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Version 3.0

No material cost after self artifice

Richard’s Changed Spells

Adrenaline Boost, Banish Entity, Body warping, Cause/Cure Blindness, Create self-ward, Distract Enemy, Drown Victim, Enchant Gris-Gris, Hex, Impeccable throw, Lame Limb, Reactive Shield, Red sign, Spectral razor, Spirit ward, Stoneskin, Voorish sign

Artificer Spells

It now says No, Item or Self to indicate if you can self artifice

Added spells

Armor piercer

Bullseye  (PSI)
Cleansing

Dropsie

Killer Strike  [Damage adjustment?]  (PSI)
Powerful Leap

Slow Aging  (PSI)
Unearthly Gait  (PSI)
General rules on spell casting

Commonalities of all spells

Spells are skills just like any other skill, you roll to see if you succeed (cast it) as you would any other skill and fumble/crit with the same percentage chance.

Any unsuccessful attempt to cast a spell consumes half the MP cost of the spell, some even drain permanent Essence (primarily the artificer spells).

If you fumble a roll, you lose the half MP for a failed casting AND draw from the fumble deck. If you fumble a spell requiring permanent Essence, that permanent Essence is lost as well as a drawing a fumble card.

If you run out of MP you fall unconscious and cannot be revived until your Magic Points regenerate (usually 8 hours of uninterrupted sleep).  If this happens while casting a spell the spell does not go off.  You can also be brought back to consciousness with a 'wake up' spell or card effect. This puts you at 1 magic point.

Unless noted in the spell description (either with a duration of permanent or in the spell text itself) all spells collapse when you go to sleep, are rendered unconscious or die. Some spells end at either dawn or dusk but still end if the caster sleeps in the meantime.

Some spells list a secondary skill, if you don’t make the secondary skill the spell fails (see spell failure above, yes, you still lose MP or ESS). If the secondary skill is fumbled, the entire spell is fumbled.

Spells that list material components may not be even started without all of the material components unless otherwise noted.

A ‘ritualistic’ spell may be performed without the ritual gear (candles, altar robes, etc) at -30 (Ritual skill for additional casters is also rolled at -30). Material components listed are still needed for the spell to work.

If a spell requires concentration then that means, full concentration- the caster cannot perform any other full or simple action while concentrating- the only thing they may do is walk ten feet per round.

Spell effects do not stack, neither do spell and mundane effects. For example trying to increase the same skill with both a magic item and a spell at the same time will not work. The higher bonus is the one that will take effect.

Additional casters

If additional casters are allowed (it will say in the spell description), the additional casters roll against their Ritual skill (this is a write in that starts at a base of 10). This will help the ‘primary caster’ (the one who is rolling on the spell skill) just as with any other supporting skills; a success gives a plus 5%, a crit a plus 10%, a fail minus 5% and a fumble minus 10%. The other use of a successful Ritual skill roll is that the additional casters can contribute MP or ESS to the spell casting. The primary caster can ask how many MP/ESS the additional casters wish to put in but the decision ultimately lies with the primary caster, they may suck out more if they are wish. The primary caster must always put in at least 1 MP/ESS into a spell they are casting. The (successful) additional casters may also play any cards as if they were the caster e.g. artificer cards, invasive spells, skill plus cards etc.

Smart spells and Dumb spells

Smart spells are ones you may choose to have effect things. Dumb spells are ones that go off to a certain stimuli- whether you want them to or not. For example; a spell that negated a spell cast at you could be dumb or smart. A smart spell shield would let you choose which one spell to cancel, a dumb spell shield would negate the first spell cast at you, best hope it wasn’t your friends trying to help you! Should you choose to let a spell through a smart shield, you do not need to recast the spell. Dumb shields do not react to self cast spells.

Dumb spells take effect before smart spells and/or items. eg armor from spells absorbs damage before you check your bulletproof vest.

Loaded spells

Loaded spells are once which once cast do not trigger, the caster may release them at a later time. Examples of this are Cause/cure blindness and Banish ‘entity’.

A spell caster may only have one spell ‘Loaded’ at a time, not even different spells are allowed. A ‘Loaded’ spell will dissipate next dawn/nightfall after casting if it is not ‘released’. If a caster is ‘loaded’ with a spell they (and any additional caster who were involved with the casting) do not regenerate MP if they sleep.

Healing spells

You may only be under the effects of one healing spell at a time, if a new healing spell (of any name) is cast on you the more powerful spell wins (GM discression).

You have three options-

Enchant stuff someone else made (costs double MP and ESS)

Enchant stuff you made with generalist skills (ie blacksmithing, etc) 

Enchant stuff you made with specialist skill (ie sword making, etc)

If you make something with specific skill, you get two more enchantments than you would with generalist skill.

Hobbiest skill in general skill (30 or less) you get two enchantments

Living skill in general skill (60+) four enchantments

Expert skill in general skill(90+) six enchantments

Master skill in general skill (over 100) eight enchantments

If using the specific skill, +2 enchantments.

If you crit, +2 enchantments.

Self artificing

If a spell has the word ‘Self’ in the artificer field it may be permanently cast on the caster at a cost of 1 ESS and 1 CON per MP the spell costs to cast (minimum 1 ESS and 1 CON).  You will need the material components of the spell and a number of days equal to the ESS cost to complete the ritual needed to self artifice the spell, after that you do not need the material components to use the self artificed version. If you wish to cast the (regular) spell on someone else you still need the material components later.  Any special notes on the self artificed spell will be written after the usual spell description.

Ritual; link hands and get one roll for the caster and a roll for each person who wants to be affected.

Adrenaline Boost (PSI)
Casting Time:
Instant

MP cost:
10

Range:
Self

Duration:
Instant

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  You get a haste (i.e. one extra full action).  Adrenaline boost is exactly the same as a haste card and can be used during a surprise round.
Armor piercer [SPELL]

Casting Time:
1 hour

Secondary Skill:
None

Material Components:
Item to be enchanted, a piece of metal with a hole through it

MP cost:
Variable

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  For 1 ESS the weapon you are enchanting gains armor piercing 2, each additional ESS buys 1 point of armor piercing.  Each point of armor piercing allows you to ignore 1 point of an enemy’s armor, whether natural or magical.  Additional casting do not stack, only the highest amount of ESS put into the spell takes effect.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Banish ‘entity’ [SPELL]

Casting Time:
1 day

Secondary Skill:
None

Material Components:
Ritualistic, True name/species of the target (at GM’s discretion).

MP cost:
0

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
Yes

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d6 (6 max)

Duel?
MP invested vs WIL

Text:  This spell is only useful on both beings that are physically here (physically here does not mean they have to be corporeal, just that they have their ‘body’ with them) and beings that are controlling/infesting by others (ie bodies within bodies, parasitic).  Each caster may put any amount of MP they like into the spell, when the spell is ‘released’ the MP of all the casters is pitted against the WIL of the target, success releases the unfortunate host (if any) and banishes the target from this world back to their ‘natural plane’, over multiple rounds; 1 round per 2 ESS points of the target.  If the primary caster is killed during this time then the banish spell is nullified, otherwise the entity is banished after the set number of rounds.

The spell itself is ‘loaded’ onto the caster during the ritual and when you wish to ‘release’ the spell you must be within 100’ of the target.  A spell caster may only have one spell ‘Loaded’ at a time, not even different spells are allowed.  A ‘Loaded’ spell will dissipate next dawn/nightfall after casting if it is not ‘released’.

Bat Form [SPELL]

Casting Time:
12 rounds

Secondary Skill:
None

Material Components:
Small dead bat (animal not cricket), sunless area?

