

Maggot Carrier

Molting Harpy

Muck Rats

Plague Beetle

Prickly Boggart

Putrid Imp

Smolder Initiate

Stone Throwing devils

Vampire Bats

Will o’ the Wisp

Level 2:
Instants:
False Cure

Imp’s Mischief

Last Gasp 
Shade’s Breath

Nameless Inversion

Rouse

Shriek of Dread

Sickening Shoal

Steal Strength

Wicked Reward

Withering Boon

Enchantments:
Animate Dead

Bad Moon

Bitterblossom

Blight

Dragon Shadow
Torment

Enfeeblement

Fear

Feebleness

Greel’s Caress

Oblivion Crown

Parallax Dementia

Sinister Strength

Spinal Graft

Strength of Lunacy

Twisted Experiment

Zombie Infestation

Sorceries:
Abandon Hope

Chain of Smog

Drain Life

Mind Burst

Mind Shatter

Night’s Whisper

Profane Command

Sickening Dreams

Smallpox
Hymn to Taurach

Surging Dementia

Vicious Hunger

Summons:

Level 3:
Instants:
Breach

Douse in Gloom

Sick and Tired

Sudden Death

Enchantments:
Bottomless Pit

Dauthi Embrace
Shade’s Form

Engineered Plague

Gloom

Hissing Miasma

Maggot Therapy

Megrim

Necrogen Mists

Necromancy

Oppression

Relic Bane

Sorceries:
Brush With Death

Coercion

Delerium Skeins

Dirge of Dread

Howling Fury

Ichor Slick

Infest

Mind Rot

Pox

Rain of Tears

Rancid Earth

Stupor

Syphon Soul

Touch of Death

Summons:

Level 4:
Instants:
Burden of Greed

Makeshift Mannequin

Tendrils of Corruption

Enchantments:
Feast of the Unicorn

Pestilence

Snake-Cult Initiation

Tombstone Stairwell

Vampiric Embrace

Sorceries:

Despoil

Morsel Theft

Mutilate
Persecute

Syphon Mind

Temporal Extortion

Tendrils of Agony

Unmask

Zombify

Summons:

Level 5:
Instants:
Contagion

Hatred

Traitor’s Clutch

Treacherous Urge
Waste Away

Enchantments:
Clutch of Undeath

Festering Evil

Intimidation

Subversion

Sorceries:
Dakmor Plague

Exile into Darkness

Festering March

Final Punishment

Fugue

Incremental Blight

Mind Sludge

Patriarch’s Bidding

Rhystic Syphon

Sever Soul

Soul Feast

Three Tragedies

Summons:

Level 6:
Instants:
Pull Under
Tsabo’s Decree
Enchantments:
Caustic Tar
Wound Reflection

Sorceries:
Corrupt

Hex

Summons:

Level 7:
Instants:
Soul Spike
Enchantments:
 

Sorceries:
Plague Wind
Summons:

Blue Spells
Level 1:
Instants:
Annul

Blue Elemental Blast

Defy Gravity

Dizzy Spell

Force Spike

Gigadrowse

Hydroblast

Infiltrate

Mind Games

Mystical Tutor

Power Sink
Riptide

Spell Snare

Twiddle

Unsummon

Enchantments:
Backfire

Cloak of Invisibility

Flight

Mind Harness

Robe of Mirrors

Seal of Removal

Unstable Mutation

Sorceries:
Prosperity
Summons:

Level 2:
Instants:
Boomerang

Counterspell

Delay

Early Frost

Karn’s Touch

Mage’s Guile

Mana Drain

Mana Leak

Psychic Puppetry

Suffocation

Tidal Bore

Twincast

Veil of Secrecy

Enchantments:
Alexi’s Cloak

Chill

Cloak of Mists

Copy Artifact

Creature Bond

Diplomatic Immunity

Hesitation

Power Artifact

Stasis

Steal Enchantment

Sunken City

Sunken Field

Sorceries:
Mana Vapors
Merchant Scroll
Tidal Surge

Time Walk

Summons:

Level 3:
Instants:
Bewilder

Cancel

Capsize

Forbid

Psionic Blast

Rebuild

Teleport
Enchantments:
Anti-Magic Aura

Arcane Laboratory

Charisma

Copy Enchantment

False Demise

Freed from the real

Gaseous Form

Glimmerdust Nap

Intruder Alarm

Leaden Fists

Relic Bind

Thirst

Threads of Disloyalty

 Sorceries:
Exhaustion

Fade Away

Relearn

Undo

Summons:

Level 4:
Instants:
Deflection

Dismal Failure

Ensnare

Last Word

Plagiarize
Quash

Reverberation

Rewind

 Enchantments:
 Animate Artifact

Annex

Control Magic

Delusions of Mediocrity

Illusions of Grandeur

Levitation

Squeeze

Steal Artifact

Sorceries:
Concentrate

Polymorph
Touch of Brilliance

Summons:

Level 5:
Instants:
Force of Will

Misdirection
Enchantments:
Biting Tether
Fool’s Demise

Stasis Cell

Sorceries:
Tidings
Time Warp

Traumatize

Summons:

Level 6:
Instants:
Spelljack
Time Stop

Enchantments:
Confiscate

Sorceries:
 

Summons:

Level 7:
Instants:
Commandeer
Enchantments:
Take Possession
Thought Reflection

Sorceries:
Blatant Thievery
Time Stretch

Summons:

Green Spells

Level 1:
Instants:
Battlegrowth

Berserk

Canopy Claws

Crossbow Ambush

Elvish Fury

Fog

Giant Growth

Healing Leaves

Magnify

Might of Old Krosa

Serene Sunset
Shrink

Silk Net

Thrill of the Hunt

Worldly Tutor

Enchantments:
Briar Shield

Canopy Claws

Carapace

Concordant Crossroads

Elephant Grass

Elven Fortress

Elven Palisade

Gift of the Woods

Instill Energy

Primal Frenzy

Rancor

Web

Sorceries:
Chatter of the Squirrel

Hurricane

Stream of Life

Thrive

Summons:
Virulent Sliver

Mossdog

Rogue Elephant

Birds of Paradise

Spore Frog

Skyshroud Ridgeback

Skarrgan Pit Skulk

Joven’s Ferrets

Marsh Boa

Uktabi Drake

Basking Rootwalla

Ghazban Ogre

Nimble Mongoose

Nafs Asp

Pouncing Jaguar

Scryb Sprites
Level 2:
Instants:
Muscle Burst

Naturalize

Nourish

Predator’s Strike

Reality Anchor

Squall Line
Strength in Numbers

Sylvan Might

Symbiosis

Vital Surge

Enchantments:
Armor of Thorns

Aspect of Mongoose

Crosswinds

Dragon Fangs

Exoskeletal Armor

Fists of Ironwood

Jolrael’s Favor

Primal Rage

Regeneration

Sorceries:
Elven Rite

Monstrous Growth

Regrowth

Summons:

Level 3:
Instants:
Crash Landing

Ferocious Charge

Harrow
Stampede

Touch of Vitae

Tower Above

Enchantments:
Blanchwood Armor

Brair Patch

Choke

City of Solitude

Lure

Stamina

Surging Might

Tiger Claws

Venom

Venomous Fangs

Sorceries:
An-Havva Inn

Needle Storm

Squall

Tower Above

Tranquility

Summons:

