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KNOWN SPELLS OF THE CURRENT ERA

T
here are 716 wizard spells. No more, no less. This number is known because Leetore the Limicker, a 
great mage of the fourth aeon, successfully contacted a somnolent elder god that sussurated several 
secrets (in limerick form, of course) before drowsing off forever. It is the measure of success for ev

ery wizard to fill his spell book with as many of these 716 spells as can be found in his lifetime.

Thus, the spells that follow are by no means all the spells in the world. They are merely some that are known 
among the more quotidian wizards of Aereth. As most wizards will never see more than a few of these spells 
recorded together, they are listed here together as a convenience for play, nothing more. Should your charac
ter ever know more than this many spells, he will be a great mage.

Cleric spells are not so rigidly defined. Each god’s domain offers both powers and limitations, such that the 
boundaries of a cleric’s magic are a bit more flexible. And the gods themselves change over time, of course.

Spells are organized alphabetically. The tables below organize the spells by level, while each spell entry pro
vides more detail. (Note to reader: for purposes of this public beta, we have only included 1st level spells. A 
more complete spell table appears in the complete DCC RPG.)

LEVEL 1 WIZARD SPELLS

1 Animal summoning
2 Cantrip
3 Charm person
4 Chill touch
5 Choking cloud
6 Color spray
7 Comprehend languages
8 Detect magic
9 Enlarge
10 Find familiar
11 Invoke patron*
12 Magic missile
13 Magic shield
14 Mending
15 Patron bond*
16 Read magic
17 Ropework
18 Runic alphabet, mortal
19 Sleep
20 Spider climb
21 Ventriloquism
22 Ward portal
23 (Patron spell)**

* If either patron bond or invoke patron is rolled, the 
wizard receives both of these spells, but they count as 
only one spell slot.

** Ignore this result if the wizard does not have the 
spell patron bond. If the wizard has that spell, he also 
gains the appropriate patron spell. Consult your 
judge for more information.

LEVEL 1 CLERIC SPELLS

Blessing
Darkness
Detect evil
Detect magic
Holy sanctuary
Paralysis
Protection from evil
Resist cold
Second sight
Word of command
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LEVEL 1 CLERIC SPELLS

Blessing
Level 1

Range Self or touch

Duration 1 turn or more

Casting time 1 action or more (see below)

Save N/A

Manifestation Roll 1d4: (1) target glows; (2) target receives a brilliant aura; (3) target manifests an an
gelic crown; (4) the heavenly host sings softly when the blessing is present.

General You beseech the blessing of your god. If bestowed, this blessing can be a great boon to the 
success of your endeavors. You can cast the spell on yourself, on an object, or on an ally. 
The spell is most effective on allies with the same alignment. Casting this spell on a target 
with a different alignment incurs a 2 penalty to the spell, and casting on a target with an 
opposite alignment incurs a 4 penalty. 

The casting time reflects prayer and meditation as you use your holy symbol to conduct 
the blessing ritual. Blessings cast under auspicious circumstances receive a bonus of +1 
to +4, according to your judge’s discretion. Such circumstances include casting in the 
temple of your god, casting on a sacred holiday, or casting with the use of a holy relic. 
Likewise, casting under inauspicious circumstances, such as in an unholy enemy temple, 
receives a 1 penalty.

When Cast on Self When Cast on Ally When Cast on Object

1 11 Failure.

12 13 A god’s favor grants suc
cess to your efforts. You 
receive a +1 bonus to all 
attack rolls for 1 turn.

The ally receives a +1 bo
nus to all attack rolls for 1 
round.

Failure.

14 17 You receive a +1 bonus to 
all attack rolls, damage 
rolls, saving throws, and 
checks for 1 turn. 

The ally receives a +1 bo
nus to all attack rolls for 1 
turn.

You can bless a vial of liquid 
to create holy water. The holy 
water does 1d4 damage when 
splashed upon unholy crea
tures. It remains holy for 1 day, 
as long as it is still used in the 
service of your deity.

18 19 You receive a +2 bonus to 
all attack rolls, damage 
rolls, saving throws, and 
checks for 1 turn.

The ally receives a +1 bo
nus to all attack rolls, dam
age rolls, saving throws, 
and checks for 1 turn.

