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M
agic comes from gods and demons who 
are capricious and unconcerned with your 
character’s flyspeck of a life. Those who 

would use magic are best served to always have a 
backup plan.

Summoning magical energies is arduous, expensive, 
and dangerous. No wizard does it lightly. As a result, 
there are no mundane magicks, no spells used sim
ply to light a corridor, for example. Use a torch, fool; 
it is much safer.

KINDS OF MAGIC

W
izards and clerics tap into different kinds 
of magic. Wizards specialize in the better
known fields of black magic, elemental 

magic, and enchantment. Clerics receive the direct 
assistance of their gods in a style of magic called idol 
magic, which may or may not be similar to the pow
ers of wizards.

Black magic is learned from demons’ lips. It includes 
witchcraft, shamanism, and totems, as well as necro
mancy, diabolism, mind control, and other concen
trations of negative energy. Black practitioners hold 
power over mortals but are slaves to their demon 
masters. Cthulhu cults practice black magic, as do 
zombie masters, witches, and voodoo shamans. Bind
ing and summoning are considered black magic.

Elemental magic includes invocations relating to 
earth, air, fire, and water, including the energies 
and other forms associated with them (such as light, 
fog, flight, and other such things). Some elemental 
magicks harness the purest form of an element, while 
others are based on pacts with mighty elemental 
lords.

Enchantment, also known as white magic, is the most 
mundane of the magicks, as it is grounded in the 
overlap of the material plane of existence with other 
planes. White magicians manipulate the nature of 
things to conjure, divine, trick, and obfuscate. Astral 
projection, ethereal travel, and journeys to the lands 
of unnatural geometries are part of enchantment. 
Dwarves use runes to practice enchantment; gypsies 
do it with entrails. The best alchemists often know 
a bit of minor enchantment. Astrologists practice a 
quotidian form of the extraplanar aspects of enchant
ment.

Idol magic, or divine magic, is any magic granted by 
worship of a god or other higher power. Most clerics 
practice idol magic. Falling out of favor with one’s 
idol will sever access to this kind of magic.

SPELL CHECKS

W
hen your character casts a spell, you roll 
1d20 and add your caster level. This is 
called a spell check. You also add your 

Personality modifier if you are a cleric or your Intel
ligence modifier if you are a wizard. Wizards also 
apply modifiers for wearing bulky armor (see Table 
3 3), and there may be other modifiers specific to cer
tain situations.

Compare the result to the casting table for that spell. 
In general, your spell succeeds if your spell check is 
equal to or higher than a base DC of 10 + (2x spell 
level). The higher you roll, the more extraordinary 
the result, according to the casting table.

Make the spell check when the spell is first cast, even 
if the casting time is more than one round. High re
sults may reduce casting time.

A novice wizard cannot cast magic beyond his com
prehension, but he may attempt to cast a spell of any 
level he has learned. This means he may attempt to 
cast spells where he suffers a significant chance of 
failure, based on his spell check modifier. If he judges 
the attempt worthwhile, so be it; but there are conse
quences to failure.

Criticals and fumbles: A spell check result of a natu
ral 20 is a critical success. The caster receives an ad-
ditional bonus to his check equal to his caster level. 
Compare to the casting table for that specific spell for 
the result.

A spell check result of a natural 1 is always a failure. 
A result of 1 also results in corruption or disapproval, 
as described below.

Concentration: Some spells require concentration. 
While concentrating, a wizard or cleric can walk at 
half speed, but that is all. He may take no actions. 
Combat damage, a fall, or other significant interrup
tions require him to make a Will save against DC 11 
or lose his concentration.

Spell checks by other classes: Foolish warriors have 
been known to read magical scrolls in dangerous at
tempts to wield magic. A warrior, thief, or other char
acter untrained in magic may attempt to cast a spell 
from magical instructions he encounters. Characters 
of untrained classes roll 1d10 for their spell check in
stead of 1d20, and they do not add any modifier for 
an ability score or caster level. A trained thief may 
roll a higher die, as shown on Table 1 9.