Level 4:
Instants:
Channel the suns

Fanatical Fever

Heal the Scars

Might of Oaks

Refreshing Rain
Stonewood Invocation

Sudden Strength

Venemous Breath

Enchantments:
Aluren
Gaea’s Embrace

Roots

Vernal Bloom

Sorceries:
Creeping Mold

Primeval Light

Rejuvenate

Taste of Paradise

Titania’s Boon

Unyaro Bee Sting

Summons:

Level 5:
Instants:
Beast Attack
Bounty of the hunt

Stand Together
Enchantments:
Centaur Glade
Verdant Embrace

Sorceries:
Cyclical Evolution

Dosan’s Oldest Chant

Gale Force

Incremental Growth

Natural Spring

Overrun

Primal Command

Summons:

Level 6:
Instants:

Enchantments:
Epic Proportions
Sorceries:
Desert Twister

Summons:

Level 7:
Instants:
Decree of Savagery
Vitalizing Wind

Enchantments:
Mythic Proportions

Sorceries:
Tooth and Nail
Summons:

Red Spells
Level 1:
Instants:
Balduvian Rage

Brightstone Ritual

Brute Force

Dwarven Catapult

Dwarven Song

Electrostatic Bolt

Engulfing Flames

Enrage

Firestorm

Flaming Gambit

Inflame

Kindled Fury

Lightning Axe

Lightning Bolt

Overmaster
Pyroblast

Red Elemental Blast

Rites of Initiation

Rock Slide

Shard Volley

Shock

Shower of Sparks

Sonic Seizure

Surge of Zeal

Tarfire

Unnatural Speed

Enchantments:
Crackling Club

Firebreathing

Flowstone Blade

Immolation

Mark of Fury

Mass Hysteria

Reflexes

Seal of Fire

Tahngarth’s Rage

Taste for Mayhem

Sorceries:
Blaze

Chain Lightning

Demonfire

Earthquake

Fireball

Goblin Grenade

Kaervek’s Torch

Landslide

Lava Spike

Meteor Shower

Reckless Charge

Scorching Spear

Seething Anger

Shadowstorm

Strafe

Tremor

Summons:
Level 2:
Instants:
Accelerate

Backdraft

Blazing Shoal
Blood Lust

Chain of Plasma

Crushing Pain

Fiery Conclusion

Fists of the Anvil

Flaring Pain

Fling

Flowstone Strike

Fork

Headlong Rush

Lash Out
Incinerate

Lightning Dart

Magma Jet

Molten Influence

Parch

Psychotic Fury

Puncture Bolt

Shatter

Shrapnel Blast

Sonic Burst

Starstorm

Stun

Sudden Shock

Surging Flame

Thunderbolt

Volcanic Geyser

Enchantments:
Agility

Ashling’s Prerogative

Battle Strain

Bravado

Crown of Fury

Emblem of the Warmind

Errantry

Flaming Sword

Flowstone Embrace

Flowstone Surge

Giant Strength

Goblin Bombardment

Goblin Kites

Havoc

Lightning Reflexes

Maniacal Rage

Power of Fire

Sorceries:
Breath of Darigaaz

Fanning the Flames

Flame Rift

Fit of Rage

Grapeshot

Haze of Rage

Pyroclasm

Rain of Embers

Rolling Thunder

Skullscorch

Spitting Earth

Tectonic Break

Tribal Flames

Volcanic Hammer

Volcanic Spray

Summons:

Level 3:
Instants:
Aura Barbs

Barbed Lightning

Battle Frenzy

Boiling Blood

Char

Commando Raid

Fatal Frenzy

Flame Javelin

Flames of the Blood Hand

Lunge

Orcish Cannonade

Path of Anger’s Flame

Pulse of the Forge

Reiterate

Rhystic Lightning

Scattershot

Seething Song

Shunt

Thunderclap

Trumpet Blast

Unforge

Urza’s Rage

Yamabushi’s Flame

 Enchantments:
Arcane Teachings

Bestial Fury

Blood Moon

Bloodfire Infusion

Citadel of Pain

Deadapult

Dwarven Shrine

Fatal Attraction

Fervor

Furious Assault

Galvanic Arc

Goblin Caves

Goblin Shrine

Goblin War Drums

Granite Grip

Gravity Sphere

Knollspine Invocation

Repercussion

Seismic Assault

Spellshock

The Brute

Sorceries:
Acidic Soil

Arc Lightning

Cryoclasm

Flamebreak

Hammer of Bogardan

Kindle the Carnage

Mogg Alarm

Molten Rain

Pillage

Rift Bolt

Screaming Fury

Sizzle

Steam Blast

Stone Rain

Thunderblade Charge

Summons:

Level 4:
Instants:
Ambush

Barreling Attack

Dogpile
Hidetsugu’s Second Rite

Lightning Blast

Magma Burst

Overblaze

Parallectric Feedback

Solar Blast

Sulfurous Blast

Temporary Insanity

Torrent of Stone

Violent Eruption

Warpath

Wild Ricochet

Enchantments:
Aether Flash

Furnace of Rath

Kyren Negotiations

Lightning Cloud

Orcish Oriflamme

Pyrohemia

Relentless Assault

Sneak Attack

Sulfuric Vapors

Sorceries:
Acceptable Losses

Empty the Warrens

Eternal Flame

Flameshot

Flowstone Slide

Relentless Assault

Scorching Missile

Seismic Spike

Seize the Day

Swelter

Swirling Sandstorm

Summons:

Level 5:
Instants:
Beacon of Destruction

Forge Armor
Lava Storm

Radiate

Riddle of Lightning

Thermal Blast

Enchantments:
Blockbuster

Extra Arms

Sorceries:
Arc Blade

Cone of Flame

Consuming Bonfire

Devastate

Ignite Memories

Incendiary Command

Jagged Lightning

Lava Axe

Lightning Surge

Pyrotechnics

Shivan Meteor

Shower of Coals

Summons:

Level 6:
Instants:
Fireblast
Pyrokinesis

Soulblast

Enchantments:
Rage Reflection
Sorceries:
Feral Lightning

Jaws of Stone

Jokulhaups

Liquid Fire

Rain of Salt

Slice and Dice

Wildfire

Summons:

Level 7:
Instants:
Inferno
Searing Wind

Enchantments:
Form of the Dragon
Sorceries:
Cinder Storm

Fire Tempest

Flame Wave

Searing Flesh

Thieves’ Auction

Volley of Boulders

Summons:

White Spells
Level 1:
Instants:
Anoint

Awe Strike

Bandage

Blaze of Glory

Change of Heart

Death Ward

Enlightened Tutor

Great Defender

Hail of Arrows

Healing Salve
Hundred-Talon Strike

Iron Will

Mending Hands

Moment of Silence

Off Balance

Orim’s Touch

Pollen Remedy

Reaping the Rewards

Righteousness

Sacred Rites

Enchantments:
Archery Training

Armor of Faith

Blessing of the Nephilim

Coalition Flag

Gift of Granite

Holy Armor

Holy Strength

Lance

Shadow Lance

Vigilance

Sorceries:
Benediction of Moons
 False Peace

Summons:

Level 2:
Instants:
Abeyance

Alabaster Potion
Blessed Reversal

Chain of Silence

Disenchant

Eye for an Eye

Fend Off

Forfend

Gallantry

Gilded Light

Guided Strike

Honorable Passage

Humble

Invulnerability

Kjeldoran War Cry

Life Burst

Lightning Blow

Remedy

Sacred Boon

Shelter

Shield Wall

Shining Shoal

Soothing Balm

Test of Faith

Enchantments:
Angelic Renewal

Circle of Protection: Black

Circle of Protection: Blue

Circle of Protection: Green

Circle of Protection: Red

Circle of Protection: White

Convalescence

Dragon Scales

Hero’s Resolve

Kjeldoran Pride

Lashknife

Pacifism

Runed Halo

Serra’s Blessing

Strength of Isolation

Sorceries:
Peace Talks

Planar Birth

Sacred Nectar

Starlight

Steadfastness

Summons:

