Other Spells

Wings of the Dawn  -level 8

Range:  Self or others up to 50’

Duration:  25 melees per level 

Savings Throw:  Standard


Wings of the Dawn is a more powerful spell than the traditional Fly as the Eagle, which allows the spellcaster to travel at the awesome speed of 800 m.p.h.  Of course, the spell also puts a forceshield around the spell with 30 S.D.C. and adds a Breathe Without Air spell.  Bonuses in flight include a +3 to strike, +6 to dodge and +10 to damage if over 300 m.p.h., otherwise use the bonuses for the Fly as the Eagle spell.

Globe of Flame  -level 6

Range:  Up to 120’ away

Duration:  1 melee per level 

Savings Throw:  None, Dodge only


This spell creates a perfect globe of fire 3’ in diameter which acts as a renewable fire ball that does 1d4 pts of damage per level of the spellcaster.  It can attack twice per melee, but the mage must make no other attacks.  The mage strikes with +5.

Winds of Time  -level 10

Range:  Self or 10’ radius

Duration:  1 melee

Savings Throw:  Standard with a -4 modifier


The Winds of Time spell is a powerful time distortion magic.  It allows the spell caster to be transported 50 yrs per level of experience backward or foreward in time.  It begins with a sudden wind blasting and whipping things up in a 300’ radius about the mage, and with a crack of lightning all those within 10’ of the mage (whom the mage wants essentially) are swept up in a huge dust whipping, doing 1d8 damage and taking the party to another point in time.  Note that when they return to their time all the time they spent in other ages is still going and events may have happened that are tragic and dire to their futures.  Also, changing Time is a difficult task, since Fate has many agents, or when a character thinks they are doing it, then it is often for Fate’s Purpose as well.


This spell can be abused easily, but with abuse comes consequences.  After all, who could say slaying a serf back in time can get a king killed or the characters themselves?

Spider Lightning  -level 7

Range:  30’ radius +10’ per level beyond 2

Duration:  2 melees per level 

Saving Throw:  None


This awesome spell creates a huge electrical field where a thousand individual arcs of electricity fly through the air per second.  All things are affected in the radius, except the mage and 1 other object per level of the spellcaster.  The damage per melee is 1d10, but doubles if an individual is wearing any fully metal suits of armour.  The lightning is a different color depending on the spell caster.  Red or green will be the likely color if a selfish mage, white or orange if good and blue or violet if evil.


This is one of the few devastating huge range spells and not known to many mages (for obvious reasons, any who see it are likely not to survive).  This is an awesome spell to use if in the center of a dense army or to escape from a prison.  The objects that the mage chooses not to hit is going to have to be in he/r line of sight.

Spirit Torches  -level 5

Range:  180’

Duration:  5 melees per level

Saving Throw:  None


This spell will cause any spirit in the 180’ radius to suddenly leave their natural invisible state and stand out like huge signal bonfires at night and like a large glass mirror reflecting sunlight in the day.  This is an excellent use to finally make some value of that ghost in the family.  In fact, during the time of 1000 magics, many necromancers chained a spirit to particular place and cast a permanent ward of the same effect to save on lighting expenses.  The glow does further use to the mage, it draws on the spirit’s I.S.P. reserve leeching it off to power the glow.  The more the I.S.P. the brighter it gets.  I.S.P. is burned at 1 per every 5 melees.

Whispers  -level 4

Range:  100’ per level

Duration:  3 melees per level

Saving Throw:  Special


Whispers is a nifty little espionage tool for mages all around.  It allows the mage to focus on an area (doesn’t have to be in he/r view) and hear a conversation or voices in that area as if the mage was standing there.  The only way to detect this spell is if a See Aura, Sense Magic or similar detection uses were employed, however, most demons, devils, gods and powerful beings do these naturally so it isn’t wise for a mage to do this for a considerable amount of time as they can trace it to it’s source.  When aided by a crystal ball, the mage can enhance his range to encompass 100 miles per level of the spell caster and affords a 30% chance of detection if afor mentioned See Aura or others are used.  This spell is probably what helped the myth that mages knew everything.  It’s also what helped the saying, “Curiosity killed the Sorceror.”