MP cost:
12

Range:
Self

Duration:
until dawn

Artificer?
Self (12 ESS, 12 CON)

Additional Casters?
No

Caster SAN loss?
d8 (max 80)

Witness SAN loss?
1/d8 (8 max) to see the spell + 1/d6 (towards Giant ManBat if you see it)

Duel?
No

Text:  Turns the caster into a man sized bat.  All possessions (backpack size or less) disappear for the duration of the spell and reappear once the caster resumes their own form.  To get around, the skill 'flying - unaided' is used.  The base of this skill is DEX x1, given the first time this spell is successfully cast.  The spell automatically ends at the first rays of dawn or if a strong bright light is shone directly at you (anything brighter than truck headlights), sunlight counts.  A caster may end the spell prematurely if they wish but if they do they must cast the spell again to change back into a bat later.  Hopefully, the caster is on the ground when the spell ends as it takes effect immediately.  If the caster is in an area of perpetual darkness (deep underground, alien world, etc) the spell continues until the caster sleeps.  The caster keeps their own thoughts and intentions while in bat form.  The bat form gives a +50% to hearing and receives a -50% to vision.  The bat’s claws are insufficient to manipulate or carry objects.  Also while in this form the caster’s simple action is only 5’ but may fly at approx.  8mph/13kmph, they are not strong enough to carry people or allow anyone to ride them.  Bats navigate using sonar so they may not carry anything in their mouth.

Bind Byakhee [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
100’

Duration:
10 hours

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d3 (30 max) + seeing monster

Witness SAN loss?
0/d4 (4 max) + seeing monster

Duel?
WIL

Text:  This spell is needed to control a summoned Byakhee, it may be cast on another caster’s creature but the WIL duel is against the enemy caster’s WIL rather than the Shantak.

GM NOTES;

Byakhee are hideous winged creatures who have no mouths.  Byakhee can fly through space and can carry a rider, though the rider needs protection from the vacuum and cold by suitable spells or potions. Byakhee live in interstellar space but may be summoned to Earth to perform tasks or to serve as steeds.  Byakhee understand simple English phrases but may not always behave as predicted.

The summoned creature will try to flee from whatever is damaging it if they suffer more than half their HP in damage.

Various other summon/bind spells are available to the NPCs but the PCs will hopefully not be stupid enough to cast them.

Bind Shantak [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
100’

Duration:
10 hours

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d3 (30 max) + seeing monster

Witness SAN loss?
0/d4 (4 max) + seeing monster

Duel?
WIL

Text:  This spell is needed to control a summoned Shantak, it may be cast on another caster’s creature but the WIL duel is against the enemy caster’s WIL rather than the Shantak.

GM NOTES;

A shantak is a huge, scaly, birdlike creature with batlike wings, slimy skin, and two strong talons.  Shantaks are sometimes summoned to serve as steeds, or to carry people/objects to a destination.  Shantaks may be ridden and the first time it is attempted you acquire a new skill, Ride Shanktak at DEX*1.  Shantaks can be picked up by conventional radar and can travel approx. 100 miles in a day.  Shantaks understand simple English phrases but may not always behave as predicted.

The summoned creature will try to flee from whatever is damaging it if they suffer more than half their HP in damage.

Various other summon/bind spells are available to the NPCs but the PCs will hopefully not be stupid enough to cast them.

Black Binding [MEDIUM]  [SPELL]

Casting Time:
1 Hour

Secondary Skill:
Voodoo

Material Components:
Corpse in an undisturbed grave, Night time

MP cost:
19

Range:
20’ roughly downwards

Duration:
Till zombie destroyed or rots away (they rot at variable speeds)

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max) + normal SAN roll if they see the zombie

Witness SAN loss?
0 + normal SAN roll if they see the zombie
Duel?
No

Text:  The caster lies atop the grave and chants the spells, the magic leeching through the ground and into the corpse below.  This initial ritual takes an hour and after a week the zombie claws its way out of the grave and seeks out the caster to do their will.  Unfortunately, the zombie continues to rot after it has arisen and a replacement must be created periodically.  Other than the caster's MP, the number of zombies that can be created is unlimited.  Should the caster die, the zombie becomes inactive and rots away.

Bless Weapon [MEDIUM]  [SPELL]

Casting Time:
1 Hour

Secondary Skill:
None

Material Components:
Animal sacrifice of size 8 or greater, weapon to bless

MP cost:
2 ESS for Size 1. +1 ESS for each extra size point.

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  Makes a weapon able to damage 'magic only to hit' creatures.  Each item requires a casting of this spell, e.g. 1 glove, 1 bullet, 1 sword.

Note - this in no way makes the weapon impervious to damage.  Should the weapon be destroyed, the magic is lost.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Blight/Bless Crop [MEDIUM]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
Occult

Material Components:
Crops/Farmland

MP cost:
4

Range:
An acre

Duration:
Until harvest

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d3 (max 30) for blight only

Witness SAN loss?
0

Duel?
No

Text:  Causes an acre of crops to either wither and die slowly or blossom and grow with vigor (50% increase/decrease).  "Blooding" the caster (doing 1 HP real) while holding something from the effected field breaks the spell, thus proving that a good 'bitch slap' can get rid of a lot of magic.

Body warping (powerful)  [SPELL]

Casting Time:
10 minutes

Secondary Skill:
Acting & Mimicry if doing a specific person.

Material Components:
None

MP cost:
1 ESS/6 MP

Range:
Self

Duration:
Permanent until injured

Artificer?
No

Additional Casters?
No

Caster SAN loss?
2d6 (max 120)

Witness SAN loss?
1/d6 for seeing the change (6 max- per caster per form)

Duel?
No

Text: This spell changes the caster appearance, it also changes their fingerprints, DNA (but not a specific person’s DNA), etc and allows them to appear as if clothed, the clothes actually being made of the caster’s flesh.  Each different form that the caster wishes to assume costs 1 ESS the first time the form is picked and no MP.  Casting it after the first time costs 6MP.  The caster can only take on the form of what they know, you could not change to ‘Mr Big’ if you didn’t know what he looked like.  The spell allows you to become another form entirely, you will retain the same mass as before, albeit spread out (you must be the same SIZ) and may appear to be of any substance but will still be made of flesh (think the T1000 as the floor in T2).  Any clothes/gear you were wearing/carrying is absorbed into you and cannot be regained until you return to your original form.  If the form you assume has claws, horns etc you must have the relevant skill to use them (Starting skill decided by GM).  If the caster takes on a creature with wings, they gain the skill 'Fly - unaided' at DEX x1. Assuming a creature’s form does NOT convey any of their abilities beyond the purely physical - assuming a gorgon would give you snakes for hair but you would not be able to turn people into stone, etc. The spell must be cast each time the caster is to shift form, including when they wish to revert their original shape, there is no ESS cost to change to a shape you have been before but there an MP and SAN cost.  The shadow of the caster remains their original shadow.  Upon losing at least 1 HP (stun or real), the caster reverts to their original form for d3 hours and can't go to any other form for that time.

Breath of Cthulhu  [SPELL]

Casting Time:
3 rounds

Secondary Skill:
None

Material Components:
Vial with native ‘air’ in it

MP cost:
3

Range:
Touch

Duration:
Sunrise, sunset or until the target sleeps

Artificer?
Self (3 ESS 3 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d4 (4 max) targets only

Duel?
No

Text:  The target no longer needs to breathe.  This does not make the target immune to absorbing gases etc through the skin.

Note:  The material component is a vial of whatever the person/creature casting the spell would breathe in their own environment, e.g. standard air for humans, water for fish, gases from Mars for Martians.