Level 3:
Instants:
Akroma’s Blessing

Astral Steel

Blood of the Martyr
Even the Odds

Hold the Line

Inspirit

Kor Chant

Mangara’s Blessing

Martyrdom

Piety

Pulse of the Fields

Renewed Faith

Reverse Damage

Enchantments:
Animal Boneyard

Aura of Silence

Battle Mastery

Contemplation

Damping Field

Glorious Anthem

Knighthood

Oblivion Ring

Serra’s Boon

Spirit Link

Story Circle

Sorceries:
Angelic Blessing

Bargain

Blinding Light

Leeches

Marshalling Cry

Repentance

Summons:

Level 4:
Instants:
Abuna’s Chant

Congregate
Mirror Strike

Recuperate

Solidarity

Enchantments:
Armored Ascension

Conclave’s Blessing

Divine Transformation

Faith’s Fetters

Humility

Improvised Armor

Light of Day

Moat

Serra’s Embrace

Sphere of Duty

Sphere of Grace

Sphere of Law

Sphere of Purity

Sphere of Reason

Sphere of Truth

Spirit Mirror

Sorceries:
Armageddon

Battle Screech

Breath of Life

Cataclysm

Divine Congregation

Wrath of God

Summons:

Level 5:
Instants:
Beacon of Immortality

Brace for Impact
Stir the Pride

Turn the Tables

Enchantments:
Noble Purpose

Sorceries:
Wave of Reckoning
Summons:

Level 6:
Instants:
Resurrection
Enchantments:
 

Sorceries:
Icatian Town
Summons:

Level 7:

Instants:
Chant of the Vitu-Ghazi
Enchantments:
 

 Sorceries:
Blessed Wind

Heroes Remembered

Reverse the Sands

Storm Herd

Summons:

Red/Green Spells
Level 1:
Instants:
Guttural Response
Level 2:
Instants:
Surge of Strength

Simoon
Sorceries:
Savage Twister
Level 3:
Sorceries:
Firespout
Level 4:
Sorceries:
Decimate


Red/White Spells
Level 2:
Instants:
Lightning Helix

Captain’s Maneuver
Sorceries:
Energy Bolt
Level 3:
Enchantments:
Searing Meditation
Level 4:
Instants:
Brightflame
Enchantments:
Powerstone Minefield

Level 5:
Instants:
Reflect Damage
Red/Black Spells 
Level 1:
Instants:
Scar
Enchantments:
Riot Spikes
Level 3:
Instants:
Fire Covenant
Delerium

Backlash

Spontaneous Combustion
Enchantments:
Everlasting Torment
Level 4:
Sorceries:
Poison the Well
Level 5:
Instants:
Twinstrike
Sorceries:
Void
Tyrranize
Red/Blue Spells 
Level 2:
Instants:
Leap of Flame
Level 3:
Instants:
Schizmotivate
Level 4:
Instants:
Suffocating Blast
Level 5:
Instants:
Prophetic Bolt
Green/White Spells 
Level 1:
Instants:
Dawnglow Infusion
Level 2:
Instants:
Reknit

Heroes Reunion

Gerrard’s Command

Seeds of Strength

Vitalizing Cascade
Level 3:
Enchantments:
Armadillo Cloak
Green/Black Spells 
Level 2:
Enchantments:
Squandered Resources

Dark Heart of the Wood
Level 3:
Instants:
Consume Strength
Enchantments:
Grim Feast
Level 4:
Instants:
Gaze of the Gorgon
Level 5:
Enchantments:
Cadaverous Bloom 
White/Black Spells 
Level 2:
Sorceries:
Castigate

Gerrard’s Verdict

Conjurer’s Ban

Death Grasp
Blue/White Spells 
Level 2:
Enchantments:
Wings of Hope

Wings of Aesthir
Level 3:
Instants:
Daring Leap

Absorb
Enchantments:
Spectral Shield

Steel of the Godhead
Blue/Green Spells 
Level 3:
Instants:
Voidslime

Blue/Black Spells 
Level 3:
Instants:
Undermine
Enchantments:
Torpor Dust
Level 4:
Sorceries:
Lobotomy
____Level One Spells____
Black
Instants:

Aphotic Wisps
	Color:
	Black

	Level:
	1

	Casting Time:
	Instantaneous

	Range:
	Close (25 ft + 5 ft/ 2 levels)

	Target:
	Willing Ally

	Duration:
	One Round

	Saving Throw:
	Will negates (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Creature


Description:

This spell grants the Fear ability to a willing ally for one round.  On that ally’s next turn he or she may make a hide check even if he or she is detected by an enemy at the time.


Burnt Offering
	Color:
	Black

	Level:
	1

	Casting Time:
	Instantaneous

	Range:
	Close (25 ft + 5 ft/ 2 levels)

	Target:
	Summoned Creature (Your own)

	Duration:
	One Round

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Summoned Creature


Description: You take the essence of a creature you have summoned and convert it into pure mana.  This spell allows you to sacrifice one of your summoned creatures and turn its life force into pure mana which you can use to cast spells for that round.  The mana added to your mana pool is equal to that creature’s mana cost.

Culling the Weak
	Color:
	Black

	Level:
	1

	Casting Time:
	Instantaneous

	Range:
	Close (25 ft + 5 ft/ 2 levels)

	Target:
	Summoned Creature (your own)

	Duration:
	One Round

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One summoned creature


Description: This spell is similar to burnt offering, but works on weak creatures as well.  You sacrifice one of your creatures you summoned in a previous round to add 4 black mana to your mana pool to be used to cast spells for one round.


Dark Ritual
	Color:
	Black

	Level:
	1

	Casting Time:
	Instantaneous

	Range:
	Self Only

	Target:
	Self Only

	Duration:
	One Round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Self Only


Description: You use a ritual to give yourself additional mana to use in the round.  This spell adds 3 black mana to your mana pool.


Darkblast
	Color:
	Black

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One Creature

	Duration:
	Instantaneous (see description)

	Saving Throw:
	Fortitude Negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature


Description: You blast an enemy with dark energy, causing a wound that is unable to be healed by normal means.  The creature suffers one wounding counter.  See the player’s handbook for a description of wounding counters.

Hell Swarm
	Color:
	Black

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	30 feet

	Duration:
	1 round/ Caster level

	Saving Throw:
	Reflex negates, Will partial

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	30 foot cone.


Description: You summon forth a swarm of rats, insects, and other gross miniscule creatures and launch them at your enemies. Any creature in the area of effect must make a reflex save to get out of the cone, and make a will save or suffer a -1 penalty to attack rolls and dodge AC.  This effect lasts for 1 round per caster level.


Howl From Beyond
	Color:
	Black

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 Round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: This spell’s verbal component is a loud roar.  This spell grants its target with a bonus to damage equal to the mana spent to cast it (you may spend additional mana on this spell).  This bonus to damage lasts for one round.