You can create holy water (as 
above) or bless a small amulet. 
The amulet is considered holy 
and magical for the duration 
of the spell, which is 1 day. The 
amulet grants a +1 bonus to the 
saving throws of its wearer, as 
long as it is used in the service 
of your deity. 
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Blessing (continued)
20 23 You receive a bonus to 

all attack rolls, damage 
rolls, saving throws, and 
checks. The bonus is equal 
to 1d3+1 (rolled at time 
of casting) and lasts for 
1 turn. In addition, you 
radiate a holy aura. Al
lies within 5’ of you also 
receives the same bless
ing as long as they remain 
within the aura.

The ally receives a +2 bo
nus to all attack rolls, dam
age rolls, saving throws, 
and checks for 1 turn.

You can create holy water, a 
holy amulet (as above), or bless 
a weapon. A blessed weapon 
grants a +1 bonus to attack and 
damage rolls or a +2 bonus to 
attack and damage rolls against 
unholy creatures. The weapon 
remains holy for 1 day and is 
considered magical. 

24-27 As above, except you 

radiate a holy aura within 

10’. All allies within 10’ 

receive the same blessing 

as you.

The ally receives a bonus 

to all attack rolls, damage 

rolls, saving throws, and 

checks. The bonus is equal 

to 1d3+1 (rolled at time of 

casting) and lasts for 1 turn

You can create holy water, a holy 

amulet, or a holy weapon, as 

above with the following changes: 

holy water remains potent 

permanently, holy amulets grant a 

+2 bonus, and holy weapons grant 

a +2/+3 bonus. You ask much of 

your deity, and you lose the ability 

to cast this spell for the remainder 

of the day.

28-29 You radiate an aura of 

exquisite holiness. Everyone 

within 30’ of you receives 

a blessing that grants a +4 

bonus to all attack rolls, 

damage rolls, saving throws, 

and checks. The bonus lasts 

for one hour.

The ally receives a bonus 

to all attack rolls, damage 

rolls, saving throws, and 

checks. The bonus is equal 

to 1d3+1 (rolled at time of 

casting) and lasts for 1 turn. 

In addition, the ally radiates 

a holy aura. Allies within 

5’ of the ally also receives 

the same blessing as long as 

they remain within the aura.

As above, and holy amulets and 

weapons remain potent for a full 

month. As above, you lose the 

ability to cast this spell for the 

remainder of the day.
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Blessing (continued)
30-31 At this level of power, 

the blessing applies not 

just to you, but also to an 

enterprise you serve in the 

name of your deity. This 

can be an army, a mission to 

liberate a princess, a castle, 

a sea voyage to new lands, 

or other such endeavors. 

The judge’s discretion 

governs this power; it is 

intended to be the blessing 

of a cleric on, for example, 

a sacred pilgrimage to a 

distant shrine. All persons 

involved in the enterprise 

with you receive a +1 bonus 

to all activities associated 

with the enterprise, as long 

as it remains in the service 

of your deity. The bonus 

lasts for 7 days. This is such 

a mighty drain of strength 

than you lose the ability to 

cast this spell for the same 7 

days. If at any point you fall 

out of favor with your deity, 

the blessing is revoked. 

The blessing is magical in 

nature and can be dispelled 

temporarily.

As above, except the aura is 

a 10’ area.

As above, and holy amulets and 

weapons remain potent for a full 

year. You ask much of your god, 

and cannot cast this spell again for 

1d7 days.

32+ As above, except the 

blessing you bestow to 

an ongoing enterprise is 

permanent, as long as it is 

favored by your deity. You 

cannot cast this spell again 

for 1d20 days. The bonus is 

equal to +1 at a spell check 

result of 32-33; +2 at 34-

35; +3 at 36-37; or +4 at 38 

or above. It is magical in 

nature and can be dispelled 

temporarily.

As above, except the aura is 

a 20’ area.

As above, and the duration is 

increased to permanent as long as 

the object remains in the service 

of your deity. You cannot cast 

this spell again for 4d7 days or 

until you have performed an act 

of cleansing in the eyes of your 

deity.
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Darkness
Level 1

Range 20’ radius or more

Duration 1 turn or more

Casting time 1 action or more

Save N/A

Manifestation Roll 1d3: (1) shadowy cloud of darkness; (2) absolute blackness; (3) thick oily black 
mist.