Bullseye (PSI)
Casting Time:
Instant

MP cost:
1

Range:
Self

Duration:
10 minutes

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  With this power on you will never hit your allies by accident when firing into a crowd or melee.  Firing/attacking in to a melee may be done at the negative 30 penalty but if you have to roll at random to determine who you hit it can never be your allies, reroll the random target until you hit an enemy.  You can still hit your buddies if you draw the relevant fumble card.
Candle Communication  [MEDIUM]  [SPELL]

Casting Time:
Several rounds

Secondary Skill:
Occult

Material Components:
Candle

MP cost:
5

Range:
Planet you are on

Duration:
Until the candle goes out

Artificer?
No

Additional Casters?
2 caster minimum, 1 at each candle

Caster SAN loss?
d4 ( 40 max)

Witness SAN loss?
0 (looks like caster is talking to himself)

Duel?
No

Text:  At a pre-specified time, two or more people (who all know each other’s names) cast the spell.  This allows them to talk to each other.  If a candle is blown out, that person loses communication with the others and they must recast it to rejoin the conversation.  The spell ends when all casters stop talking or any one candle burns out.  Other people in the room do not hear the other voices from the candles, it appears as if the caster is talking to himself.  It is possible to eavesdrop on the conversation if you can cast the spell yourself and burn some hair or blood from one of the participants with the candle you are using.

Cause/Cure Blindness  [MEDIUM]  [SPELL]

Casting Time:
1 day

Secondary Skill:
None

Material Components:
Ritualistic, Personal item of the target

MP cost:
8

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
2d6 (120 max) for Cause Blindness only

Witness SAN loss?
0

Duel?
WIL

Text:  Causes the target to suffer permanent blindness, the optic nerves are damaged.  (Note:  in 2020 or later, a full transplant can medically repair this damage).  A day long ritual needs to be performed before the spell can be cast.  The spell itself is ‘loaded’ onto the caster during the ritual and when you wish to ‘release’ the spell you must be within 100’ of the target.  For cause blindness an ESS vs. ESS roll is required. The SAN loss for Cause Blindness occurs when you inflict the blindness, not over the day long casting.

A spell caster may only have one spell ‘Loaded’ at a time, not even different spells are allowed.  A ‘Loaded’ spell will dissipate next dawn/nightfall after casting if it is not ‘released’.

Cleansing  (SPELL)
Casting Time:
5 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
10

Range:
Touch

Duration:
Instant

Artificer?
Self (10 ESS 10 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d4 (4 max, target only)

Duel?
No

Text:  This will restore the target’s body to a ‘clean’ state; it will flush out drugs both beneficial and harmful, cure disease and remove any parasites that do not naturally occur in the body, that have been in the target for 24 hours or less.  It will not restore use of limbs, heal damage caused by disease/poison or free the target from mind control/possession.  At the cost of 1 ESS this spell will work on afflictions that the target has had for longer than 24 hours.

If you Self Artifice this spell you may cast it on yourself for at no MP or SAN cost once per day.

Command Ghost [MEDIUM]  [SPELL]

Casting Time:
10 minutes

Secondary Skill:
None

Material Components:
Night time, blood of a mammal, must be cast at the grave of the dead person.

MP cost:
9+1MP per additional question asked

Range:
Self

Duration:
10 minutes

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d3 (30 max) + seeing the ghost

Witness SAN loss?
0 + seeing the ghost

Duel?
No

Text:  This compels a ghost to come forth to answer specific questions.  The body must have lain in the grave, undisturbed, for at least a month and the proper rites and rituals must have been preformed on the body (correct religious burial for either the corpse’s religion or the area where they died).  Maliciously digging up a corpse and reburying it somewhere else will break the ‘link’ and the ghost cannot be summoned.  The ghost summoned by this spell responds to questions about events that happened while they were alive or have knowledge of for other reasons.  Unfortunately, 'lip reading' is needed to understand what they are saying as they make no noise other than (for some) an occasional ghostly groan.

Create Gate [POWERFUL]  [SPELL]

Casting Time:
3 minutes

Secondary Skill:
Drawing 

Material Components:
Something to draw with and something immovable to draw upon or a Portal/entry way.

MP cost:
Variable ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
0 unless they go through it - then 1 SAN (12 max towards GATE)

Witness SAN loss?
0 unless they go through it - then 1 SAN (12 max towards GATE)

Duel?
No

Text:  Creates a Magical Gate that allows anyone to travel to wherever the gate goes (specified at time of casting, must be somewhere the caster knows well).  The cost to create a gate depends on the distance; 1ESS up to 100 miles, 2ESS up to 1000 miles 3ESS up to 10,000 miles.  The MP cost to go through a gate is the same as the ESS cost to create one, if you do not have the MP then travelling through a gate costs 1 ESS.  The gate created is one way but for if 1 additional ESS is sacrificed at the time of casting, it may be made two way.  If the surface of a gate becomes cracked or the drawing rubbed out the gate may become unstable.  The first time you see anyone use a gate you lose 1/d4 to Time/Space distortion. If you do not have enough MP to go through a gate it costs 1 ESS to go through

TIME gates; if these are being used the ESS cost is 1ESS up to 100 years, 2ESS up to 1000 years, 3ESS up to 10,000 years.  The rules above still apply (MP cost, one way/two way cost etc) and you may make a time and distance gate for the appropriate ESS cost.  Gates cannot go into the future as a caster has no knowledge of what is there and thus cannot be ‘somewhere the cast knows well’.  GM discretion as to whether the gate always works, they may not have an adventure prepped for the time zone.

KEYED gates; when casting an additional 1ESS may be sacrificed to make the gate ‘keyed’, it will only function for someone with a specific item or a specific says a phrase as they enter.  Anybody who knows the secret may use the gate, not just the caster and his friends.

DESTROYING a gate; casting another gate on top of an already active gate destroys both gates and no one may use them again.

Create Gate Boxes  [POWERFUL]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
Carpentry/Woodworking

Material Components:
Two large wooden boxes carved with runes and such made by the caster (1 week full time, 1 month part time to make)

MP cost:
6 ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
0 unless they go through it - then 1 SAN (12 max towards GATE)

Witness SAN loss?
0 unless they go through it - then 1 SAN (12 max towards GATE)

Duel?
No

Text:  Links two twin boxes, which form the two ends of a Magical Gate.  Anyone may crawl into one box and come out the other box, wherever that is.  Only one person may use a box at a time and the box does not distinguish between friend and foe.  The boxes may be opened from the inside so if one is lost a padlock or a blocking the entrance somehow is advised.  The first time you see anyone use a gate you lose 1/d4 to Time/Space distortion.

Note - this in no way makes the boxes impervious to damage.  Should either box be destroyed, the magic is lost.  These gates cannot be made into time gates.

GM NOTES;

If sent through post APP roll to see if it makes it to its target. (UPS x5, Government run mail x3, lower if Third world country).

The cost of going through the boxes is the same as a standard Gate; 1MP up to 100 miles, 2MP up to 1000 miles 3MP up to 10,000 miles.

Create Self-Ward [POWERFUL] [SPELL]

Casting Time:
1 day per ESS

Secondary Skill:
None

Material Components:
None

MP cost:
ESS and CON See text for details

Range:
Self

Duration:
Permanent

Artificer?
Self

Additional Casters?
No

Caster SAN loss?
1d6 per point of ESS (600 max)

Witness SAN loss?
0

Duel?
No

Text:  The caster may put up to 10 ESS into this spell and loses 1 CON for each point of ESS put into the spell.  The spell bestows damage reduction of half the value of the essence put into it (round up).  If 10 ESS is put into the spell, damage taken is reduced by 5.  The damage reduction is for non-magical effects only.  This spell may be negated by a dispel magic spell, which is a directed action against you and can be Pozed.