Marsh Gas
	Color:
	Black

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	All Creatures in the area of effect

	Duration:
	1 minute/caster level

	Saving Throw:
	Fortitude partial

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	30 foot cloud


Description: You throw a pellet which explodes into a 30 foot cloud of gas, all creatures in the cloud must succeed a Fortitude save or be sickened each round. A creature leaving the gas cloud must still make one more Fortitude save the round after leaving the cloud.

Scare Tactics
	Color:
	Black

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	30 feet.

	Target:
	All willing allies within 30 feet of caster

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	All willing allies within 30 feet of caster


Description: You summon forth the powers of darkness and enhance your allies’ weapons with dark energy.  Each ally affected gains a +2 to damage rolls for the round.


Enchantments:

Unholy Strength
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: You summon the dark forces of evil to bolster an ally’s attack and make his strikes keen. The affected creature or player gains a bonus of +2 to his attack rolls and +1 to his damage rolls for the duration of the enchantment.


Endless Scream
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: This enchantment adds a bonus to attack and damage rolls of the effected creature equal to the amount of mana spent to cast the spell (in addition to the casting cost of one mana).  This effect lasts for one round per caster level.

Evil Presence
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	N/A

	Target:
	One square mile of land

	Duration:
	Until disenchanted

	Saving Throw:
	None, target is land.

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One square mile of land


Description: The area of land is turned into a swamp.  This spell lasts until it is dispelled and requires a 100g component of Krovikan swamp water.


Lurking Jackals
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	N/A

	Target:
	Self Only

	Duration:
	1 day / 1 minute per caster level

	Saving Throw:
	N/A

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	N/A


Description: This enchantment is a contingency plan for a black mage being severely wounded.  When the casters life total drops below 10% of his or her maximum life, a jackal is summoned to protect the caster.  This Jackal will last for one minute per caster level, and does whatever possible to defend the caster.  See the player’s handbook for a description of the jackal.


Sadistic Glee
	Color:
	Black

	Level:
	One

	Casting Time:
	1 standard action

	Range:
	Touch

	Target:
	One Ally

	Duration:
	10 minutes/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Touched Ally


Description: The enchanted creature or player gains a certain sense of joy from killing enemies.  For each enemy killed by the creature or player during the duration of the spell, that creature or player gets a +1 bonus to damage rolls, and a +1 bonus to natural armor.  The creature or player must deliver the final blow bringing the enemy from positive hit points to negative hit points.  A player who attacks a creature with negative hit points will not gain a bonus to damage or armor.

Sicken
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature

	Duration:
	1 round/ caster level

	Saving Throw:
	Fortitude negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature


Description: You spray green mist into your enemy’s lungs, and cause that creature to become sickened.  The creature must make a fortitude save or become sickened for a number of rounds equal to your caster level.


Torture
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One Creature or Player

	Duration:
	1 minute/level

	Saving Throw:
	Fortitude

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: You summon forth small spikes, which at first just float beside the enchanted monster’s head.  Then each round you may spend two black mana to cause the spikes to dig into the enchanted creature, causing a wounding counter.  Each of these wounding counters stacks, and may not be healed by normal means.


Weakness
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 round/caster level

	Saving Throw:
	Fortitude

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: The enchanted creature feels weak, and has a hard time moving around.  The creature must make a fortitude save, or take a -2 penalty to strength and -2 penalty to dexterity for the duration of the enchantment.

Sorceries:
Bond of Agony
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	2 Creatures or Players / caster level (No two of which can be more than 30 feet apart)

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes

	Damage:
	Special

	Area of Effect:
	2 Creatures or Players / caster level (No two of which can be more than 30 feet apart)

	Additional Cost:
	X life


Description: When you cast this spell you create a life bond with several creatures, then attempt to damage those creatures by inflicting pain upon yourself.  You spend an amount of life of your choosing to deal that amount of damage to the creatures you targeted. You may not go below one life from casting this spell.


Chorus of Woe
	Color:
	Black

	Level:
	One

	Casting Time:
	Special

	Range:
	All allies within 30 feet of caster

	Target:
	N/A

	Duration:
	As long as caster sings

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	All allies within 30 feet of caster


Description: You start singing a chant which bolsters your allies. They gain a +1 bonus on attack and damage rolls for the duration of the spell.  The casting time of this spell requires a full round, but the caster may continue singing the spell to give the bonus to all allies for the duration the caster wishes to sing.


Duress
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One Opponent

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The caster attempts to erase some memory of an enemy mage.  The player makes a Spellcraft check, and the opponent must reveal spells in his or her spellbook equal to the Spellcraft check – 10.  The caster of duress then chooses a noncreature spell revealed in this way and forces the opponent to discard this spell.

Feast of Flesh
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Ranged Touch

	Target:
	One creature or player

	Duration:
	Instantaneous/10 minutes per caster level

	Saving Throw:
	Fortitude negates

	Shroud:
	Yes

	Damage:
	1d4 + 1d4 per casting of Feast of Flesh for the day

	Area of Effect:
	One enemy, and you


Description: You attempt to steal some of your enemy’s life force via a magical transfer.  The creature you are attempting to steal life force from must make a fortitude save or suffer 1d4 points of damage. Each time you cast Feast of Flesh in a day, you add an additional 1d4 points of damage to this damage dealt.  For each one damage dealt with Feast of Flesh, you gain one hit point.  These are temporary hit points that last 10 minutes/caster level.


Mind Peel
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: You force the affected creature to discard a spell for the day.  The creature must make a will save or discard a spell of his or her choosing.


Mind Twist
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	X mana


Description: For each mana you spend on this spell in addition to the standard casting cost of one black mana, you force your opponent to discard one spell at random. A will save negates this effect, but the will save increases by one for each mana you spend on this spell.

Ostracize
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: This spell functions similar to duress, except the spell chosen must be a creature spell.


Reanimate
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One dead creature

	Duration:
	Instantaneous // 10 minutes/caster level

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature


Description: You use some of your life force to temporarily resurrect a creature that has been dead for less than 10 days.  You spend an amount of life you wish the creature to have as max hit points, and the creature gains the undead subtype.  The creature you resurrect lives for 10 minutes per caster level, and retains all memories it had before it was slain.


Thoughtsieze
	Color:
	Black

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	Two hit points


Description: You spend some of your life force to force an enemy mage to discard a spell. This spell requires that you spend two hit points, but allows you to look through the targeted creature’s spellbook and force them to discard a spell.

Summons:

Accursed Centaur
	Color:
	Black

	Level:
	One


Description: Summon an Accursed Centaur to fight for your cause.


Blood Pet
	Color:
	Black

	Level:
	One


Description: Summon a Blood Pet to fight for your cause.


Carnophage
	Color:
	Black

	Level:
	One


Description: Summon a Carnophage to fight for your cause.


Maggot Carrier
	Color:
	Black

	Level:
	One


Description: Summon a Maggot Carrier to fight for your cause.


Molting Harpy
	Color:
	Black

	Level:
	One


Description: Summon a Molting Harpy to fight for your cause.



Muck Rats
	Color:
	Black

	Level:
	One


Description: Summon Muck Rats to fight for your cause.


Plague Beetle
	Color:
	Black

	Level:
	One


Description: Summon a Plague Beetle to fight for your cause.


Prickly Boggart
	Color:
	Black

	Level:
	One


Description: Summon a Prickly Boggart to fight for your cause.


Putrid Imp
	Color:
	Black

	Level:
	One


Description: Summon a Putrid Imp to fight for your cause.


Smolder Initiate
	Color:
	Black

	Level:
	One


Description: Summon a Smolder Initiate to fight for your cause.