General You extinguish the light of the sun, demonstrating the great power of your deity. From 
a distance, the darkness appears to be a space of deepest night; no light will penetrate it. 
Creatures within are blinded.

1 11 Failure.

12 13 The space immediately surrounding you, to a radius of 20’, goes completely dark, as if 
all light had been extinguished. The darkness remains fixed to its location (it does not 
follow you) and lasts for 1 turn.

14 17 You can designate a point within 20’ and create a 20’ radius sphere of darkness that re
mains fixed at that point for a duration of 1 turn.

18 19 You can designate a point within 100’ and create a 20’ radius sphere of darkness that 
remains fixed at that point for a duration of 1 turn.

20 23 As above, and you can move the darkness up to 40’ per round when you concentrate.

24 27 As above, except all values are doubled: range 200’, radius 40’, movement speed 80’, 
duration of 2 turns.

28 29 You can actually extinguish sources of light. You designate a point within 200’ and a 
sphere of darkness 40’ in radius appears there, which you can move at a speed of 80’ 
with concentration. It lasts for 1 hour. In addition, all terrestrial sources of light within 
the darkness are extinguished. Torches go out, lanterns sputter and die, glowworms 
fade, 

30 31 As above, and you can see through the darkness. Furthermore, you can designate that 
the sphere of darkness follow you at a certain pace (for example, remain always 100’ 
behind you). It will do so without concentration on your part for 1 hour.

32+ You can blot out the sun, the moon, the stars, or other sources of light. This extraordinary 
display of divine power requires great concentration. If this result is achieved, you may 
continue to concentrate. All light sources that illuminate a space 500’ from you in all 
directions begin to fade. For every round you concentrate, they fade 1d20%. Torches still 
burn, but their flames seem to emit less light each round. The judge rolls each round you 
continue to concentrate. When the total breaks 100%, they have been completely extin
guished, and the countryside around you is completely darkened (at least to the eyes of 
all within 500’ – the sun still seems to shine in other kingdoms). The effect continues as 
long as you concentrate. When your concentration is broken, the light reappears at the 
same rate it was extinguished; e.g., if it took 7 rounds to fade, it takes 7 rounds to reach 
full strength again. 
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Detect Evil
Level 1

Range 60’ or more

Duration 6 turns

Casting time 1 action

Save Will vs. spell check DC (sometimes)

Manifestation

General You hold up your holy symbol and detect emanations of evil within a ray that extends 
straight out 5’ wide and 60’ (or more) ahead of the symbol. Depending on the strength 
of the spell, it may detect evil alignments, evil intentions, or even subtle dangers. This 
spell does not reveal creatures that are otherwise hidden, but does let you know that evil 
intentions radiate from a certain position. This spell may be reversed to detect good. 

1 11 Failure.

12 13 Creatures of evil alignment are potentially detected, as well as objects inherently evil in 
nature (such as cursed weapons). Evil creatures receive a Will save vs. spell check DC to 
remain undetected by this spell.

14 17 As above, but no save is allowed. You are immediately aware of all evil creatures and 
objects within range.

18 19 As above, but the spell’s range is extended to 120’.

20 23 You are immediately aware of all evil creatures and objects within 180’. In addition, evil 
creatures and objects shine with a faint, unearthly glow that is also obvious to allies.

24 27 As above, but you are also aware of creatures with intentions harmful to you, even if the 
creatures are not evil in alignment. For example, a mindless but aggressive spider would 
be detected, as would a hungry bear thinking of eating you.

28 29 As above, but evil creatures are pained by the light of truth, suffering a 1 penalty to at
tacks and saves while in range.

30 31 As above, but the penalty is increased to 2.

32+ As above, but the spell’s range is extended to 240’.
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Detect Magic
Level 1

Range 30’ or more

Duration 2 turns

Casting time 2 actions

Save Will vs. spell check DC (sometimes)

Manifestation

General You know if there has been an enchantment laid upon a person, place or thing within 
range. The range is a cone, 30’ long and 30’ wide at its end, emanating from your holy 
symbol. 

1 11 Failure.