Reversing spells: Some spells can be reversed to per
form the opposite function they were intended for. As 
an example, mend can be reversed to tear an object, or 
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enlarge can be reversed to shrink an object. Although 
spell reversal sounds simple and straightforward as a 
concept, think about it in practical terms: it’s not that 
easy. To use an analogy, can you un cook a chicken 
pot pie by following the instructions in reverse? No. 
Magic cannot be simply reversed. To reflect the diffi
culty of reverse spellcasting in practical terms, these 
simple rules apply:

• A wizard can learn a spell in one of its versions, 
normal or reversed. For example, he can learn 
mend as a spell slot, or he can learn tear as a spell 
slot. He casts either of these spells as normal.

• If the wizard attempts to cast the reverse of a 
spell in his repertoire, he makes the spell check 
at one die lower than normal, using this progres
sion: d30 > d24 > d20 > d16 > d14 > d12.

SPELLBURN

B
lood aids great sorcery,” quoth the mummy, 
and he was right. A magic user can har
ness more magical energies if he is willing 

to make mortal sacrifice: offer part of his soul to a 
demon, foster a demi god’s greedy growth by leech
ing his strength, or even burn the very life energy in 
his own cells. Before rolling any spell check, a wizard 
may declare he will attempt spellburn. In attempting 
spellburn, the wizard temporarily expends points of 
his Strength, Agility, or Stamina score to enhance his 
spell check. For every ability point he expends, he 
adds +1 to his spell check.

For example, a wizard in a life or death situation 
may need absolute certainty that his next spell func
tions. He calls to an archdemon fiend with whom he 
has had past dealings. In offering the demon a share 
of his life force, he trades 7 points of Strength to give 
himself a +7 bonus to his next spell check.

Ability scores lost in this way return as the spellcaster 
heals. Each day thereafter where he does not attempt 
spellburn, he recovers 1 point of ability score. 

Some spells and magical items require spellburn to 
function, as noted in their descriptions.

Automatic criticals: There is one additional option 
for spellburn. A wizard who sacrifices a full 20 points 
of ability scores in one fell swoop automatically treats 
his next spell check as roll of natural 20.

Regaining spells via spellburn: A wizard may use 
spellburn to cast spells he has lost for the day. If a wiz
ard expends the spell’s level in ability score points, 
he can cast the spell as if he still had it. For example, 
a wizard could burn 2 points of ability scores to cast 
a level 2 spell he had lost for the day. The wizard 

must expend additional spellburn to gain a bonus to 
the spell check. For example, a wizard could burn 4 
points of ability scores to cast a level 2 spell at a +2 
bonus to the spell check.

Failed spellburn: Any magic user who rolls a natu
ral 1 on a spell check while using spellburn suffers 
the loss of ability points and the associated corrup
tion (see below), and also loses 1 point of ability score 
permanently.

Spellburn by clerics: Spellburn is a form of magic 
generally reserved for wizards. However, under 
highly unusual circumstances (mostly associated 
with great magic items or rare formulae), clerics 
can also utilize spellburn. Clerics can never utilize 
spellburn for normal spells; only under specialized 
circumstances which the judge will specify. When a 
cleric does utilize spellburn, it invariably involves 
ritualized behavior associated with the worship rites 
of his deity.

Spellburn in practical terms: The wizard player 
should role play the action that drives spellburn, as 
appropriate to the ability score sacrificed. Alternate
ly, you can roll on table 5 1 to provide some illustra
tion.
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TABLE 5-1: SPELLBURN ACTIONS

Roll (d20) Result

1 The wizard sacrifices one pound of flesh per spell level, which he must carve from his 
own body with a knife that is holy to a powerful outsider.

2 The wizard must spill his own blood – one tablespoon per spell level.

3 The wizard swears an oath to a minor demi god, who aids him in his time of need but 
curses him with weakness until the oath is fulfilled.