Stone Throwing Devils
	Color:
	Black

	Level:
	One


Description: Summon Stone Throwing Devils to fight for your cause.


Vampire Bats
	Color:
	Black

	Level:
	One


Description: Summon Vampire Bats to fight for your cause.


Will o’ the Wisp
	Color:
	Black

	Level:
	One


Description: Summon a Will o’ the Wisp to fight for your cause.
Blue

Instants:
Annul

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One spell being cast

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One Enchantment spell


Description: This spell counters an enchantment spell being cast.  The caster of the spell being countered must make a caster level check vs. the caster of “Annul” or their enchantment spell is considered countered.


Blue Elemental Blast

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One red spell or red item

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes – for items

	Damage:
	2d6

	Area of Effect:
	One red spell or red item


Description: When casting this spell, the caster chooses a target, either a red spell or red item.  If a red spell is chosen, the red spell’s caster must make a caster level check vs. the caster of “Blue Elemental Blast” or his or her red spell is countered.  If an item is chosen, the item takes 2d6 blue damage.

Defy Gravity

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	Will negates (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The spell’s target is immune to the effects of gravity for one full round, and may make jumps that seem humanly impossible.  The target gains a fly speed of 60 ft. and gains slow fall 30 feet which is only triggered when the target begins to fall from the sky.  The slow fall effect lasts until the creature is on stable ground again.


Dizzy Spell

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 round

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: The spell’s target must make a will save or receive a -3 penalty on all attack rolls and damage rolls for the round.  All balance checks made by that creature for the round also take a -3 penalty.


Force Spike

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One spell cast

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One spell cast


Description: The caster of the spell being countered must make a caster level check vs. the caster of “Force Spike” or the targeted spell costs an additional mana to cast.  This additional mana may come from any source controlled by the caster of the spell being countered.  If the mana is not paid, the spell is considered countered.

Gigadrowse

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	X creatures, players, artifacts, or mana sources, no two of which can be more than 30 feet apart

	Duration:
	1 round

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	X creatures, players, artifacts, or mana sources, no two of which can be more than 30 feet apart

	Additional costs:
	X blue mana


Description: The caster of Gigadrowse may spend additional blue mana to replicate the spell Gigadrowse.  For each additional mana spent, the caster may choose one additional target for the spell.  Each creature or player targeted must make a will save or become tapped for that round.  Gigadrowse may also target a mage’s mana in their mana pool or artifacts. The will save of the mana source or artifact’s controller is used to negate gigadrowse when targeting a mana source or artifact.


Infiltrate

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or Player

	Duration:
	1 attack

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One spell cast


Description: The target of this spell is imbued with an energy that can ignore armor.  The targets next attack ignores armor worn by the monster they are attacking.

Power Sink

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One spell cast

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One spell cast

	Additional Cost:
	X


Description: The caster of the spell targeted by power sink must make a caster level check vs. the caster of power sink or his or her spell costs an additional X mana, where X is the amount of mana spent by the caster of power sink.  If the caster cannot pay X, he or she must pay all of the mana available to them, and the spell is considered countered.  If the caster is able to pay X, he or she must pay X.


Riptide

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	60 ft. radius

	Target:
	All blue creatures within 60 feet of the caster.

	Duration:
	1 round

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	60 ft. radius.


Description: All blue creatures within 60 feet of the caster must make a will save or become tapped.  This effect lasts for one round.

Spell Snare

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One 2nd level spell cast

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One 2nd level spell cast


Description:  Spell Snare attempts to counter a second level spell.  The caster of the spell targeted by spell snare must make a caster level check vs. the caster of spell snare.  The spell is countered if the caster of spell snare wins the caster level check.


Twiddle

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature, player, artifact, or mana source

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature, player, artifact, or mana source


Description: The caster chooses a target, then whether or not to tap or untap the target, which may be a creature or player, an artifact, or a mage’s mana source.  Once the target becomes untapped, its abilities may be used again in this round.  (A creature or player who is untapped may only use an artifact or a tap ability in the round, and does not gain an additional attack or move action.)


Unsummon

	Color:
	Blue

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One summoned creature

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One summoned creature


Description: The target creature must make a will save or be unsummoned, and the caster of that creature may summon that creature one additional time in the day the creature was unsummoned.

Enchantments:
Backfire

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	Fortitude negates

	Shroud:
	Yes

	Damage:
	Special

	Area of Effect:
	One creature or player


Description: Whenever the creature or player enchanted by backfire deals damage to the caster of backfire, that creature or player takes that much damage.  If backfire is targeting a summoned creature, that creature’s controller takes the damage instead.


Cloak of Invisibility

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	10 minutes/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature targeted is invisible until intentional contact with another creature or player. (Intentional contact is any failed sleight of hand checks to steal things, or any hostile action.)


Flight

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a fly speed of 30 ft. at good maneuverability.

Mind Harness

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One red or green creature

	Duration:
	1 round per caster level

	Saving Throw:
	Will partial

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One red or green creature


Description: The enchanted creature must make a will save or be under the control of the caster of mind harness for the duration of the spell. If the creature makes the will save, they still may not attack the caster of mind harness for the duration of the spell, but may otherwise function of its own accord.


Robe of Mirrors

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains shroud equal to 10 + caster level for one round per caster level.


Seal of Removal

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One seal

	Duration:
	1 day

	Saving Throw:
	Fortitude negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One summoned creature

	Additional Costs:
	5 sp (for seal materials)


Description: The caster of seal of removal creates a seal which can be used to unsummon a creature.  A person who has a seal of removal must simply point the seal at the creature they wish to unsummon, and then break the seal.  The creature must make a will save or be unsummoned.

Unstable Mutation

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	8 rounds

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature enchanted by Unstable Mutation gains a +3 bonus to attack rolls and a +3 bonus to armor for the duration of the enchantment.  Each round, on the turn of the caster of Unstable Mutation, that creature receives a -1 penalty to attack rolls and -1 to penalty to armor.  These penalties stack and last for the duration of unstable mutation.


Sorceries:
Prosperity

	Color:
	Blue

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	30 ft. radius

	Target:
	All creatures within a 30 ft. radius

	Duration:
	2 full rounds

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	30 ft. radius

	Additional cost:
	X


Description: The caster of prosperity may spend any amount of mana in addition to the casting cost.  Each creature within a 30 ft. radius of the caster gains a bonus to knowledge checks equal to 1 + X for two full rounds.


Summons:
Green

Instants:
Battlegrowth

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	5 rounds

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature or player targeted by Battlegrowth gains a +1 bonus on attack and damage rolls for 5 rounds.


Berserk

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	Will negates (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature effected by Berserk gains trample and deals double damage for one attack, but remains tapped for the next turn.  The creature also gains trample for the round.

Canopy Claws

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player with flying

	Duration:
	1 round

	Saving Throw:
	Reflex partial

	Shroud:
	Yes

	Damage:
	Fall damage may apply

	Area of Effect:
	One creature or player with flying


Description: A creature targeted by canopy claws must make a reflex save or lose its fly speed for the turn. If the creature is in the air when it loses its fly speed it falls to the ground and takes fall damage.  If the creature makes the reflex save, its maneuverability goes down one level and its fly speed is reduced by 10 feet for one round.


Crossbow Ambush

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	30 ft. radius

	Target:
	Self only

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	All creatures in 30 ft. radius


Description: All creatures or players in the 30 ft. radius of the caster gain the reach bonus to damage to flying creatures for one round.