Note: If you cast this spell multiple times only the greater of the spells remains on you, the lesser spell is dispelled (you do not suffer the ill effects listed above).

You cannot be under the effects of this and Distract Enemy at the same time.

Cutting edge   [MEDIUM]  [SPELL]

Casting Time:
1 Hour

Secondary Skill:
None

Material Components:
Sharpening stone, weapon to bless

MP cost:
2 ESS for Size 1 +1 ESS for each extra size point.

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 ( 40 max)

Witness SAN loss?
0

Duel?
No

Text:  Gives a permanent +1 damage to the weapon.  This does not make the weapon able to hit magical creatures.  This spell may not be cast on the same weapon more than once.

Note - this in no way makes the weapon impervious to damage.  Should the weapon be destroyed, the magic is lost.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Deflect Harm  [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
Hand up (physical gesture)

MP cost:
1 to cast, plus 1 per HP of damage to deflect

Range:
Self

Duration:
10 minutes or until dropped

Artificer?
Self (1 ESS 1 CON)

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
0/d4 (4 max) if they see the shield in effect

Duel?
No

Text:  This is a smart shield, you may chose to deflect some or all of the damage inflicted.  Damage may only be blocked from the direction the hand is facing; you may move your hand after casting to face a different direction.  This doesn't help against falling damage or magical damage.

To compare this to Flesh Ward, a very narrow invisible shield is raised directly in front of you, it stops all physical objects from impacting with you but you may allow certain items through (if someone were throwing you a weapon).

In the game world people will see that if someone throws a grenade directly at you, it will stop in mid-air at the limit of your out-stretched hand and fall to the ground to detonate.

The Sel artificed version does not cost an MP to raise but you must specify that you are holding up your hand before the damage is dealt.

Detect Magic (Magic)  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
Touch

Duration:
30 seconds

Artificer?
No

Additional Casters?
No

Caster SAN loss?
1 (10 max)

Witness SAN loss?
0

Duel?
No

Text:  Allows the caster to detect if Magic is on people or items, yes/no answer.

We said self artifice this, but do we want it always on or once per day?

Dismiss Arwassa, Azathoth, Beast, Cthugha, Hastur, Ithaqua, Nyogtha, Shub-Niggurath, Yog-Sothoth, etc.[POWERFUL]  [SPELL]

Casting Time:
12 rounds

Secondary Skill:
None

Material Components:
Ritualistic

MP cost:
2 per 5% chance of dismissal.

Range:
Mile

Duration:
Permanent (can by re-summoned by appropriate spell)

Artificer?
No

Additional Casters?
Yes

Caster SAN loss?
d4 (40 max) + seeing the deity

Witness SAN loss?
0 + seeing the deity

Duel:
No

Text:  Causes the specific deity to be dismissed.

A ‘ritualistic’ spell may be performed without the ritual gear (candles, altar robes etc) at –30% of your skill (Ritual skill for additional casters is also rolled at –30%).  Any material components listed are still needed for the spell to work.

Distract enemy [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
10

Range:
Self

Duration:
10 minutes

Artificer?
Self (10 ESS 10 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  Any opponent who attacks you with a physical weapon, ranged weapons and thrown items included, suffers a minus 20% to their roll, the minimum chance anyone has to hit you is 5% (Note: This can raise a 0% base skill to 5%).  Any magical spells, items or temporarily enchanted items are not affected by this spell.

You cannot be under the effects of this and Create Self Ward at the same time.

Dread Curse [LOW/MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
4

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (max 60)

Witness SAN loss?
0

Duel?
ESS

Text:  By repeating the secret Name of Azathoth, this spell causes an ESS duel.  Should the target lose, they lose d3 permanent ESS.  This spell is particularly useful against non-corporal entities as they typically have ESS instead of HP.

Dropsie  (SPELL)
Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
6

Range:
30’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
WIL

Text:  If the caster succeeds in the WIL duel the target drops anything they are holding (as per various Drop Items rounds and Butterfingers cards etc).  If the GM thinks the target is doing something other than carrying an item that requires clenched hands roll the relevant skill at negative 30, e.g. climbing a rope, grappling.

Drown victim  [MEDIUM]  [SPELL]

Casting Time:
1 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
8

Range:
100’

Duration:
5 Rounds

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d8 (80 max)

Witness SAN loss?
1/d8 (8 max)

Duel?
WIL

Text:  Causes the target's lungs to fill with water.  If the caster wins the duel, the target must roll CON x5 or suffer d4 HP (half real and half stun) on the first round.  On the second round, CON x4, etc until CON x1.  After that, the spell ends.  This spell does not require concentration, nor does it end with the casters death.  Victim can act normally while drowning.  Negligible affect on creatures that breath water (unless they are ‘dry air drowning’ and then it might save them).

Elder Sign  [MEDIUM]  [SPELL]

Casting Time:
1 minute

Secondary Skill:
None

Material Components:
Something to draw with and on or a previously made representation of an Elder Sign

MP cost:
1 ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  The Elder Sign is the bane of all Great Old Ones and Outer Gods, they cannot come into contact with it.  When one is placed beside an opening or gate, it makes that path unusable to minions of the Great Old Ones and Outer Gods, as well as to those greater beings themselves.  Without the spell, the symbol itself means nothing and has no effect.  The Elder Sign is worthless in personal defence if the monster or minion can evade the Sign.  Worn around the neck, for instance, an Elder Sign might protect a few square inches of flesh but the rest of the wearer’s body would be completely vulnerable.

If you are making an elder sign and wish to carve it into something or create a stone carving of some description, you must have the relevant skill OR have someone make one for you before hand.

Enchant Gris-Gris  [MEDIUM]  [SPELL]

Casting Time:
Day 

Secondary Skill:
Voodoo

Material Components:
Small animal, small drawstring bag with things that represent the skill to be improved.

MP cost:
1 ESS per +5%, max of +30%, one MP to activate for a combat.

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  This gives a bonus to one very specific skill of up to 30%, both the skill and the bonus % set at time of creation.  Once the Gris-Gris is created it requires 1 MP to activate, the bonus % lasts 10 minutes and may be used by anyone, not just the original caster.  Only one person may use the bag in a day, though they may use it multiple times.

Note - this in no way makes the Gris-Gris impervious to damage.  Should the Gris-Gris be destroyed, the magic is lost.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the bag itself), the effect only lasts 1 hour but it does get you a check in the skill.

Enchant Ju-Ju  [???]  [SPELL]

Casting Time:
1 day

Secondary Skill:
Voodoo

Material Components:
Chicken with black feathers, Talisman (Ju-Ju)

MP cost:
2 ESS

Range:
Touch; put onto a talisman.

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  The Ju-Ju was created as protection against spell casters, it provides a bonus of 25% to any opposed resistance roll you make on a Magical duel (WIL vs WIL, ESS vs ESS, ESS vs CON, etc) for spells cast on you.  It does not give this bonus on spells you cast.  The 25% is added to the target after you adjust it, e.g. 15WIL vs 13WIL the normal target would be 40%, with the Ju-Ju it would be 65% (the minimum chance of resisting with a Ju-Ju would be 30%!).

Eye of Light and Darkness  [POWERFUL]  [SPELL]

Casting Time:
1 day

Secondary Skill:
Stone carving

Material Components:
Ritualistic, Hard natural substance to engrave/create

MP cost:
0

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
Yes

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  The sigil of the eye is worked into a hard natural substance such as granite, on a high place in the area to be warded.  It weaken agents, monsters and minions of the Outer Gods and Great Old Ones who enter the area it protects, sucking out 1 MP per hour from them.  If those having their MP removed area in the area when they’re out of MP, they disintegrate.  Contact, Call and Summon/Bind spells may not be cast within the reach of the Eye.  The casting of the spell is a daylong ritual that drains 100 ESS from the participants, the more participants the less from each individual.  The cost is split evenly among then with any ‘excess’ being taken from the original caster.  The original caster must also anoint the sigil with his blood upon the rising of the moon.

