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Introduction

Mages cast spells from one of the four elements that make up the world in which we live.  The four are earth, air, fire and water. 

Earth

Earth elementals pride themselves on their endurance and resilience.  Consequently, their magic revolves around protection and defense.

Air

The elementals of air are dazzling and ethereal.  Most of their magic revolves around enchantment, movement and electricity.

Fire 

Fire elementals are hot headed and short tempered.  Needless to say that most of their spells are damage dealing spells.


Water
Water elementals are the strangest of all, very changeable and like the sea, never still.  Their magic refects this dealing mostly in change spells with a few cold based ones.

Unlike soul casters the magic that mages use is much the same as it has always been.  However when the darkness arrived, much of the old lore was lost and mages now are not as powerful as once they were.

With the coming of the darkness, mages lost two very important sets of skills.  Firstly they lost the ability to scribe spells.  This meant that the spells that had been committed to paper prior to the arrival of the legions of darkness were the only spells available, and, if a mage failed to learn the spell and it escaped, that spell was gone.  Because of this, anyone who held spell books of any sort guarded them and would not let anyone learn from them, unless they paid a large sum for the privilege.  Since then, mages have searched for ways to duplicate the spells they know, so others can learn, but thus far have been unable to do so.  It is primarily for this reason that mages have not managed to rise in power to any great degree.

The other thing that is now lost to the mages is the ability to make magical items.  Once the world had many, but since they are very effective at killing the minions of the darkness, they were targeted and destroyed soon after the darkness arrived.  Since those times, the few items that survived were carefully hidden and their whereabouts known only to the families that owned them, so mages have not been able to study them to try and unravel their mysteries.  There are rumours however of a new method of creating magical items that has only recently been discovered, but there has yet to be any confirmation of this.

Class Rules

Mages can have many spells at their disposal.  However, as stated, this depends on how much time they have spent studying, as well as how much money they had to study with.  Spell books are rare, and access to them for study costs a great deal of money.

Learning Spells

Unlike soul casters, mages do not get their spells for free when they advance their mental discipline level.  Instead they must learn the spells from books and tomes.  The magic bound within such tomes is very volatile, as it does not like being contained within them.  It wishes to be free and in the world once again.  In order to learn a spell, a mage must battle with these energies and defeat them.  In game terms, for a mage to learn a spell he must do battle with a physical representation of the spell.  If the mage wins the battle, he learns the spell.  If he fails, he risks death or at the very least serious physical or mental harm.  Now you would think that this would make becoming a mage perilous at the least.  For these reasons mages have developed the mental discipline skills.  If you have the mental discipline skill of equal level to the level of the spell you are trying to learn, you can be harmed by the spell but you CANNOT be killed.  In game terms, even if the mage loses to the elemental, all wounds taken are halved, IF he has a mental discipline of the same level as the spell.  This means that a mage can attempt to learn any spell of any level as long as it is of his element but he takes a big risk by not having the required mental discipline level.

Casting Spells

Mages have to use a verbal to cast their spells as well however mages also have to contend with Power Words as well.  Every mage spell has a set of power words.  These words must be said completely and coherently for the spell to function.  A rough guide is one second per word.  If struck while speaking the power words then the spell fails and they must begin again.  If a spell fails the mana are still used as if it went off normally but nothing happens.  

There are two other things to consider when mages casting spells. 

Firstly, mages (like soul casters) need a coloured glove or piece of material to represent touch spells.  For fire mages, the glove should be red, for water mages the glove should be green, for earth mages the glove should be brown and for air mages the glove should be blue.  The gloves only need to be used when a mage casts a TOUCH spell and, like soul casters it represents the magic present on the casters hand.  Also (like soul casters), once a touch spell has been cast then it cannot be interrupted if the caster is struck.  Mages cannot have more than one spell cast at any one time (cannot have one spell on each hand).

The second thing to consider is the verbal for the spell.  The mage must speak all of the power words in full.  When he has said them all he must finish with the following statement “…..Spellcasting spell name”  The mage must then shout the effects of the spell so the target knows how to react. 

Mage Restrictions

Mages choose one of the four elements to be his school.  They are Earth, Air, Fire and Water. He may only ever learn spells from that elemental school.

In a similar fashion to soul casters, mages and armour do not mix.  However the affects are more pronounced in mages.  If mages wish to wear armour they can do so and still cast. However mages cannot wear armour over furs without incurring the multiplier as described in the Soul Magic section.  As far as is known, there is no way for a mage to overcome this.
Earth Spells
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Earth Level 1

Create Metal

Element:

Earth

Range:


NA

Duration:

5 minutes

Area of Effect:
NA

Power Words:
I need some metal, that’s all I ask, powers set about this simple task, Spellcasting Create Metal

This spell can create a metallic item of up to 10kg in weight.  It can be shaped as the caster desires, e.g. a sword.  The caster cannot create magical or precious metals and the item will fade away when the spell ends.
Cutting Hand

Element:

Earth

Range:


NA

Duration:

5 minutes

Area of Effect:
Casters Primary Hand

Power Words:
Make my hand as sharp as my wits, so I can cut these things in to little bits, Spellcasting Cutting Hand.

This spell does not actually change the casters hand in any way but the caster can use his hand to cut any non-magical material which could normally be cut by a sharp knife.  The caster can cut ropes or a sack but not wood or stone.  The caster need only touch the item to make the cut.  If a longer cut is needed then the caster can drag his hand along the surface to make the cut.