Mage Weopons  -level 5

Range:  Special

Duration:  5 melees per level Saving Throw:  None


This spell is the mage’s best friend aside from American Express.  It calls forth weopon similar to the mage’s alignment and demeanor made of a translucent blue white color.  If the mage is blunt, a hammer will happen.  If he is cunning and smart, a bow or knives may appear.  Whatever shape taken, the weopon will do 4d6 points of damage plus 1d6 more at levels 4, 8, 12 and 15.  It helps if the mage is familier with the chosen weopon, but not necesarrily as the mage feels the magic weopon more or less an extension of themselves and get a +1 strike, +2 parry in addition to any other bonuses.  If thrown, the weopon will either return or like bows and crossbows, another will appear without tripping up the attacks of the mage.

Oracle of Truth  -Level 10

Range:  50’

Duration:  1 melee per level

Saving Throw:  Standard


The Oracle of Truth is a type of cross between magic and the divine.  It enables the spell caster to grant anyone or himself the ability of clairvoyance.  70% of the Oracle predictions are true and the rest are very similar to what could happen.  This spell is great for determining the end of quests, finding out really important stuff sooner than anyone else and can even serve to foretell impending doom.  This powerful spell can only be cast 3 times per day by the spell caster even if they have other spells per day.  If the person wishes to become an Oracle, there is no saving throw.  However, several Oracle experiences is a strain to the mind alike to a ‘bad trip’ with hallucinogenics.  The dream will come but after that, all claim to be washed in darkness and take 1d8 points of damage for payment of the future.

Blood Veils  -Level 6

Range:  10’ per level 

Duration:  Permanent

Saving Throw:  Standard


The Blood Veils is a spell which enables the spell caster to share some of his life force with another, enabling him/her to heal others or to steal from others.  If any exceed the maximum number of hitpoints, the blood veils stop.  The wizard is able to either give or receive 1d8 hitpoints per level of experience and after level 4 can regulate the die.  Only the most desperate or larcenous of mages will steal others’ life forces.  This can also be used to stop aging or slow it down.  To do so, the life force of 10 indivduals per year for a human is needed to keep off that year, or for a total of 300 hitpoints in small doses.  The spell gets the name for when one watches it happen in the astral plane or with a See Aura, flows or veils pass between parties that have a red tinge with the giver’s aura weakening and the taker’s strengthening.

Jackyl’s Call  -Level 7

Range:  5 miles per level 

Duration:  20 melees per level 

Saving Throw:  Special


The spell gives the mage the ability to call and control 1d4 canines per level of experience, ranging from wolves, hunting dogs and Scraps the mutt.  The canines under his control receive a +10 hitpoints and +2 damage due to natural painkillers and undoglike cold bloodedness.  A saving throw is given to any canines under another person’s control, either magically or if they are their owner.  The dog saves as standard.  It also enables the spell caster to see through his charge’s eyes simultaneously with his own and others.  After a few minutes, this causes a head ache, but it passes quickly.  This spell truly is a mage’s best freind when dealing with wolfen, werewolves and any other canine type animal (though if sentient, recieve a saving throw).

Arms of Heavan  -level 8

Range:  Self or others 10’

Duration:  4 melees per level 

Saving Throw:  Standard


The mage calls forth armour and spear, each shining brightly around themself or upon another individual.  The armour has 200 SDC, an AR of 16, is impervious to Lightning, Fire and Cold based attacks.  The spear is roughly the same height as the mage or whomever the Arms of Heavan is cast, does 4d8 damage with a bonus of +2 strike, +3 parry and +1 damage per level of experience of mage, and the spear adds 1 more attack per melee as well as being indestructible.  All who are struck with the spear must save or receive a Blinding Flash as well.  All who strike the Armour must save vs. magic or they will become weak, with -1 strike, -2 parry, -4 damage as well as losing an attack for that melee.