A ‘ritualistic’ spell may be performed without the ritual gear (candles, altar robes etc) at –30% of your skill (Ritual skill for additional casters is also rolled at –30%).  Any material components listed are still needed for the spell to work.

Feedback [SPELL]

Casting Time:
10 minutes

Secondary Skill:
None

Material Components:
None

MP cost:
7

Range:
Self, 100’ from caster (see below)

Duration:
Until a spell is cast on the caster or the caster sleeps

Artificer?
Self (7 ESS 7 CON)

Additional Casters?
No

Caster SAN loss?
d3 (max 30) Eyes explode, 1/d4; Head explodes, 1/d8 both towards Human Gore or Gross Out.

Witness SAN loss?
1/d6 toward human gore or gross out if eyes/head explode.

Duel?
No

Text:  This spell raises a ‘dumb shield’ against magical spells.  If someone casts a spell on the shielded person the spell it is reflected back at the person who cast the offending spell (reflective caster).  The reflective caster goes no resistance roll though they can 'opponent fails' their own spell.  The reflective caster takes d6 damage per 2 MP (or part thereof) they had put into their spell.  If the reflective caster takes over half of their HP in damage, their eyeballs explode, if the reflective caster takes their HP or more in damage, their head explodes.  The maximum range for reflecting a spell is 100'.  This will not reflect area effect spells.  The caster may voluntarily turn off this shield at anytime; they must recast the spell for the protection to take affect again (MP cost must be paid again).  Note:  Yes, this will reflect a healing spell back at the caster.  In an ugly way.

GM NOTE;

If the caster forgets that they have the shield up and allows a beneficial spell in (eg healing) and later reflects a bad spell back, the shield is gone (no reflective casting) and they lose a Poz or half their remaining HP if they have no Poz.

The Self artificed version allows one use of the spell at no MP or SAN cost and ‘turns on’ when you wake up after 8 hours sleep.  You may turn it off at any time but it will not turn back on unti lafter 8 hours sleep. 

Find Gate  [LOW]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
1

Range:
Self (range of unaided vision)

Duration:
30 Seconds

Artificer?
Self

Additional Casters?
No

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  Causes any magic gates to shimmer in your vision only enough to be noticed.  If the gate is trapped, keyed or otherwise interfered with it will appear a different color to your normal shimmer, there is no indication of how the gate is different and the color itself is no indication.

We said self artifice this, but do we want it always on or once per day?

Fist of Yog-Sothoth  [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3MP per d6 damage

Range:
Touch or further – see text

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d10 (100 max)

Witness SAN loss?
1/d6 (6 max)

Duel?
No

Text:  This spell channels the force of Yog-Sothoth directly through your mind and fist, you do not do fist punch damage for this attack.  If you cannot make immediate contact with your target then for every 30’ (or part thereof) the damage is decreased by d6.  The spell may be dodged as if you were punching (DEX x 5).

The Witness SAN loss is due to people seeing far more force being exerted by you than is possible and/or something at a distance being affected by your wild arm waving.

Visible affects are up to the individual caster's preferences.

Flood of Life  [POWERFUL]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
12

Range:
Touch

Duration:
6 rounds

Artificer?
Self (12 ESS 12 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
No

Text:  The target of this spell will heal 1 HP each round for 6 rounds, starting from the round after the casting.  The caster need not concentrate on the spell for the healing to take place (you can perform other actions while the target heals).  This spell cannot however, bring the dead back to life.  Healing will not solve some problems, narrative causality may cause spell to not work (no MP is lost in this instance).

This is an HP only fix, broken bones, poisons in the system and other ailments will not be fixed by this spell.

You may only be under the effects of one healing spell at a time, if a new healing spell (of any name) is cast on you the newer one replaces the older one.

The Self artificed version allows you cast this spell at no MP or SAN cost on yourself once per day.

Fumblestiltskin (PSI)

Casting Time:
1 round

MP cost:
4MP per round

Range:
100’ around caster

Duration:
variable

Caster SAN loss?
0/d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  Text: Increase the fumble range of all people in the area (caster, friends, bad guys and innocents) to 90-100; this does mean that people with greater skill will be penalized more, this is as intended. This power is not blocked by walls/cover.

Guard Eyesight  [SPELL]

Casting Time:
1 minute

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
Touch

Duration:
Sunrise, sunset or until the target sleeps

Artificer?
Self (3 ESS 3 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d4 (4 max) targets only

Duel?
No

Text:  Removes any negatives from lighting modifiers.  Lowlight, no light and extreme light (e.g. snow blindness) are all covered under this spell.
The self artificed version is always on.

Hearth & Home  [MEDIUM]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
None

Material Components:
Hearth stone, Sage, list of names to allow in, home/room to ward

MP cost:
2 ESS

Range:
Touch

Duration:
Permanent

Artificer?
No

Additional Casters?
Yes

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0 unless affected (Vomiting) then d6 (6 max)

Duel?
No

Text:  This spell may be cast on any building that is less than 2400 Square feet or a room of any size, so long as it doesn’t move.  The list of names is placed on the hearthstone by the caster and then the caster must walk the perimeter of the building whilst chanting and burning sage.  Doing so creates a powerful protective ward around the building that will cause nausea and pain to anyone who approaches it other than the caster or the names on list at time of casting.  Being invited in by anyone on the list or being forced inside by the caster negates the effects for this visit (must be invited in person, with the invitee within the warded area), the caster may recast this spell at the cost of 1 ESS to add and remove any names from the ward.  Anybody trying to breech the house requires a successful resistance roll versus a WIL of 20.  If the breacher fails, they vomit violently (causing 1 HP of real damage) and they are stunned for the next five minutes or until they move 100’ away.  Should anyone succeed then the spell has no effect on that person (only) for the duration of their stay but an hour after they leave the spell ‘resets’ and they must make another resistance roll if they wish to re-enter.  The spell is permanently removed if a hole large enough to admit a ‘normal sized’ person is made in the walls, ceiling or floor of the house.  2400 is average sized house in America in 2006, it was 1800 Square foot in Canada!

Hex  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
A broken good luck charm

MP cost:
6

Range:
30’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
WIL

Text:  The target draws a fumble card and suffers the unarmed result.

Highlander  [MEDIUM]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
None

Material Components:
Melee weapon to be highlandered

MP cost:
5 ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
Yes

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  May only be cast on a Melee weapon.  When cast on a weapon allows the caster to pull the highlandered item from under a trench coat/jacket/robe/mu-mu where it could be reasonable concealed.  If you lose the item during a scene you may not pull it out again until the next scene but you do not have to say you are collecting it, nor does it have to be possible for you to do so.  You may bequeath a weapon you are highlandering to someone else who is with you at the time of casting.  They receive the weapon and the benefits of the spell (i.e. they may pull it out from their coat) while the caster pays the ESS cost.  This costs no additional ESS or MP and can only be done once per weapon.  You may only have two items highlandered at a time.  If you wish to replace one of the items, you can do so by casting the spell again and designating the weapon to be replaced.  The replaced weapon IMMEDIATELY drops to the floor, undamaged.
Notes; The item is not considered ‘on you’ while it is not drawn; you will not gain any benefits from it until you draw it.  When you die any highlander items not outside of your coat are lost.