12 13 You are aware of magical enchantment on any object or creature within range. This in
cludes weapons or armor worn by a creature, as well as spells. A creature enchanted by 
a spell registers simply as “magical,” as does a creature completely enclosed in a magical 
cloak, so the true extent and nature of the magic is not always evident.  You do not receive 
any information on the nature of the magical enchantment, only its existence. Intelligent 
magic creatures and creations that wish to hide their magical nature can do so with a Will 
save. Objects behind 3’ of wood, 1” of solid metal, of 1’ of wood are not detected.

14 17 As above, but no Will save is available to resist detection.

18 19 As above, but you can precisely determine exactly which objects are enchanted. Further, 
you receive a rough gauge of the magic’s strength, revealed as the approximately level of 
a spell, the general range of bonus (or “plus”) for weapons or armor, and so on.

20 23 As above, but the spell also reveals creatures of non mortal origin (e.g., extraplanar crea
tures, demons, devils, celestials, un dead, etc.). You can distinguish between magical 
creatures and non mortal creatures.

24 27 As above, and you are also able to discern the type and level of magic with precision (e.g., 
+2 sword or 3rd level ward portal spell).

28 29 As above, but the spell’s range is extended to 120’.

30 31 As above, but the spell’s duration is extended to 4 turns.

32+ As above, but the spell’s range is extended to 240’.
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Holy Sanctuary
Level 1

Range Self or more

Duration 1 round or more

Casting time 1 action

Save Will save vs. spell check

Manifestation Roll 1d4: (1) glowing aura,;(2) angelic halo; (3) beam of light from above,;(4) “lightness of 
feet” that makes you seem to float just above the ground.

General You invoke a place of sanctuary where you and your friends are safe from harm.

1 11 Failure.

12 13 Enemies find it difficult to focus on attacking you. They are distracted, and you are more 
easily able to dodge their attacks. All attacks against you for the next round suffer a 2 
penalty.

14 17 Enemies are compelled to focus their attacks against other targets. As long as an attacker 
can reasonably attack some other enemy instead of you, it must choose to do so. In order 
to resist this compulsion and attack you, it must make a Will save vs. spell check DC. If 
you are the only reasonable target, the creature need not make a save to attack you. This 
effect lasts for 1 turn. It is immediately dispelled if you attack or take aggressive action 
in any way.

18 19 As above, except enemies must make a Will save to attack you, even if you are the only 
reasonable target nearby.

20 23 As above, and any creature of 4 HD or less simply cannot attack you. Creatures of 5 HD 
or more or those armed with magical weapons may attempt a Will save vs. spell check 
DC to attack.

24 27 As above, and you can extend the sanctuary to encompass your allies. You may designate 
up to 2 additional creatures to share the holy sanctuary. They must remain within 5’ of 
you or the effect is broken. If anyone affected by this spell attacks, the spell is lost.

28 29 You may designate a place as a holy sanctuary. This must be a single building or self
contained location; e.g., a church, forest grove, or cave. This effect lasts for 1d7 days. 
Creatures within this place share the benefits of a holy sanctuary as follows, provided they 
are in the service of your deity: enemies of less than 6 HD cannot attack unless they use 
magical weapons, and enemies of 7+ HD or those using magical weapons must make a 
Will save vs. spell check DC to attack. The effect on any one individual is dispelled if that 
creature makes an aggressive action. Note that enemies can still enter the place and con
verse with its residents; they simply cannot attack or make other aggressive actions.

30 31 As above, except the spell’s duration is 1d12 months.

32+ As above, except the place you designate as a holy sanctuary becomes sanctified forever, 
as long as your deity retains respects for your work and actions.
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Paralysis
Level 1

Range Touch or more

Duration 1 round or more

Casting time 1 action

Save Will save vs. spell check

Manifestation Roll 1d4: (1) crackle of electricity; (2) black ropy binds; (3) white pallor; (4) ethereal gray 
mist.

General The light of your lord prevents your enemies from raising a hand to perform baleful 
deeds.

1 11 Failure.

12 13 Your touch is charged with the energy of paralysis. You must make an attack on your next 
round. If it succeeds, your enemy must make a Will save or be paralyzed. The paralyzed 
creature is unable to move or take any physical action for 1d6 rounds. 