4 The wizard cuts off one of his fingertips.

5 The wizard must yank out his hair and burn it.

6 The wizard magically enervates his body in order to fuel the spell.

7 The wizard promises his soul to serve a powerful demon in the afterlife.

8 The wizard agrees to aid followers of a patron saint.

9 The wizard uses a hot iron to brand a supernatural symbol on his arm or torso.

10 The wizard must tattoo a mystical symbol on his cheek, forehead, or hand.

11 The wizard must pull out a fingernail and burn it with incense.

12 The wizard must speak aloud his own true name, weakening himself as a result.

13 The wizard develops a bleeding sore that will not heal until he pays back the aid of the 
power that assisted him.

14 The wizard must notch his ear in acknowledgment of each time he has been aided.

15 The wizard is required to ritually scarify his back, chest, or biceps with the symbol of a 
powerful supernatural creature.

16 The wizard sees maggots drip from his sleeves. When not wearing a shirt, nothing hap
pens and his torso appears normal. However, when wearing a shirt, he constantly sees 
maggots falling from his sleeves. 

17 The wizard starts to itch! He has strange, uncontrollable itches and scratches constantly.

18 The wizard develops an odd tic: he twitches his nose, tilts his head, or blinks one eye 
constantly.

19 The wizard begins muttering under his breath, repeating the name of the entity that has 
aided him. He can’t stop.

20 Roll again twice.
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REGAINING SPELLS

S
pellcasting is draining. A spellcaster can ex
ert himself a finite number of times in one 
day before he is exhausted and unable to 

cast another spell. Depending on the kind of magic, 
this can be a reflection of mental recall, godly favor, 
access to a demon’s plane, soul drain, magical ingre
dients, or other factors.

Each spell’s casting table will indicate “lost” or “not 
lost” in each result entry. A result of “lost” means 
your character cannot cast that spell again in that 
day. “Not lost” means the character retains the use of 
that spell. Generally, only wizard spells are lost when 
a casting fails.

Clerics suffer a different difficulty. Each time a cleric 
attempts to cast a spell, he suffers a cumulative pen
alty to future casting checks for the balance of the 
day. More information on this penalty is in the cleric 
class description.

In general, spells are regained within a day of be
ing lost. The exact trigger depends on the magic in 
question. White magic is regained at the next sunrise; 
black magic upon the moon crossing the sky in full; 
demon magic after a full eight hours of rest; divine 
magic after resting and praying to the cleric’s god; 
and so on, as agreed between player and judge based 
on the nature of the character’s magic.

MERCURIAL MAGIC

T
he firstborn son of a witch hanged at trial 
wields black magic adroitly. An orphan 
raised by satyrs is a precocious student of 

druidry. Cosmic caprice determines skill in magic: 
birth order, family lineage, horoscope, and matters 
even more abstruse have as much influence on a wiz
ard’s spellcasting as his hard work and native intel
ligence.

As a result, the effect of a magical spell varies accord
ing to he who casts it. A magical rite invoked by one 
mage may be more powerful – or even different – than 
the same ritual exercised by a peer. These variega
tions are not predictable, as the subtleties that pro
duce them can never be fully catalogued.

The mercurial nature of magic is reflected in game 
terms. When a wizard learns a new spell, he rolls on 
table 5 2 to determine how that spell manifests in his 
hands. This 1d20 roll is adjusted by his Luck modi
fier.

The player rolls on table 5 2 for every spell he learns, 
with the effects being specific to that spell.
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TABLE 5-2: MERCURIAL MAGIC

Roll Adjustment to spell effect

0 or 
less

Extremely difficult to cast. Instead of rolling 1d20 on a spell check, the wizard rolls 1d14.