Hunch (PSI)

Casting Time:
1 round

MP cost:
5

Range:
Self

Duration:
Instant

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  The character gains insight into the current situation, allowing for a yes/no question.  The question must be about the present condition of objects, people or events.  Information gained is only about the current location, status or nature of an object or event.  A good question for example would be “Is there a shotgun within 20’ of me? Is there a corpse in the red car”?  An incorrect question is “Does Phil want to kill me?”  If the PC doesn’t know the true name of the item/person you must define the object with the GM, e.g. “that bloke that was wearing the black leather garb who punched me”.
Impeccable Throw (PSI)

Casting Time:
1 round

MP cost:
2 MP & 1 real HP

Range:
Self

Duration:
1 round

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  The object thrown will always hit the target.  The maximum weight of an object that can be thrown is less than an average Joe could comfortable throw.  The furthest you may throw any item is 100’.  Whatever you throw is always a successful through, never a critical throw.  Yes, you can knock you unconscious if you are low on HP when you cast this spell.

Imperceptible (PSI)

Casting Time:
1 round

MP cost:
5MP

Range:
Self

Duration:
10 minutes

Caster SAN loss?
0/d4 (40 max)

Witness SAN loss?
0/d4 (4 max) if they see the caster ‘ignored’

Duel?
No

Text:  The caster can fade into the background of any situation and becomes more difficult to detect. If the caster remains still after casting they are effectively invisible to all but when they start to move and/or interact with objects there is a chance of detection.  Any rolls to notice them through natural means (eyes, ears, smells etc) suffer a minus 30 penalty to the relevant skill.  Artificial devices (TV cameras, pressure plates, IR gear etc) are not affected by this spell.

Implant Fear  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
12

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
0

Duel?
INT

Text:  Grips the target with soul-chilling dread.  The sudden visions cause the target to lose 5 SAN, they need to make the standard INT check and may possibly draw from the insanity deck.  Whether the target goes insane or not, this interrupts any ongoing work or concentration spells.

Note; This will not work on anything or one that has zero SAN.

Intrepid  [SPELL]

Casting Time:
3 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
Touch

Duration:
Sunrise, sunset or until the target sleeps

Artificer?
Self (3 ESS 3 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d4 (4 max) targets only

Duel?
No

Text:  Allows the target’s body to withstand any environment outside of their natural ‘norm’.  Extreme temperatures, pressure, gravity etc have no effect on the target, but only for naturally occurring environments; it would offer protection from a volcanic vent but not from a fire-breathing dragon.  Also enables the target to retain their footing on a surface, ignore any GM negatives for negotiating the terrain (you could not fall off a cliff in a windstorm but could be knocked off by a charging goat for example).

The self artificed version is always on.

Killer Strike (PSI)  [‘Damage adjustment’ might be a better name.  Killer strike makes no damned sense.]
Casting Time:
Instant

MP cost:
5

Range:
Self

Duration:
10 minutes

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  This power moves any melee weapon or unarmed attack you make one step up or down the ‘lethality scale’, Real<=>Half&Half<=>Stun (Choose at time of casting).  E.g. If you were using a sword (which deals real damage) you could make it deal Half&Half, if you were using a club (which deals Half&Half) you could choose to make it all stun or all real.  The power affects you and the weapons you wield, if you hand someone a sword after using this power it will not deal Half&Half for them.  If you pick up a new weapon after using this power the ‘lethality scale change’ affects this new weapon too.  [Note, the spell is on the person, NOT on the weapon.]
Lame Limb  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
8

Range:
100’

Duration:
Until healed

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
WIL v CON

Text:  If the target fails the duel they lose d4 HP (real) and the limb stops working.  The limb regains function when the HP is healed.  The healing may occur through any method; magical, medical, time, cards or anything else not listed here.

Long-term Skill Boost (PSI)
Casting Time:
1 round

MP cost:
6

Range:
Self

Duration:
1 roll

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  Any skill the PC has 10% or better in, they may concentrate for a round to gain a +10% bonus for skills that take more than one round.  This does not work for skills that only take one round.
Major Invulnerability  [POWERFUL]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
None

Material Components:
Item to be armored

MP cost:
5 ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  This gives an item 40 damage reduction.  This spell protects the item, not the caster.  If someone is wearing the item and they are hit, shot, in an explosion etc the GM may rule that the item is covering enough of you to reduce the damage.  The damage is reduced to Half Stun and Half Real, there is no reduction in the amount of damage and the damage may not be reduced further than Half&Half if wearing any other protective gear.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Minor Invulnerability  [MEDIUM]  [SPELL]

Casting Time:
1 hour

Secondary Skill:
None

Material Components:
Item to be armored

MP cost:
2 ESS

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  This gives an item 20 damage reduction.  This spell protects the item, not the caster.  If someone is wearing the item and they are hit, shot, in an explosion etc the GM may rule that the item is covering enough of you to reduce the damage.  The damage is reduced to Half Stun and Half Real, there is no reduction in the amount of damage and the damage may not be reduced further than Half&Half if wearing any other protective gear.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Paralysis  [POWERFUL]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
5 to cast, 3 per additional round

Range:
30’

Duration:
Variable

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d6 (6 max)

Duel?
WIL

Text:  The caster stares intently at their target and (if the WIL duel is successful) causes them to stop what they were doing and freeze.  The spell may be maintained for 3MP each round, full concentration and a WIL duel.

Power Drain  [POWERFUL]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
6 or 0

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d4 (4 max) Target only

Duel?
WIL

Text:  If the caster wins the WIL duel, the target loses d6 MP and the caster gains them (up to their normal maximum MP).  If the caster fails then they lose 6 MP, the MP dissipates into the ether.  This spell may not remove more MP then the caster is down.

Powerful Leap [SPELL]

Casting Time:
Instant

Secondary Skill:
None

Material Components:
None

MP cost:
3

Range:
Self

Duration:
Instant

Artificer?
Self (3 ESS 3 CON)

Additional Casters?
No

Caster SAN loss?
d3 (30 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
No

Text:  This power allows the caster to leap an additional 10' straight up or 20' in any other direction.

The self artificed version allows one casting per day at no MP or SAN cost

PSI-Boosted Stat (PSI)
Casting Time:
Always On

MP cost:
0

Range:
Self

Duration:
Permanent

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  Allows you to get one stat of your choice one point higher than your max. This doesn't confer any higher stat on you - this just moves the max up by one.

Note:  This power may be taken thrice for each stat; 10 poz to raise the maximum by 1, 20 poz to raise the maximum by 2 and 30 poz to raise the maximum by 3.  You must have the ‘lower’ max before you can buy the next one up.  You may not dump 60 poz to raise your max by 3 on a single use of the group psychic powers, you must draw the card 3 times.  If you already have this power and wish to raise the maximum stat you must have the additional 10 or 20 poz to spend when you draw it. You cannot spend poz to raise the maximum of a stat if it would take you below 10 poz.  If you have taken it once you do not have to take this power again, you MAY skip over it in the random draw.

Psychic Empathy (PSI)

Casting Time:
1 round

MP cost:
2

Range:
20’

Duration:
Instant

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  The psychic can also get empathy from inanimate objects.  This is very limited as it is all about primary emotions.  Note that the Empathy skill is much more useful and varied but this is good if the target is a superior actor, if you fail your empathy roll or you could not normally make an empathy roll on the target.

Pyrokinesis  [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3 per round (including the first that the PC is concentrating)
Range:
50’

Duration:
Variable

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d10 (100 max)

Witness SAN loss?
1/d6 (6 max)

Duel?
No

Text:  After one round of concentration, the target takes d6 damage per round; this damage ignores armor.  This requires full concentration to do.
Quiet Contemplation (PSI)
Casting Time:
1 minute

MP cost:
6MP

Range:
20’, centered on caster

Duration:
Instant

Caster SAN loss?
0/d4 (40 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
No

Text:  The caster must sit quietly for 1 minute. At the end of the minute everybody within the spell area (including the caster) heals 4 stun damage.