Elvish Fury

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 attack action

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	Buyback 1G


Description: The creature targeted by this spell gains a bonus of +2 to attack and damage rolls for one attack. If the caster pays the buyback cost for this spell, he or she may cast the spell an additional time in the day beyond the 4 times per day limit.

Fog

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	Self Only

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Self Only


Description: For one round, prevent all damage dealt to the caster of this spell.


Giant Growth

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 attack

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature or player gains a +3 bonus to attack and damage rolls on the next attack made this round. This spell may be cast in between attacks in a full round attack.


Healing Leaves

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature or player targeted gains 3d3 hit points, or 3d3 damage is prevented to the creature or player targeted.

Magnify

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Self Only

	Target:
	30 ft. radius

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	All allies in 30 ft. radius of caster


Description: Any ally within a 30 ft. radius of the caster gains a +1 bonus to attack and damage rolls for 1 round.


Might of Old Krosa

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 attack

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature gains a +2 bonus to attack and damage rolls for one attack.  If the targeted creature is one other than the caster of the spell, that creature gains a +4 bonus to attack and damage rolls for its next attack instead.


Serene Sunset

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	X creatures or players

	Duration:
	1 round

	Saving Throw:
	Fortitude negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	X creatures or players in range

	Additional Cost
	X


Description: The caster of Serene Sunset pays an additional cost of X mana for each target they wish to target with the spell.  Each target must make a fortitude save or have their weapon damage prevented for one round. Spell damage is unaffected by Serene Sunset.

Shrink

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 minute/level

	Saving Throw:
	Fortitude negates (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature targeted becomes one size category smaller for 1 minute per level, all penalties and bonuses for being one size category smaller apply.  The creature may make an optional fortitude save to negate the effects of Shrink.


Silk Net

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature affected by Silk Net gains a +1 bonus to attack and damage rolls for the round, and gains the reach ability for the round.


Thrill of the Hunt

	Color:
	Green

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Abilities:
	Flashback: W


Description: The creature targeted by Thrill of the Hunt gains a +1 bonus on attack rolls and +2 armor bonus for 1 round. This spell may be re-cast beyond the 4 times per day limit an additional 4 times per day with the alternate cost of one white mana.

Enchantments:
Carapace

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	2 rounds per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature or player gains a +2 bonus to natural armor for the duration of the spell. The caster of this spell may sacrifice this bonus to heal the target for 1d6 hit points.


Gift of the Woods

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a +3 bonus to natural armor, and gains 1 hit point each time it attacks or is attacked for the duration of the spell.


Instill Energy

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains haste for the duration of the enchantment, and may either make an additional move action each round, or use an item in a round in which the enchanted creature or player is already tapped.


Primal Frenzy

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains trample for the duration of the enchantment.

Rancor

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One summoned creature

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One summoned creature


Description: The enchanted creature gains a +2 bonus to damage rolls and gains trample for the duration of the enchantment.  This spell may be cast any number of times per day, but you may only have one creature or player enchanted with it at a time.


Web

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a +2 bonus to natural armor, and gains reach for the duration of the enchantment.


Sorceries:
Chatter of the Squirrel

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	N/A

	Duration:
	N/A

	Saving Throw:
	N/A

	Shroud:
	N/A

	Damage:
	N/A

	Area of Effect:
	N/A

	Additional Abilities:
	Flashback GG


Description: Summon one squirrel.  This spell may be cast four additional times per day by using its flashback cost.

Hurricane

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	Flying creatures or players

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	No

	Damage:
	Xd6

	Area of Effect:
	All flying creatures within a 20 ft. radius.

	Additional Cost:
	X


Description: This spell creates a Hurricane, which damages all flying creatures in its area. Each flying creature in the area of effect for the spell must make a reflex save or be hit for Xd6 damage, where X is the amount of mana the caster spent when casting this spell.


Stream of Life

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One creature or player touched

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player touched

	Additional Cost:
	X


Description: For each mana spent on this spell beyond the first, the creature touched is healed for 1d6 hit points.


Thrive

	Color:
	Green

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Self Only

	Target:
	30 ft. radius

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	All allies within a 30 ft. radius from caster

	Additional Cost:
	X


Description: For each mana spent on X, an ally within the 30 ft. radius of the caster gains a +1 bonus to their attack and damage rolls for 1 round per caster level.

Summons:
Virulent Sliver

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Mossdog

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Rogue Elephant

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description: 

Birds of Paradise

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Spore Frog

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Skyshroud Ridgeback

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description: 

Skarrgan Pit Skulk

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Joven’s Ferrets

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Marsh Boa

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description: 

Uktabi Drake

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Basking Rootwalla

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Ghazban Ogre

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description: 

Nimble Mongoose

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Nafs Asp

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Pouncing Jaguar

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description: 

Scryb Sprites

	Color:
	

	Level:
	

	Casting Time:
	

	Range:
	

	Target:
	

	Duration:
	

	Saving Throw:
	

	Shroud:
	

	Damage:
	

	Area of Effect:
	


Description:


Red

Instants:
Balduvian Rage

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	X


Description: The targeted creature or player gains a bonus to damage rolls for the round. This bonus is equal to X, which is the additional mana spent on this spell when casting this spell.

Brute Force

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 attack

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature or player gains a +3 bonus to attack and damage rolls on the next attack made this round. This spell may be cast in between attacks in a full round attack.

Electrostatic Bolt

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	1d4

	Area of Effect:
	One creature or player


Description: This spell sends a bolt of electricity to the desired target, dealing 1d4 damage, and gets a reflex save for half damage.  If the target is an artifact creature, then the target takes 2d4 damage instead.

Engulfing Flames

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex save to resist being ignited

	Shroud:
	Yes

	Damage:
	1

	Area of Effect:
	One creature or player

	Additional Abilities:
	Flashback RR


Description: Engulfing Flames deals 1 damage to the creature targeted. The creature must then make a reflex save or catch fire.  This spell may be cast an additional 4 times per day by paying its flashback cost to cast it.

Enrage

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	X + 1 rounds

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	X


Description: The creature gains rampage 1 for X + 1 rounds, where X is the additional mana spent when casting Enrage.

Firestorm

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	X creatures or players

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	X

	Area of Effect:
	X creatures or players, no two of which can be more than 30 ft. apart

	Additional Cost:
	Discard X spells


Description: Firestorm deals X damage to X targets, where X is the number of spells discarded when casting Firestorm.

Flaming Gambit

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	Xd4

	Area of Effect:
	One creature or player

	Additional Cost:
	X

	Additional Abilities:
	Flashback XRR


Description: This spell deals Xd4 damage to a creature or player targeted, where X is the amount of mana spent in addition to the mana cost.  If the target of this spell is a creature or player with summoned monsters, that creature or player may have the damage dealt to one of its summoned monsters instead. This spell may be cast an additional 4 times per day by paying it’s flashback mana cost.

Inflame

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	All creatures and players in the area.

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	No

	Damage:
	2

	Area of Effect:
	30 ft. radius burst.


Description: All creatures and players in the area of the spell are dealt an additional two damage if they have received damage in this round.

Kindled Fury

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature or player gains +1 to damage rolls and is put into the first strike initiative for the round.


Lightning Axe

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None (roll to hit)

	Shroud:
	Yes

	Damage:
	1d10

	Area of Effect:
	One creature or player

	Additional Cost
	Discard a spell at random


Description: This spell hurls an axe of lightning at an enemy within range, you must roll to hit the enemy’s AC when casting this spell. If the axe hits the enemy, they take 1d10 red damage.