Dreamwalk  -level 7

Range:  Self or others 50’

Duration:  1 hr per level 

Saving Throw:  Standard


The ability to Dreamwalk is one of legend, and while this spell doesn’t allow all the conventions of that ancient practice, it does give the basics.  The mage, while asleep, is in another world, mirroring the universe.  Things that move frequently will only ghost in this world, but most solid things (last a week or so) will appear totally solid.  The mage can go anywhere, from Palladium to different dimensions.  This is a great espionage tool and can be a mage’s best friend.  Warning however to mages, happenings in the Dream occur in real life.  If the mage takes a poison arrow in the dream, the mage’s body will bear wound and poison in real life.  Any damage taken in the dream remains in real life.  Another caution to mages is this;  Mages are not the only beings who roam the Dream.  Wild animals are the most common from Palladium, but many nightmares survive into the Dream World.  Mages can control clothing, scenery or whatever on mental command, though a well disciplined mage won’t always be able to keep stray thoughts from changing their magical cape into a dress if they think about something else as a background thought.  GMs can have a ball with this spell.  Astral travellers also frequent the Dream.

Hero’s Heart  -level 6

Range:  20’ per level 

Duration:  1 melee per level 

Saving Throw:  Standard


This spell instills a person with Fearlessness, unwavering certainty and strength.  It allows those it is cast on to have +3 strike, +6 damage, though it has a -2 dodge.  The victim of this spell will feel they can anything, from leaping a great distance between buildings to destroying a Balrog singlehandedly.  It instills a boldness undreamt of and will often lead to the recipient dying due to taking unnecessary risks and action.  However, if the feat is attainable realistically except for fear, this spell will bolster them and improve confidence, and thus a +10% bonus on performing all skills.

Auxiliary Troops  -level 7

Range:  30’ per level 

Duration:  5 melees per level 

Saving Throw:  None


This spell calls forth 4 shadow soldiers per level of the mage to fight, do work or whatever the mage has in mind.  The soldiers are featureless, wearing lh level, the mage calls forth a leather clad band with the following stats;  15 hp, AR 12, 40 SDC, 1 attack per melee, +1 strike, +2 parry/dodge, +2 damage, weapons do 1d6-12d8 damage.  At 5th through 8th level, the mage calls forth a mailed band of warriors with the following stats;  35 hp, AR 15, 80 SDC, 2 attacks per melee, +3 strike, +4 parry/dodge, +4 damage, weapons do 1d8- 1d10+2 damage.  At 9th level and up, the mage calls up a plate clad band of warriors with the following stats;  50 hp, AR 18, 140 SDC, 3 attacks per melee, +4 strike, +3 parry/dodge, +8 damage, weapons do 2d6-3d6 damage.  All are impervious to magic spells of manipulation and are cold, fire and energy resistant.


One final thing, when the mage jumps up to the next version of possible warriors, the total number of warriors is for the leather clad soldiers.  The mailed soldier is worth 2 leather clad soldiers and a plate clad soldier is worth 4 leather clad soldiers.  So in essence, the mage can call up 2 mailed soldiers per melee after 5 and 1 plate clad soldier per melee after 9.  All soldiers know how to ride horses and such, but receive only a +2 parry and +3 damage.

Thunderous Calling  -level 4

Range:  1 mile per level, self

Duration:  2 melees per level

Saving Throw:  Standard


The mage who casts this spell will have his voice projected many times the maximum loudness of his own voice.  They can call up to a mile per level of the mage and it was originally used to intimidate or mark locations.  All who hear the voice will need to save vs. magic or be cowed from the area, with an 80% chance of immediately leaving the area.  Sometimes, mages used this spell to desert entire fortresses of their occupants and then plundering it.  This spell works really well underground where the echos will make it even louder, though a cave in might result as well.  If a mage had a well singing voice, this could be cast to make up a concert of sorts.

Lament of Lies  -level 7

Range:  30’ per level

Duration:  5 melees per level

Saving Throw:  Standard


The spell caster will acquire a pitiable aura, one where those who wish harm onto the person will desist as the mage is all of a sudden a huge source of pity unless the attackers can save vs. magic, and if they do, they need to save every 5 melees again if the spell is still going.  The mage will seem like the kindest, gentlest individual who would never hurt anyone, let alone the person affected by the spell.  Even if the mage is hurling fireballs and frying people left and right, the afflicted will rationale his/her actions as not really their fault.  This powerful spell does not affect creatures with a ME above 18, nor gods, devil or demon lords.  All others are fair game.

Passion of Fury  -level 6

Range:  60’+10’ per level

Duration:  4 melees per level

Saving Throw:  Standard


Another mind control spell, it will spark a particular object or person as a furious passion in the afflicted.  Usually this is hate, but can involve love.  Some mages use this frequently on enemies who are friends with another, turning ally against ally and causing general confusion.  The afflicted will suffer a vision reduction, ie., they will only see the object of passion, and nothing else.  Sometimes apparent suicides are actually some poor person not seeing the ledge when all they can see is some pretty woman across the street.  Many mages use this as a tool in negotiations and in combat.