Rapid Healing (PSI)
Casting Time:
Always on

MP cost:
0

Range:
Self

Duration:
Permanent

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  You automatically heal 1 HP of damage every morning.
Reactive shield  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
0

Range:
Self

Duration:
10 minutes

Artificer?
Self (1 ESS 1 CON)

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
1/d6 (6max)

Duel?
No

Text:  Once this spell is cast if you receive any HtH or Melee damage (cannot be pozed but may be reduced by armor) you may spend 1 MP to inflict 1 HP real to the attacker (not effected by armor).  You may not inflict more damage than you received, for example if an enemy attacked you and inflicted 10 damage, you reduced this to 2 damage, you may not inflict more than 2 HP back at the attacker.  This spell is useful against small, weak creatures.  No matter what type of damage is taken it is always reflected as real.

The self artificed version is always on.

Red sign [POWERFUL]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
3 per round

Range:
Self

Duration:
variable

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d8 (80 max)

Witness SAN loss?
d4/d8 (8 max)

Duel?
No

Text:  The caster traces a pattern in the air, which leaves a trail forming a visible dull red symbol.  The next round everyone in the area suffers damage.  The caster must use full concentration to continue tracing the sign and takes 1 HP of damage per round.  Everybody else within 30' lose d3 HP per round as their bodies quake and spasm and their internal organs and blood vessels convulse.  Those between 30’ and 90’ take 1 HP per round.  Those over 90' away take no damage.  All damage ignores natural armor.  If you are in an enclosed building and the caster is outside then the sign does not affect you.  If the caster is in a building then only people in the same room as him are affected.

Note: This is an area effect spell and as such cannot be opponent failed, though the damage may be reduced through Poz.

Resurrection  [POWERFUL]  [SPELL]

Casting Time:
1 day

Secondary Skill:
None

Material Components:
None

MP cost:
3 ESS

Range:
Self

Duration:
Indefinite (until resurrected)

Artificer?
Self

Additional Casters?
No

Caster SAN loss?
5d4 (200 max)

Witness SAN loss?
0 + d4/d8 (8 max) when you see the person alive again if you saw them die

Duel?
No

Text:  This spell may only be cast on yourself, and must be cast prior to death, attempting to cast after death has no effect.  If you are under the effects of this spell and you die then about an hour after your death you will reform somewhere you feel safe and familiar (GM approval), completely naked and with no gear.  Any damage you sustained is healed and all body parts are regenerated.  The cost of regenerating is heavy, lose 1d4+1 Stat points from every Stat except SIZE and ESS.  If any of your Stats reach 0 then you have achieved permanent death.  You may only be under one resurrection spell at a time.

NOTES; When you are resurrected, chances are excellent then you will have NO Poz.  It is advised that you take it easy for a while.  The stat loses are meant to be crippling - but you are getting a second chance.

GM NOTES;

The character may reappear outside the adventure, they should have a back up character ready in this eventuality

Sensitive (PSI)
Casting Time:
1 round

MP cost:
3

Range:
Touch

Duration:
Instant

Caster SAN loss?
0/d3

Witness SAN loss?
0

Duel?
No

Text:  The caster can tell if someone/something is psychic, magical, a disbeliever, ‘other’ or none of the above.  This doesn’t tell you what abilities or magic powers they have – just if it is.

Note:  People with spells are considered magical, as are people under spells, whether they know about them or not.

Short-term Skill Boost (PSI)
Casting Time:
1 round

MP cost:
6

Range:
Self

Duration:
1 roll

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  The caster concentrates for 1 round to gain a +20% bonus to any skills that they have at 10% or more and takes one round exactly. This does not work for skills that take multiple rounds or that cannot be concentrated on prior to doing (such as re-acting to someone telling you new information).

Shrivelling  [POWERFUL]  [SPELL]

Casting Time:
2 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
Variable

Range:
100’

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
Variable, no max.

Witness SAN loss?
d4/d10 (10 max)

Duel?
No

Text:  The caster channels raw power into the target causing them to blacken and shrivel.  For each MP put into the spell the target suffers 1HP of damage, which ignores armour and Damage Reduction.  The SAN loss for this spell is equal to half of the MP spent (round up).

Slow Aging (PSI)
Casting Time:
Always on

MP cost:
0

Range:
Self

Duration:
Permanent

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  Slows down your aging.  Make a note of how old you are when you get this power, you will now biologically age 1 year for every 10 years that actually pass.  You may purchase this card multiple times to increase the slow down by 10 years each time, e.g. age 1 year for every 20 on the second purchase, 1 year every 30 years on the third purchase etc.  You may redraw if you already have this power and draw it again.

Note:  If your biological age ever reaches 30 or more you will be affected by the old age cards.

Spectral Razor  [MEDIUM]  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
2 per round

Range:
100’

Duration:
Variable

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
No

Text:  The caster summons a ghostly razor that slashes at his victim.  The victim takes d4 damage each round the spell is active, unless they can dodge or parry the ‘attack’ (no penalties for it being a spell).  The damage is affected by armor.  Concentration is not necessary so you may act while the razor attacks.  If you wish the razor to attack another target you must recast this spell.  
Can you have more than one of these active at the same time?

Spirit Ward  [MEDIUM]  [SPELL]

Casting Time:
5 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
Variable, 2MP per d6

Range:
Self

Duration:
Until the caster sleeps

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (max 60)

Witness SAN loss?
1/d4 (4 max) (if they see the shield in effect)

Duel?
No

Text:  The protection is effective against the magical portion of magic weapons (‘ordinary’ damage still gets through) and spells.  Ordinary weapons slice right through it like butter.  This protects against HP damage only, if an attack/spell reduces a Stat or any other affect, this spell does not block it.

Spirit Weapon  [SPELL]

Casting Time:
1 Hour

Secondary Skill:
None

Material Components:
Tub of water big enough to immerse weapon, weapon to bless

MP cost:
2 ESS for Size 1 +1 ESS for each extra size point.

Range:
Touch

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  Makes a weapon able to damage incorporeal creatures.

Note - this in no way makes the weapon impervious to damage.  Should the weapon be destroyed, the magic is lost.

This spell may be cast at twice the ESS cost in MP, in 3 rounds and with no Material Components (other than the item itself), the effect only lasts 1 hour but it does get you a check in the skill.

Stoneskin  [POWERFUL]  [SPELL]

Casting Time:
5 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
Variable, 3MP per d6

Range:
Self

Duration:
Until the caster sleeps

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (max 60)

Witness SAN loss?
1/d4 (4 max) (if they see the shield in effect) 

Duel?
No

Text:  Hardens the skin and protects against mundane damage.  The protection is effective against blunt force trauma, sharp force trauma and explosive damage.  If any damage sustained, it protects you but not any items you may be carrying/wearing.  Note: this stops the damage not the physics of the attack; you may still be knocked back etc.  Any sort of magical effect goes right through it like butter.

Summon Byakhee  [MEDIUM]  [SPELL]

Casting Time:
10 minutes

Secondary Skill:
None

Material Components:
None

MP cost:
1 per 10% chance of summoning

Range:
unimportant

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max) + seeing monster

Witness SAN loss?
0 + seeing monster

Duel?
No

Text:  After summoning it takes approx.10 minutes for the Byakhee to arrive.