1 Difficult to cast. Instead of rolling 1d20 on a spell check, the wizard rolls 1d16.

2 Luck distortion. For 1d4 rounds following the spell, the wizard suffers a 2 penalty to all rolls.

3 Anima drain. The wizard suffers corruption every time he casts the spell, regardless of spell check, unless 
he spellburns.

4 Magical reverb. For 1d4 rounds after the spell is cast, a backwash of eldritch energy passes over the wiz
ard. Any spell checks the wizard makes during that time suffer a 4 penalty.

5 Primordial channel. Memories from before the time of Man flood the caster’s mind as he takes on a 
primitive demeanor. Every time he casts this spell, the wizard devolves to sub human tendencies for 1d4 
rounds thereafter. During this time, he cannot speak intelligently, cannot cast other spells, cannot use 
complex devices, cannot read or write, etc.

6 A great rush of wind occurs every time the spell is cast, originating from the caster toward his target. 
Torches flicker and may go out (50% chance).

7 Prismatic distortion. Nearby light is distorted. Roll 1d6: (1) area within 20’ darkens to shadow; (2) all 
light sources (torches, lanterns, etc.) within 20’ are extinguished magically; (3) incandescent flash upon 
completion of spell; (4) all colors are drained from within 20’ of wizard for 1d4 rounds; (5) light takes on a 
green/orange/blue/yellow hue for 1d4 rounds; (6) shadows multiply from different directions, as if there 
were additional, invisible light sources, for 1d4 rounds after completion.

8 Auditory feedback. Spell is always associated with unusual sounds. Roll 1d6: (1) crack of thunder, (2) 
loud buzzing, (3) faint whispers; (4) rush of water; (5) roaring of animals; (6) wailing of bereavement.

9 Strange growths appear in immediate area whenever spell is cast. Roll 1d6: (1) toadstools; (2) pools of 
slime; (3) flowers; (4) black fungus; (5) crystals; (6) fields of wheat.

10 13 No change – spell manifests as standard.

14 Silenced. At his discretion, the wizard is able to cast the spell completely silently. He need not speak, and 
any auditory effects of the spell can be suppressed.

15 Mentalism. The wizard can cast the spell using ESP alone. He need not move, speak, breathe, or use any 
material ingredients to invoke the effects.

16 Terrible to behold. The wizard becomes fearsome when casting the spell. Roll 1d6: (1) he appears to grow 
in size; (2) he takes on a horrid expression; (3) he glows a fiery red; (4) his body is shadowed while his face 
is brightly lit; (5) the aspect of his patron towers above him; (6) the wind whirls around him.

17 Energy burst. When successfully casting this spell, the wizard is surrounded by a burst of energy. Roll 
1d6: (1) wreathes of flame, which do not affect the wizard but ignite flammable objects within 5’ and cause 
1d6 damage to melee opponents; (2) crackles of electricity, which arc to the nearest enemy within 10’ and 
cause 1d6 damage; (3) aura of frost, which causes 1d4 cold damage to everything within 10’ and automati
cally snuff torches and lanterns in range; (4) cloud of ash, which the wizard can see through but obscures 
the sight of all others within 5’; (5 6) instead of determining effect at time of spell acquisition, roll 1d4 each 
time the spell is cast and compare to above results.

18 Gibbering allies. Chittering, mephitic, rat sized demons scurry forth from the wizard’s pockets and 
sleeves, scattering around him in a scratching fury. They attack enemies within 10’ (atk +2, 1d4 dmg) and 
aid the spell as appropriate before dissipating in a cloud of ash after 1 minute. 

19 Psychic focus. Casting this spell clears the caster’s mind and prepares him to channel further energy. For 
1d4 rounds after the spell is cast, the wizard receives a +4 bonus to other spell checks. This effect does not 
stack with itself.