14 17 As above, except your touch is charged with the energy of paralysis for the next 1d4+1 
rounds. During this time, every opponent hit with your attack must make a Will save or 
be paralyzed.

18 19 As above, except you may also paralyze creatures with missile fire attacks – your sling 
stones and arrows also cause paralysis.

20 23 You designate one creature within 30’ and paralyze him with a word. If the creature is 2 
HD or less, it is automatically paralyzed. If 3 HD or more, it receives a Will save to resist. 
Paralysis lasts for 1d8 rounds.

24 27 You may designate up to three targets within 50’ and attempt to paralyze all of them. Any 
creature of 4 HD or less is automatically paralyzed. Creatures of 5 HD or more receive a 
Will save. Paralysis lasts for 2d6 rounds.

28 29 You imbue your touch with the power to paralyze an enemy, but the power is not dis
charged until you need it. You retain the latent paralysis touch for up to 24 hours. At any 
point during that time, you may discharge the paralysis with a spoken word. A melee 
attack may be necessary to touch a resisting target. The creature you touch that round 
is automatically paralyzed if 6 HD or less. Creatures of 7+ HD receive a Will save. The 
paralysis lasts 4d6 hours.

30 31 You may choose any one of the effects above, and the duration of the paralysis is dou
bled.

32+ You may choose any one of the effects above, the duration of the paralysis is permanent.
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Protection from Evil
Level 1

Range Self or more

Duration 1 turn

Casting time 1 action

Save Varies

Manifestation Roll 1d3: (1) translucent holy symbol; (2) soft, protective aura; (3) glowing halo.

General You call upon your deity to protect you from harm. You are protected even if you are not 
aware of the danger. This spell may be reversed to protect from good.

1 11 Failure.

12 13 You receive a +1 bonus to saving throws made against evil effects, evil creatures, un
dead, demons, and anything else unholy to your faith.

14 17 As above, and all attempts to attack you by evil or unholy creatures are made at a 1 
penalty by the attacker.

18 19 As above, and all wounds suffered from evil or unholy sources have their damage re
duced by 1 point per die (minimum damage 1 point per die).

20 23 As above, but the benefit of +1 to save, 1 per due of damage, and 1 to enemy attacks are 
extended to all allies within a 10’ radius.

24 27 As above, but all modifiers are 2 instead of 1.

28 29 As above, but protection aura extends to all creatures within 20’ of caster.

30 31 As above, but all modifiers are 3 instead of 2.

32+ As above, but the spell’s range is 30’.
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Resist Cold
Level 1

Range Self or more

Duration 1 round or more

Casting time 1 action

Save N/A

Manifestation Roll 1d3: (1) reddish aura; (2) shimmering heat waves; (3) bluish skin tone.

General You repel the chilling effects of cold, protecting yourself and others. You can withstand 
arctic conditions without discomfort.

1 11 Failure.

12 13 You counteract the harmful effects of cold upon your body. You can ignore up to 5 points 
of cold damage in the next round. If more than 5 points is sustained, subtract 5 from the 
total dice result to determine the final damage suffered.

14 17 As above, but you can ignore up to 5 points of cold damage per round for the next 1d6 
rounds.

18 19 As above, but you can resist up to 10 points of cold damage per round for the next 1d8 
rounds.

20 23 As above, and you also receive a +4 bonus to all saving throws to resist cold based ef
fects.

24 27 You are able to protect others as well as yourself. You produce a sphere of cold resistance 
that emanates 10’ from your location. Everyone within this sphere can resist up to 10 
points of cold damage per round, and all receive a +2 bonus to all saving throws against 
cold based effects. You must concentrate to maintain the sphere for up to 1 turn.

28 29 As above, but the sphere has a radius of 20’. All inside the sphere resist up to 20 points 
of cold damage per round and receive a +4 bonus to saving throws against cold based 
effects. You must concentrate to maintain the sphere, but you may maintain it indefi
nitely.

30 31 As above, except you do not need to continuously concentrate to maintain the sphere. It 
lasts 1d10 rounds with no concentration. Each time it is about to expire, you can concen
trate for one round to extend the effect another 1d10 rounds.