GM NOTES;

Byakhee are hideous winged creatures who have no mouths.  Byakhee can fly through space and can carry a rider, though the rider needs protection from the vacuum and cold by suitable spells or potions. Byakhee live in interstellar space but may be summoned to Earth to perform tasks or to serve as steeds.  Byakhee understand simple English phrases but may not always behave as predicted.

The summoned creature will try to flee from whatever is damaging it if they suffer more than half their HP in damage.

Various other summon/bind spells are available to the NPCs but the PCs will hopefully not be stupid enough to cast them.

Summon Shantak  [MEDIUM]  [SPELL]

Casting Time:
10 minutes

Secondary Skill:
None

Material Components:
None

MP cost:
1 per 10% chance of summoning

Range:
unimportant

Duration:
Instant

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max) + seeing monster

Witness SAN loss?
0 + seeing monster

Duel?
No

Text:  After summoning it takes approx.10 minutes for the Shanktak to arrive.

GM NOTES;

A shantak is a huge, scaly, birdlike creature with batlike wings, slimy skin, and two strong talons.  Shantaks are sometimes summoned to serve as steeds, or to carry people/objects to a destination.  Shantaks may be ridden and the first time it is attempted you acquire a new skill, Ride Shanktak at DEX*1.  Shantaks can be picked up by conventional radar and can travel approx. 100 miles in a day.  Shantaks understand simple English phrases but may not always behave as predicted.

The summoned creature will try to flee from whatever is damaging it if they suffer more than half their HP in damage.

Various other summon/bind spells are available to the NPCs but the PCs will hopefully not be stupid enough to cast them.

Suppress Magic  [SPELL]

Casting Time:
1 round

Secondary Skill:
None

Material Components:
None

MP cost:
5MP

Range:
100’

Duration:
5 rounds

Artificer?
No

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
1/d4 (4 max)

Duel?
WIL

Text:  The target is restricted in their casting abilities for 5 rounds.  If the caster wins the WIL duel, the target must roll INT x1 to be able to cast a spell this round. On the second round, INT x2, etc until INT x5.  After that the spell ends.  Anything that was cast before this spell was cast is still active and concentration spells may be maintained without the need for the INT rolls.  The target can act normally otherwise.  This spell does not require concentration.

Survive Fall  [MEDIUM]  [SPELL]

Casting Time:
Length of fall

Secondary Skill:
None

Material Components:
None

MP cost:
6

Range:
Self

Duration:
Instant

Artificer?
Self (6 ESS 6 CON)

Additional Casters?
No

Caster SAN loss?
d6 (60 max)

Witness SAN loss?
0/d6 (6 max)

Duel?
No

Text: This spell protects against falling damage. It provides 20 Armor useful only for negating falling damage, if someone shoots you on the way down this does not protect against it. The fall happens at full speed, but moments before impact you jar to a halt and land gently on your feet. Any damage sustained from the fall will come from that sudden deceleration rather than impact with the ground. Any items you are carrying suffer no damage.
The Self Artificed version allows you to cast this spell once per day at no MP or SAN cost, you may decide to use it after hearing how many dice of damage but before rolling.

Telekinesis (PSI)
Casting Time:
1 round

MP cost:
2 per round

Range:
100’

Duration:
Variable

Caster SAN loss?
0/d4 (40 max)

Witness SAN loss?
1/d6

Duel?
No

Text:  This requires full concentration to do and yes, it is obvious you are doing it.  You can move small objects around, like having a light sabre fly into your hand, etc.  You can move them at 10’ per round or slower and the maximum weight you can move is that of a small bread box.
Telekinetic Forcefield (PSI)
Casting Time:
1 round

MP cost:
0 to raise, see text for other costs

Range:
Self

Duration:
10 minutes

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  Subtract 1MP per damage point you take while your shield is up.  You may choose to take part of the damage and absorb only part with your shield.  Dropping the shield is a free action.  To observers, it only appears that it was close misses, nothing obvious.  The shield works against explosive damage and mundane (non-magical) weapons.

Unearthly Gait (PSI)
Casting Time:
Instant

MP cost:
4MP per round

Range:
Self

Duration:
Variable

Caster SAN loss?
0/d3 (30 max)

Witness SAN loss?
0/d4 (4 max)

Duel?
No

Text:  Increases movement speed by 10 feet per round, you may maintain this power from round to round.  This means your simple action will be 20’.

Vanish  [POWERFUL]  [SPELL]

Casting Time:
Day to make the box, 2 rounds to cast the spell

Secondary Skill:
Carpentry/Woodcrafting

Material Components:
Special box made by the caster

MP cost:
8 ESS to make the box, 5MP to cast the spell

Range:
Anywhere

Duration:
Permanent

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  This causes the caster to disappear in a puff of smoke, to reappear instantly in a location beside a previously prepared box that take 8 ESS to create.  The box is filled with parts of the caster such as hair, teeth or nails.  This spell imbues the box with no special protection and if a single piece of the caster’s ‘parts’ are removed from the box the link is broken and that box will no longer function.  You may build as many boxes as you wish (at a cost of 8 ESS each).  When the caster wishes to vanish they spend two actions casting and disappear in a puff of smoke at the end of the round, reappearing at whichever box they choose.

View Gate  [LOW]  [SPELL]

Casting Time:
2 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
Variable

Range:
10’

Duration:
GM discretion

Artificer?
No

Additional Casters?
No

Caster SAN loss?
0 + whatever is seen on the other side of the gate

Witness SAN loss?
0 + whatever is seen on the other side of the gate

Duel?
No

Text:  Casting this spell near a suspected Magical Gate allows the caster and everyone within sight of it to see what is on the other side of the gate.  People on the other side of the gate will not be able to see back but they may notice that the gate is partially activated.  The MP cost of this spell is the same as the cost to go through the gate.

Voorish Sign  [LOW]  [SPELL]

Casting Time:
1 rounds

Secondary Skill:
None

Material Components:
None

MP cost:
1

Range:
Self

Duration:
1 Round

Artificer?
No

Additional Casters?
No

Caster SAN loss?
0

Witness SAN loss?
0

Duel?
No

Text:  Magical hand gestures that aid in casting.  Gives the caster a +5% to theier skill to cast a spell started the round immediately afterward (or same round if flurried).

Wake Up (PSI)
Casting Time:
1 round

MP cost:
2

Range:
Touch

Duration:
Instant

Caster SAN loss?
0/d4 (40 max)

Witness SAN loss?
0

Duel?
No

Text:  Causes the touched person to wake up.  This works on people who are asleep, knocked out, unconscious.  If the person is unconscious due to having 0MP they are revived at 1MP (does not increase MP if they have more than 1MP).  If the person is unconscious due to having too much stun damage enough stun damage is removed to make them conscious (You become conscious at 2HP), if the damage is all real this power will not affect them.

Note:  This will not work on people who are magically asleep, unconscious etc.  If the target is in a coma they may slip back into the coma after talking to you (GM Discretion)

Warding  [MEDIUM]  [SPELL]

Casting Time:
5 rounds

Secondary Skill:
None

Material Components:
White stones

MP cost:
1 MP per stone

Range:
Touch

Duration:
1 week

Artificer?
Item

Additional Casters?
No

Caster SAN loss?
d3 (30 max)

Witness SAN loss?
0

Duel?
No

Text:  This spell does not collapse if the caster sleeps.  The spell links the stones with the caster’s mind allowing them to know if a stone is moved, even if he is asleep.  If the caster is currently asleep this gives them the option of waking up, they know which particular stone is being moved but not by whom.  Each stone must be placed within 1 yard of one of the other ‘warded’ stones and a caster may only have one warding active at a time.  When 1 or more stones are moved more than 1 yard away from the others, the spell is broken.