Lightning Bolt

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex Half

	Shroud:
	Yes

	Damage:
	1d6

	Area of Effect:
	One creature or player


Description: This spell attempts to strike an enemy with a bolt of lightning.  The creature targeted takes 1d6 damage and is given a reflex save for half damage.

Overmaster

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Self Only

	Target:
	The next spell cast

	Duration:
	Special

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	The next spell cast


Description: The next instant or sorcery spell cast by you after Overmaster has been cast gets a +4 bonus to caster level checks to resist being countered.

Red Elemental Blast

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Counterspell

	Range:
	Medium

	Target:
	One blue spell or blue item

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes – for items

	Damage:
	2d6

	Area of Effect:
	One blue spell or blue item


Description: When casting this spell, the caster chooses a target, either a blue spell or blue item.  If a blue spell is chosen, the blue spell’s caster must make a caster level check vs. the caster of “Red Elemental Blast” or his or her blue spell is countered.  If an item is chosen, the item takes 2d6 red damage.

Rites of Initiation

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	All allies within 30 ft. of caster

	Target:
	Allies

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	All allies in a 30 ft. radius of caster

	Additional Cost:
	Discard X spells at random


Description:  Each ally within 30 feet of the caster gains a bonus of +X to damage rolls for the round, where X is equal to the number of spells discarded when casting Rites of Initiation.

Shock

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex Half

	Shroud:
	Yes

	Damage:
	1d4

	Area of Effect:
	One creature or Player


Description: The caster attempts to shock the player with a small bolt of lightning from the ground.  The target takes 1d4 damage unless he or she makes a reflex save for half damage.

Shower of Sparks

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	Two creatures or players

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	1d2

	Area of Effect:
	Two creatures or players within 20 feet of each other


Description: The caster of shower of sparks creates a shower of sparks damaging up to two creatures that are no more than 20 feet apart.  Each creature takes 1d2 damage.

Sonic Seizure

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	3

	Area of Effect:
	One creature or Player

	Additional Cost:
	Discard a spell.


Description: The caster causes a mental blast of energy in the mind of the targeted creature. That creature must make a will save or take 3 damage.  You must discard a spell when casting Sonic Seizure.

Surge of Zeal

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player, special


Description: Target creature or player and each creature or player that shares a color with that creature or player gains haste for one round.

Tarfire

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	1d3

	Area of Effect:
	One creature or Player


Description: The caster attempts to throw a flaming ball of tar at the target.  The target takes 1d3 damage unless he or she makes a reflex save for half damage.  This is a goblin spell.

Unnatural Speed

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Touched creature or player


Description: The target of this spell gains haste for one round.

Enchantments:
Immolation

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	Touched creature or player


Description: The target of this spell gains a +2 bonus to attack and damage rolls, but takes 1d4 fire damage per round for the duration of the enchantment.

Mass Hysteria

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	50 ft. radius aura

	Target:
	All allies

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	All allies in 50 ft. radius of caster


Description: All allies within 50 ft. of the caster gain haste for the duration of this spell. Allies must stay within 50 ft. of the caster to gain this bonus.

Reflexes

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	Touched creature or player


Description: The enchanted target gains first strike for the duration of this enchantment.

Seal of Fire

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One seal

	Duration:
	1 day

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	1d4

	Area of Effect:
	One creature or player

	Additional Cost:
	5 sp


Description: The caster of this spell creates a magical seal, which, when broken, deals 1d4 damage to a target.  These seals last for one day and may only be used once. (If the seal is not used at all during the day, it just becomes a regular seal and may be enchanted again.)

Tahngarth’s Rage

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	Will negates (optional save)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a bonus of +3 to damage rolls, but takes a -2 dodge penalty to armor class for the duration of the spell.  A will save negates the effects of this enchantment. This will save must be made every round for the duration of the enchantment.


Taste for Mayhem

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a +2 bonus to damage rolls for the duration of the enchantment.

Sorceries:
Blaze

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	40 ft. line

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	Xd4

	Area of Effect:
	40 ft. line

	Additional Costs:
	X


Description: This spell summons forth a line of fire which damages anything in its path for Xd6 damage.  All creatures in the line may make a reflex save for half damage.

Chain Lightning

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	1d6

	Area of Effect:
	Special

	Additional Cost:
	R


Description: An arc of lightning comes from the caster’s fingertips, and any mage hit by this arc may pay the casting cost of the spell and have it deal damage to an additional target of their choosing.  This cost may be repeated as many times as the mages have mana available.

Demonfire

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Ranged touch

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	Yes

	Damage:
	Xd6

	Area of Effect:
	One creature or player

	Additional Cost:
	X


Description: Damage dealt by Demonfire cannot be prevented or healed by normal means. The caster summons a bolt of fire from the very depths of hell itself and hurls it at their target. The caster must succeed with a ranged touch attack to hit their target.

Earthquake

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	30 ft. radius burst

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	No

	Damage:
	Xd6

	Area of Effect:
	All creatures and players in the 30 ft. radius

	Additional Cost:
	X


Description: The caster causes an earthquake to occur. The ground shakes and causes fault lines and can destroy buildings, all creatures and players in the area of the spell must make a reflex save or take Xd6 damage, where X is the amount of mana spent in addition to the one red mana to cast earthquake.  This mana must be spent as an additional cost to the cost of earthquake.

Fireball

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	15 ft. radius

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	Special – see description

	Area of Effect:
	All creatures and players in the burst radius

	Additional Cost:
	X


Description: The caster may spend any amount of mana X in addition to the casting cost of fireball. For each mana the caster spends, he or she may choose one of two things to effect the spell. 1) The radius of the spell increases by 10 feet, or 2) the damage on the spell is increased by 1d6. The caster must spend at least one mana in addition to the cost of the spell to do 1d6 damage, or the spell has no effect.

Goblin Grenade

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One goblin within range

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	2d6

	Area of Effect:
	All creatures and players in the burst radius

	Additional Cost:
	Must be used by a goblin (can be a summoned goblin), 1 gp


Description: The caster of this spell constructs a very poorly made grenade using magical components costing a total of 1 gp. The grenade trigger causes the grenade to explode immediately after the trigger is pulled, so the best way to utilize the grenade is to give it to a goblin and have him charge into enemies then pull the trigger.  The grenade deals 2d6 damage to all creatures and players in a 5 ft. splash radius of where the goblin pulled the trigger.

Kaervek’s Torch

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	Xd6

	Area of Effect:
	One creature or player

	Additional Cost
	X


Description: For each mana spent in addition to the casting cost, X, 1d6 damage is dealt to the target of this spell.  Spells targeting Kaervek’s Torch cost an additional two mana to affect it.

Lava Spike

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Ranged touch

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	1d6

	Area of Effect:
	One creature or player


Description: The caster of this spell creates a little ball of lava which forms into a spike when flung at an enemy.  The caster must make a ranged touch attack to hit their target, and the target takes 1d6 damage.

Meteor Shower

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	One target per meteor

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	Yes

	Damage:
	1d6 per meteor

	Area of Effect:
	All creatures targeted

	Additional Costs:
	X


Description: This spell creates meteors which fall from the sky to hit the enemies of the caster.  One meteor is made by casting the spell, and an additional meteor is made for each mana spent on X.  The caster chooses the targets for each meteor.