20 Powerful caster. Instead of rolling 1d20 on a spell check, the wizard rolls 1d24.

21+ Natural born talent. Instead of rolling 1d20 on a spell check, the wizard rolls 1d30.
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CORRUPTION

L
ow level wizards are powerful. High level wizards fear for their souls. Continual use of magic 
results in…changes. Exposure to demons, radiation from other planes, elemental energies in toxic 
quantities, the servants of Chaos: these and other factors affect a wizard over the course of his 

career. Higher level wizards seek pacts with demons and elementals to sustain their health so they may con
tinue to advance.

Each and every time a wizard rolls a natural 1 on a spell check, he suffers the effect of the spell failure. More
over, he must roll on table 5 3: Corruption. The roll is 1d20 minus spell level plus the wizard’s Luck modifier. 
In select circumstances, other modifiers may apply as well (e.g., a curse). Certain kinds of black magic may 
trigger corruption more often, as indicated and adjusted by the spell table.
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TABLE 5-3: CORRUPTION

Roll Corruption

10 or 
lower

A sliver of soul energy is claimed by a demon lord. Character experiences unearthly pain, suf
fering 3d6 damage, 2 to all ability scores, and an additional 2 to Luck.

9 Decay. Character’s flesh falls off in zombie like chunks. Character loses 1d4 hp per day. Only 
magical healing can stave off the decay.

8 Character’s head transforms into bestial form in a painful overnight transformation. Roll 1d6: 
(1) snake; (2) goat; (3) bull; (4) rat; (5) insect; (6) fish.

7 Character’s limbs replaced by suckered tentacles. One limb is replaced at random each week 
for four months. At end of four months, it is impossible to hide the character’s inhuman na
ture.

6 Small tentacles grow around the character’s mouth and ears. The tentacles are maggot sized at 
first, but grow at rate of 1” per month to a mature length of 12”.

5 Third eye. Roll 1d4 for location: (1) middle of forehead; (2) palm of hand; (3) chest; (4) back of 
head.

4 Fingers on one hand fuse while the thumb enlarges. After one week, the hand has transformed 
into a crab claw. Character gains a natural attack for 1d6 damage and can no longer grasp nor
mal weapons and objects.

3 Character grows a tail over 1d7 days. Roll 1d6: (1) scorpion tail that can attack for 1d4 damage 
plus poison (DC 10 Endurance check or target loses 1d4 Str permanently); (2) scaly snake tail; 
(3) forked demon tail (grants +1 Agility); (4) fleshy tail ending in a useable third hand; (5) fused 
cartilaginous links ending in spiked stump that can attack for 1d6 damage; (6) bushy horse’s 
tail.

2 Bodily transformation. Roll 1d6: (1) character grows scales across his entire body; (2) character 
grows gills; (3) character sprouts feathers; (4) character develops webbed toes and feet.

1 Character grows a beak in place of his mouth. Transformation starts as a puckering of the lips 
that slowly turns into a full fledged bird or squid beak over the next 1d12 months. Character 
gains a bite attack for 1d3 damage.

0 Febrile. Character slowly weakens over 1d4 months, suffering a. 1 penalty to Strength for each 
month.

1 A duplicate of the character’s face grows on his back. It looks just like his normal face. The eyes, 
nose, and mouth can be operated independently.

2 Consumption. Character’s body feeds on its own mass. Character loses 2d10 pounds in one 
month and suffers a 1 to Stamina.

3 Corpulence. Character gains 6d12 pounds in one month. The weight gain imposes a 1 penalty 
to Agility, and the character’s speed is reduced by 5’.

4 Character crackles with energy of a type associated with the spells he most commonly casts. 
The energy could manifest as  flames, lightning, cold waves, etc.

5 Character’s height changes by 1d20 10 inches. There is no change in weight; the character’s  
body grows thin and tall or short and fat.

6 Demonic taint. Roll 1d3: (1) character’s fingers elongate into claws, and he gains an attack for 
1d6 damage; (2) character’s feet transform into cloven hoofs; (3) character’s legs become goat
like.