32+ As above, except the range is 50’, and the duration is 6d10 rounds between spates of 
concentration.
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Second Sight
Level 1

Range Self

Duration 1 round or more

Casting time 1 turn

Save N/A

Manifestation Roll 1d3: (1) a third eye appears in your forehead; (2) your eyes glow; (3) your eyes are 
fused shut but you can still see

General Using sortilege, haruspicy, or some other method appropriate to your character, you 
augur the future. In doing so, you can insight about the consequences your actions will 
bring. 

1 11 Failure.

12 13 For one round, you glimpse the screed of the future. In doing so, you gain great insight 
into the most effective manner to complete any action. You receive a +4 bonus to a single 
roll of your choosing on your next round, whether it’s an attack roll, damage roll, skill 
check, or something else.

14 17 You have a hint of possible outcomes. You may spend the following round concentrat
ing on a choice that must be made in the next 3 turns. For example, you may be decid
ing which direction to turn in a dungeon or whether to enter a room. You get a sense of 
whether the action will be to your benefit or harm. There is a 75% chance that the sense 
you receive is accurate.

18 19 You receive insight on a single choice, as above, but you may opt to concentrate on that 
choice at any time in the next hour. At the time you concentrate, the choice must lie 3 
turns or less in your future. At that time you receive insight.

20 23 As above, except that the chance of success is raised to 80%.

24 27 For the next turn you receive a premonition regarding every action you take – a sense of 
foreboding or certitude depending on whether the action bodes well for you (or not). For 
any given action, there is a 75% chance that the sense is accurate. By concentrating, you 
can receive a sense of whether a future action (one to be taken within in the next hour) 
will be a bane or boon.

28 29 As above, but the chance of success is 80%.

30 31 As above, and the base chance of success is 85%. In addition, the duration of the spell 
is extended to 2 hours, and you can get a sense of the consequences of actions not to be 
taken until the following day. The general sense of success is always focused on the ef
fect on the caster but can be broader than mere physical consequences. For example, a 
cleric could divine the results of a great battle to be fought on the morrow, and gain a 
sense that although he will emerge unharmed from the battle, it will be harmful to his 
church.

32+ You have read the tablets of time. As above, and the base chance of success is 90%. In ad
dition, you receive a +1 bonus to all rolls while the second sight is active, reflecting your 
general insight into the consequences of all actions.
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Word of Command
Level 1

Range 30’ or more

Duration 1 round or more

Casting time 1 round

Save Will save vs. spell check

Manifestation Roll 1d4: (1) word resounds in booming voice; (2) word echoes many times; (3) word 
seems to come from all around, including the air and ground; (4) word appears in the sky 
in fiery letters before dissipating

General You speak a powerful Word that carries with it the commanding will of your deity. Crea
tures hearing the word are bound to obey.

1 11 Failure.

12 13 You speak a single word, which must describe an action. For example, “go,” “attack,” 
“retreat,” “speak,” “swim,” “grovel,” “silence,” and so on. The word must be spoken in 
the direction of a single sentient target within 30’. That target receives a Will save to resist; 
if failed, it must obey the command for its next round. The command is interpreted by 
the creature’s natural thought processes; e.g., issuing an “attack” command to an herbi
vore may have a different response than to a carnivore. The word of command cannot be 
longer in length than a single word and may be subject to misinterpretation. If the com
mand is completely contrary to a creature’s natural instinct, it receives a second Will save 
at +4 to resist; for example, commanding a desert lizard to “swim” or any command of 
“suicide.”

14 17 As above, and the target must obey the command for 1d6 rounds.

18 19 As above, and the word of command may be combined with a gesture that clarifies its 
intent. For example, “attack” or “go” with a pointed finger.

20 23 As above, and the duration is increased to 1d6 turns.

24 27 As above, and the word of command may be issued to up to 6 targets within 30’. You 
decide which targets are affected. Each target still receives a Will save.

28 29 As above, and the duration is increased to 1d7 days. The target receives a new Will save 
each morning.

30 31 As above, and the spell’s range is increased to 60’.

32+ As above, and the spell’s range is increased to 120’. Additionally, if you possesses a physi
cal memento of a specific target (for example, a lock of hair, fingernail, or favored weap
on), the spell may be cast against that target at a range of up to 1 mile without line of 
sight.