Reckless Charge

	Color:
	Red

	Level:
	One

	Casting Time:
	Instantaneous//Swift Action

	Range:
	Self Only

	Target:
	You

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Yourself

	Additional Abilities:
	Flashback RR


Description: This spell may be cast as a swift action. You gain haste for one round and +3 to your next attack’s damage roll.  This spell may be played an additional 4 times a day by paying for its flashback cost of RR.

Seething Anger

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Abilities:
	Buyback: 2


Description: The targeted creature gains a +3 bonus on damage rolls for one round.  This spell may be cast additional times per day if you pay the buyback cost in addition to its casting cost.

Shadowstorm

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Medium

	Target:
	30 ft. burst

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	No

	Damage:
	2d8

	Area of Effect:
	30 ft. burst in the shadow plane


Description: This spell can only target creatures in the shadow plane, but wrenches particles of matter from them into the material plane and back to the shadow plane.  This spell deals 2d8 damage to all creatures in the shadow plane and reveals their locations in the material plane.  The creatures targeted may make a reflex save for half damage.

Tremor

	Color:
	Red

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	10 ft. radius burst

	Duration:
	Instantaneous

	Saving Throw:
	Reflex half

	Shroud:
	No

	Damage:
	1d4

	Area of Effect:
	All creatures in the 10 ft. radius


Description: This spell creates a miniature earthquake not powerful enough to actually destroy any objects, but powerful enough to cause a couple faults in the ground, and to make enemies take a little bit of damage.  Each creature in the area takes 1d4 damage and may make a reflex save for half damage.

Summons:
White

Instants:

Anoint
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Will negates (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Abilities:
	Buyback 2


Description: You rub a salve on the targeted creature which heals wounds that are received right after the salve is applied. Prevent the next 1d4 damage dealt to the targeted creature this round.

Awe Strike
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close (25 ft + 5 ft/ 2 levels)

	Target:
	Summoned Creature (Your own)

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Summoned Creature


Description: The targeted creature must make a will save or his or her next attack’s damage is prevented, and the caster of Awe Strike gains life equal to the amount of damage prevented.

Blaze of Glory
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Self Only

	Target:
	Self Only

	Duration:
	One Round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	Self Only


Description: The caster of this spell gains a bonus to AC equal to the number of creatures he or she is in melee with.

Change of Heart
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One Creature

	Duration:
	Instantaneous

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature

	Additional Abilities:
	Buyback 3


Description: The targeted creature cannot attack the caster of Change of Heart this round unless he or she makes the will save.

Death Ward
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature regenerates 1d4 hit points this round as long as the creature is out of combat.

Great Defender
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature gains a bonus to AC equal to his or her level.

Hail of Arrows
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	80 ft. (range increment penalties after 80 feet)

	Target:
	Up to X + 1 creatures, no two of which can be more than 20 feet apart.

	Duration:
	1 round

	Saving Throw:
	None

	Shroud:
	No

	Damage:
	1d6 per arrow

	Area of Effect:
	Up to X + 1 creatures

	Additional cost:
	X


Description: The caster of this spell creates one arrow, plus one additional arrow per mana spent on X. Each arrow deals 1d6 damage and the caster must succeed on a ranged attack to hit their target.

Healing Salve
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature or player is healed for 1d6 damage, or the next 1d6 damage dealt to that creature this round is prevented.

Hundred-Talon Strike
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player touched


Description: The targeted creature gains a +1 bonus to hit for the round, and also gains first strike for the round.

Iron Will
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 minute per caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature gains a +2 bonus to will saves for 1 minute per caster level.

Mending Hands
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One item

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One item


Description: Repair minor damage to nonmagical items.

Moment of Silence
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature can’t cast any spells for one full round. A will save negates this effect.

Off Balance
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	Instantaneous

	Saving Throw:
	Reflex negates

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The creature must make a reflex save or be knocked prone.

Orim’s Touch
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Touch

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Abilities:
	Kicker 1


Description: Prevent the next 1d4 damage dealt to the target this round. If the kicker cost was paid, prevent an additional 1d4 damage dealt to that creature or player this round.

Pollen Remedy
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	10 ft. radius burst

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	All allies within the 10 ft. radius


Description: Prevent the next 1 damage dealt this round to all allies within the 10 ft. radius burst.

Righteousness
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description:  The creature may fight defensively this round without incurring a penalty to hit, but still retaining the armor bonus from fighting defensively.

Sacred Rites
	Color:
	White

	Level:
	One

	Casting Time:
	Instantaneous

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player

	Additional Cost:
	Discard X spells


Description: For each spell discarded when casting Sacred Rites, the targeted creature gains a +1 bonus to it’s AC for the duration of the spell.

Enchantments:

Archery Training
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	30 ft.

	Target:
	30 ft. radius from caster

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	All allies within 30 feet of caster


Description: Each creature or player gains a +1 bonus to hit with ranged weapons for the duration of the spell.


Armor of Faith
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One piece of armor

	Duration:
	1 minute/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One piece of armor


Description: The enchanted armor grants a +1 bonus to AC, and the caster may spend one white mana at any time to increase this bonus by 1 for each mana spent.

Blessing of the Nephilim
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	N/A

	Target:
	One creature or player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The targeted creature gains a bonus to hit and to damage rolls equal to the number of different colors that creature or player has a level in.  If a creature or player targeted by this spell is a level 2 blue mage and a level 3 red fighter, they would gain a +2 bonus, similarly, a level 1 green fighter, level 2 red fighter, and level 3 black fighter would gain a +3 bonus, one for each color he or she has a level in.

Coalition Flag
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round/caster level

	Saving Throw:
	Will negates

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player touched


Description: The targeted creature or player must be the target of spells for the duration of this enchantment, whether the spells be positive or negative in nature.  Each time a caster casts a spell which may target the creature or player with coalition flag enchanted on them, he or she must make a caster level check vs. the caster level check of the caster of coalition flag, or their spell must target the creature or player coalition flag is targeting.

Gift of Granite
	Color:
	White

	Level:
	One

	Casting Time:
	1 standard action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 minute/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: Stone bolsters the defense of a shield wielded by the enchanted creature, if he or she does not have a shield equipped, a stone shield is formed.  This shield weighs 15 pounds, and grants a +2 shield bonus to AC. If the target was already wielding a shield, that shield’s AC bonus increases by 1 for the duration of this spell.

Holy Armor
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One creature or player

	Duration:
	1 round/ caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One creature or player


Description: The enchanted creature gains a +2 divine bonus to AC for the duration of the spell.


Holy Strength
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Touch

	Target:
	One Creature or Player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: The enchanted creature or player gains a +2 bonus to strength for the duration of this enchantment.

Lance
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 round/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: The enchanted creature gains first strike for the duration of this enchantment.

Vigilance
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	Close

	Target:
	One Creature or Player

	Duration:
	1 minute/caster level

	Saving Throw:
	None (harmless)

	Shroud:
	Yes

	Damage:
	N/A

	Area of Effect:
	One Creature or Player


Description: The enchanted creature gains vigilance for the duration of this enchantment.

Sorceries:
Benediction of Moons
	Color:
	White

	Level:
	One

	Casting Time:
	1 Standard Action

	Range:
	30 ft. radius

	Target:
	You

	Duration:
	Instantaneous

	Saving Throw:
	None (harmless)

	Shroud:
	No

	Damage:
	N/A

	Area of Effect:
	You.


Description: Gain one life for each creature within 30 feet of you, ally or enemy.