7 Character’s skin changes to unearthly shade. Roll 1d8: (1) albino; (2) pitch black; (3) clear; (4) 
shimmering quality; (5) deep blue; (6) malevolent yellow; (7) ashen and pallid; (8) texture and 
color of fishy scales; (9) thick bear like fur; (10) reptilian scales.

8 Small horns grow on the character’s forehead. This appears as a ridge like, simian forehead for 
the first month; then buds for the second month; goat horns after the third month; and finally, 
bull horns after six months.
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TABLE 5-3: CORRUPTION, CONTINUED

Roll Corruption

9 Character’s tongue forks and his nostrils narrow to slits. The character is able to smell with his 
tongue like a snake.

10 Character’s hair suffused with dark energy. Roll 1d4: (1) hair turns bone white; (2) hair turns 
pitch black; (3) hair falls out completely; (4) hair sticks straight up.

11 Eyes affected. Roll 1d4: (1) eyes glow with unearthly color; (2) eyes gain light sensitivity ( 1 to 
all rolls in daylight); (3) character gains infravision (see heat signatures at range of 100’); (4) 
eyes become large and unblinking, like a fish.

12 One of the character’s legs grows 1d6”. Character now walks with odd gait.

13 Character develops horrid pustules on his face. These pustules do not heal and impose a 1 
penalty to Personality.

14 Character develops painful lesions on his chest and legs and open sores on his hands and feet 
that do not heal.

15 Ears mutate. Roll 1d5: (1) ears become pointed; (2) ears fall off (character still hears normally); 
(3) ears enlarge and look like an elephant’s; (4) ears elongate and look like a donkey’s (character 
also gains braying laugh); (5) ears shrivel and fold back.

16 Chills. Character shakes constantly and cannot remain quiet due to chattering teeth.

17 Character’s facial appearance is permanently disfigured according to the magic that was sum
moned. If fire magic was used, his eyebrows are scorched and his skin glows red; if cold magic 
was used, his skin is pasty white and his lips are blue. If ambiguous magic was used, his ap
pearance grows gaunt and he permanently lose 5 pounds.

18 20 Spell fumble. Roll 1d6 on table 5 4: Spell Fumbles.

21+ Character passes out. He is unconscious for 1d6 hours or until awakened by vigorous means.

TABLE 5-4: SPELL FUMBLE

Roll Spell Fumble

1 Nearest ally is partially transformed into an animal (Will save to resist; DC = 10 + (2x spell 
level)). Roll 1d6 to determine body part: 1 = arms; 2 = legs; 3 = skin; 4 = head; 5 6 = body. Roll 
1d8 for animal type: 1 = chicken; 2 = gorilla; 3 = cow; 4 = lizard; 5 = snake; 6 = horse; 7 = dragon; 
8 = eagle. The duration of this effect is 1d7 days. On a roll of 7, re roll as 1d7 weeks. On a second 
7, re roll as 1d7 months.

2 Different spell effect! The wizard inadvertently channels the wrong spell energies. Randomly 
determine a different spell of the same level. Have the wizard make a spell check roll for that 
spell. If the spell check is a failure, nothing happens. If it is a success, follow the results.

3 Rain! But it’s not water. The wizard inadvertently causes a torrential downpour of (roll 1d6): 
1 = flower petals; 2 = garden snails; 3 = cow dung; 4 = rotten vegetables; 5 = iron ingots; 6 = 
snakes (5% chance they are poisonous).

4 Explosion centered on nearest creature! That creature takes 1d3 damage per spell level.

5 Transformation! One randomly determined creature among the six closest is transformed into 
(roll 1d6): 1 = stone; 2 = crystal; 3 = earth; 4 = iron; 5 = water; 6 = fire. (Will save to resist, DC 
= 10 + (2x spell level)). There is a 10% chance the transformation is permanent; otherwise, the 
creature returns to normal in 1d7 days. 

6 Inadvertent corruption! Roll d12+5 on the corruption table and apply the result to one ran
domly determined creature among the six closest (no Will save to resist).