Stardust  -level 8

Range:  800’+20’ per level

Duration:  2 melees per level

Damage:  1d8 damage per level

Saving Throw:  Standard plus 2.


The spell of Stardust calls forth a huge cloud of billowing dust, usually golden or multicolored, whipping with electrical energy and howling winds.  The cloud rips and shreds everything in it’s path.  If any are in the cloud for more than 3 melees, they need to save vs. magic or gain a new random insanity.  Fortunately, most die before it is realized.  Victims of Stardust are usually nothing more than a bloodied slab of meat.  The dust gets in everything but clings to living things.


Originally, it was used as a spectacular show, and indeed, it is, but the clouds seem almost alive, and the original mages who used the spell have long since disappeared.

Heal Others- level 4

Range: touch

Duration: permanent

Saving Throw: Standard


With this spell the mage can instantly heal wounds and treat disease.  This affords a bonus of +15% vs. coma/death, +10% vs. disease and will instantly heal the recipient of 1d6 hit points every 3 levels of the mage.  The drawbacks to this spell is the spell caster will feel weak for 1d12 melees (-1 strike/parry/dodge).  This is akin to the priestly powers of healing touch.

Dragon’s Breath- level 5

Range: 10’ per level

Duration: 3 melees per level

Damage: 1d12

Saving Throw: dodge


The mage can breathe fire once per melee with this spell, causing 1d12 fire damage and having a 30% chance of setting combustibles ablaze.  The mage strikes with a +2 strike and the fire breath has a 1’ diameter.  The mage is also impervious to fire for the duration of the spell.

Starlight- level 6

Range: 500’

Duration: Instant

Damage: 1d4 per level

Saving Throw: Dodge of 18 or better


The mage’s hands will glow and shimmer in the air before a bolt of electric light erupts from his hands.  The streak will curve around objects to hit the mark and only a nimble person can avoid it’s terrible energy.  This does double damage to Undead, Demons and Devils.

Ghostly Chains- level 5

Range: 90’

Duration: 1 melee per level

Saving Throw: Standard


Blue ethereal chains will wrap the victim tightly (-4 strike/parry) and squeeze (1d4 per melee).  Only a successful grapple will release the victim from these mystic chains.  The chains have a PS equal to the mage’s spell strength plus level of experience (i.e. a fifth level mage with a spell strength of 14, the chains would have a PS equal to 19).

Spheres of Insanity- level 3

Range: 30’+10’ per level

Duration: 1 melee per level

Saving Throw: Dodge and Standard


The mage can call forth a glowing white ball per melee and hurl it at an opponent with a +5 strike including any natural strike bonus.  If struck the ball will explode and a number (equal to the mage’s level) will swarm around the victim, screeching, hollering, wailing and screaming.  The victim then rolls on the Random Insanity Table; the mage knows generally what kind of insanity it is.  The insanity lasts for 1d4 hours per level of the mage.  Insanities are cumulative.

Mystic Surgery- level 5

Range: touch and 10’

Duration: 3 melees per level

Saving Throw: None or Always Save


This allows a mage to diagnose and injury and mystically repair broken bones, clogged arteries, reattach nerves and even purify toxins.  The mage must roll against a 10 on a twenty-sided die to see if they are successful.  Any medical skills will relate to every 10%= +1 bonus for the mage.  This spell is powerful, for it can bring back people from death’s door.  The recipient also gains 1d4 hit points back.  Note:  The mage cannot break bones or misplace organs, since the afflicted must either consent or be unconscious.
Illusion I- level 3

Range: 15’ radius per level

Duration: 3 hours per level

Saving Throw: Standard


This spell allows the mage to totally disguise one person’s physical features, including themselves.  The disguise will be impenetrable against anyone with an ME of 9 or less.  Those above 9 must roll a saving throw (-2) to detect the illusion.  The mage can color skin, change facial features, even change the perceived race.  The mage can enhance or decrease beauty as well if the basic facial features are kept the same.  The PB can be affected by 1 point per level of the mage.