7 Fireworks! Brilliant colored lights explode all around the caster, creating thundering booms. 
This effect deals no damage but draws attention to the caster.

8 Cloud of ash! Everyone within 20’ of the caster is coated in fine ash.
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DEITY DISAPPROVAL

A 
cleric must serve his immortal master 
well, lest he fall in disfavor. The cleric who 
risks disapproval by his deity finds that he 

quickly loses access to the extraordinary benefits of 
being a cleric.

Each and every time a cleric rolls a natural 1 on a spell 
check, he must roll 1d20 on table 5 5: Disapproval. 
The roll is 1d20 plus the cleric’s Luck modifier. 

THE WIZARD GRIMOIRE

A
ll wizards are jealous with their knowledge, 
as a wizard’s safety is only ensured insofar 
as he can best his strongest rival. There are 

no schools of magic, only masters willing to take ap
prentices. Yet masters are miserly in their training, 
lest the prices of their devil bargains be bargained 
higher by too many callers. There are secrets in the 
deep places, and he who knows the most gains an 
advantage.

As such, a wizard’s spell book, or grimoire, is nev
er particularly thick. Its contents are determined as 
much by the chance falling of cosmic dust as by any
thing else. Every spell is rare and powerful. Ingredi
ents are scarce, rituals are lengthy, and mind, soul, 
and body can be threatened with each casting. Thus, 
grimoires are guarded fiercely.

A grimoire can have many forms. White wizards use 
spell books; shamans use strings of carved bones; 
necromancers record spells on scrolls of flayed flesh; 
Cthulhu cults have rune inscribed stones; clerics use 
prayer beads; idolaters utilize sacred gongs; and star
sayers record constellations whose forms contains 
power.

An experienced wizard learns to recognize magic in 
all its form, so that he can better steal it.

Determining spells at a new level: A wizard knows 
spells as indicated on table 1 12: Wizard. At each 
level, the wizard chooses the level of spell he wish
es to learn, as limited by the Max Spell Level for 
his wizard level, and randomly determines which 
spell it is. Duplicate results may be re rolled.

The random results reflects the cacophony of fate: a 
spell is a result of finding a transcription, translat
ing and understanding it, communing with what
ever powers are necessary to cast it, acquiring the 
requisite ingredients, and, finally, succeeding in 
the associated rituals. At any given time a wizard 
may be working on unlocking a variety of spells, 
but the ones in which he succeeds are limited.

In the course of his travels, a wizard may come across 
recordings of spells. He may steal another wizard’s 
grimoire. He may find etchings in a lost tomb. He 
may make acquaintance with a generous demon. 
Should a wizard have a source of knowledge for a 
new spell, he may choose to learn that spell when he 
reaches a new level instead of rolling randomly.

Learning a spell: Just because a wizard finds a de
scription of how to cast a spell doesn’t mean he can 
actually pull it off. Your character must make a check 
to learn the new spell to which he is exposed. Your 
judge will give you the criteria for this check.

Picking and rolling: Although the concept of ran
domly determined spells is entertaining and fits with 
the original concept of Vancian magic, the author has 
found that it can be disruptive in actual play. No one 
wants to play the wizard with four useless spells! If 
the random determination results in a level 1 wizard 
with useless spells, the author recommends allowing 
the player to drop up to half the randomly produced 
spells and choose replacements.

RITUALIZED MAGIC

T
he spells listed here are primarily oriented 
around an adventuring wizard. As such, 
they do not include the great rites and ritu

als of the era: those magical invocations which take 
days or weeks to complete and which can tap into re
condite energies beyond the scope of this work. Know 
that there are more powerful rituals, of a longer du
ration and more difficult casting time, than described 
here. These rituals typically mandate spellburn and 
sacrifices of various kinds and can summon forth un
earthly creatures from beyond space and time, whose 
powers are not limited by the physics we know. Such 
works of magic are reserved for future volumes.
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TABLE 5-5: DISAPPROVAL

Roll Disapproval

2 or 
less

The cleric’s deity wishes to test whether the cleric is a man of the faith or a man of the flesh. Calculate 
the cleric’s total net worth in gold pieces. The cleric immediately incurs a permanent 4 penalty to all spell 
checks. The only way to remove this penalty is for the cleric to sacrifice his material possessions. For every 
20% of his net worth sacrificed to the deity, one point of penalty is removed. Or, in other words, sacrificing 
80% of what he owns will return the cleric to a normal spell check penalty. A sacrifice can be destruction, 
consecration, donation, transformation into a temple or statue, etc.

3 The cleric must endure a test of faith. He gains an illness that costs him 1d4+1 points each of Strength, 
Agility, and Stamina. The ability score loss heals at the normal rate of 1 point per day. The cleric may not 
use magic to heal the loss. If the cleric endures the test adequately to the satisfaction of the deity, he retains 
his magical abilities.

4 The cleric incurs an immediate 4 penalty to all attempts to lay on hands until he goes on a quest to heal 
the crippled. This quest is of his own design, but generally speaking, must result in significant aid to the 
crippled, blind, lamed, sickly, etc. Once the quest is completed, the deity revokes the penalty. While the 
penalty remains, it applies to all attempts to lay on hands, even if the “normal” spell check penalty has 
been reduced back to 0.

5 The cleric immediately incurs an additional 4 penalty to all spell checks. Mark off as if the cleric had in
curred a 4 penalty through normal failed spell checks. This penalty can be mitigated through the normal 
means; i.e., rites, sacrifices, etc.

6 The cleric immediately incurs an additional 2 penalty to all spell checks. Mark off as if the cleric had in
curred a 4 penalty through normal failed spell checks. This penalty can be mitigated through the normal 
means; i.e., rites, sacrifices, etc.

7 The cleric loses access to 1d4+1 spells, randomly determined from all the character knows. These spells 
cannot be cast for the next 24 hours.

8 The cleric is ordered by his deity to meditate on his faith and come to a better understanding of what he 
has done to earn disapproval. The cleric incurs an immediate and permanent 2 penalty to all spell checks. 
The only way to lift this penalty is for the cleric to mediate. For every full day of meditation, the cleric can 
make a DC 15 Will save. Success means the spell check penalties are removed.

9 The cleric loses access to two randomly determined level 1 spells. These spells cannot be cast for the next 
24 hours.

10 The cleric is temporarily disowned by his deity. For the rest of the day, the character cannot accumulate XP 
and may not gain class levels as a cleric. After the time period expires, the character begins to accumulate 
XP again as normal but does not accrue “back pay” (so to speak) for XP missed while he was disowned.

11 The deity is not forgiving on this day. When the cleric rests for the night, he does not “reset” his spell 
check penalties at the next morning – they carry over from this day to the next. The following day they 
will reset as normal.

12 The cleric loses access to one randomly determined level 1 spell. This spell cannot be cast for the next 24 
hours.

13 Cleric is temporarily barred from use of his lay on hands ability. The deity will not grant healing powers 
for the next 1d4 days. After that time, the cleric regains the use of his healing abilities.

14 15 Cleric is temporarily unable to turn unholy creatures. The cleric regains the ability after 1d4 days.

16 17 The cleric is stained with the mark of the unfaithful. This physical mark appears like a brand, tattoo, or 
birthmark, with the symbol determined by the cleric’s faith. The symbol is automatically visible to all 
worshippers of the cleric’s faith, even through clothing, but may be invisible to others. To all who see 
and comment on the mark, the cleric must explain his sin and describe what he is doing as penance. If he 
continues to sustain his faith for a week while retaining the mark, it disappears.

18+ The cleric’s ability to lay on hands is restricted. The ability works only once per day per creature healed 
– no one character can be healed more than once per day. After 24 hours, the ability’s use reverts to nor
mal.