Irritating Dust

Element:

Earth

Range:


Touch

Duration:

Special

Area of Effect:
One Person

Power Words:
I call on the power of earth to drive my target to distraction, Spellcasting Irritating Dust.

When cast on someone the target begins to itch.  While in effect the target cannot fight properly (blows do zero damage) and cannot spellcast.  The effect will last for up to 5 minutes unless the target does nothing but scratch for 5 seconds then the spell ends.

Protection

Element:

Earth

Range:


Touch

Duration:

24 hours/Till Used

Area of Effect:
Touched Item

Power Words:
Look after your kit and it looks after you, but sometime it needs help to see you through., Spellcasting Protection.

This spell protects weapons and shields from the first damage call (e.g. break/crush) or the first spell call (shatter, melt) that would destroy them.  Once the protection is gone then the item may be effected normally.

Protection from …..

Element:

Earth

Range:


NA

Duration:

60 seconds

Area of Effect:
Caster

Power Words:
I find myself in a troubles spot, you I need to hurt me not,  Spellcasting Protection from...

This spell protects the caster from all physical and magical attacks from one creature/person nominated during casting.  Nothing that creature/person can do can harm you unless this spell is dispelled or it runs out.  The down side is that you can do nothing to harm or hinder the creature.  Stealing from them or provoking them will also negate the protection.

Shield

Element:

Earth

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Arm (only one, not both)

Power Words:
I disk of metal I could really use, powers of earth my arm suffuse, Spellcasting Shield.

The arm touched during casting becomes as hard as stone and the target can use it to parry blows as he would a shield with no ill effects.  Any blow that would normally destroy a shield (e.g. crush) will end the spell and effect the caster normally.

Tremor

Element:

Earth

Range:


LoS

Duration:

Instant

Area of Effect:
One Target

Power Words:
My power causes the ground to shake, Spellcasting Tremor.
This spell knocks the target to the ground as per the knockdown call.
Earth  Level 2

Ashen Buckler

Element:

Earth

Range: 

Touch

Duration: 

5 minutes

Area of Effect: 
Target

Power Words:
Dust and dirt come to me, form upon my arm by the powers of earth I bind you  to protect me from harm.  Spellcasting Ashen Buckler.

Creates a shield of ash that absorbs 4 points of damage before being destroyed.  When it is destroyed it explodes in a cloud of ash which will blind the attacker for 10 seconds.

Earth Grasp

Element:

Earth

Range:


LoS

Duration:

5 minutes

Area of Effect:
One Target

Power Words:
I call on the earth to do my will, target my opponent and make him stand still.  Spellcasting Earth Grasp

This spell causes the ground beneath the feet of the target to rise up and grab the targets feet.  The target cannot move his feet or use any ability based on being able to move e.g. dodge.  The target can fight and cast spells normally however.  This spell can only be used if the ground beneath the targets feet is earth and NOT stone.

Fist of stone

Element:

Earth

Range:


Caster

Duration:

5 minutes

Area of Effect:
Casters Hand

Power Words:
A deed I must do immediately that could hurt me quite a lot.  Protect my hand in hardest stone so be damaged it cannot.  Spellcasting Fist of Stone.


This spell, in essence turns the casters hand to stone.  He can, however, use it normally.  The benefit of the spell is that the casters hand becomes impervious to damage.  He could put it in boiling water for example and suffer no damage.  He cannot use it to parry weapon with as its quite heavy.

Mending

Element:

Earth

Range:


Touch

Duration:

Permanent

Area of Effect:
One Item

Power Words:
Powers of earth that I control, take this item and make it whole, Spellcasting Mending

This spell allows a mage to repair any broken item given enough time and enough raw materials.  The caster must concentrate during the casting and cannot be disturbed or he must begin again.   The caster needs all of the parts of the broken item or as many as possible and some other item made of the same substance and of roughly the same size.  The other item is consumed in the casting.  Therefore if a mage wanted to repair a broken sword but only had half of it then he could use a second broken sword to give the raw materials to repair the broken sword.  Virtually anything can be repaired in this way even if it could not normally be repaired.  However if there is nothing recognizable left of the item to be repaired then this spell will not work.

Merge With Earth or Stone

Element:

Earth

Range:


NA

Duration:

5 minutes

Area of Effect:
Caster

Power Words:
Powers of earth my fate postpone, let me merge with earth or stone, Spellcasting Merge with Earth or Stone

This spell allows the caster to merge in to an area of earth or stone that is larger than he is.  The caster cannot move or cast while in a merged state but he can see and hear everything that is going on around him. 

Sharp Edge

Element:

Earth

Range:


Touch

Duration:

Till Used

Area of Effect:
One EDGED weapon

Power Words:
Powers of earth, to thee I pledge, give this blade a sharper edge, Spellcasting Sharp Edge

This spell enchants a edged weapon with a very sharp edge.  The first blow landed with this weapon inflicts +1 damage.  After the first blow the weapon does normal damage.

Shatter

Element:

Earth

Range:


Touch

Duration:

Instant

Area of Effect:
One Item

Power Words:
Powers of earth, powers of matter, make this simple item shatter, Spellcasting Shatter

This spell causes one item made of metal, glass or other brittle material to shatter.  It does not effect organic materials like wood.  It will also not effect magical items.  It will shatter bone but only exposed bone and not someone limb.

Spell Alteration I

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One Spell

Power Words:
powers of magic, powers of mine, extend my spells running time, Spellcasting Spell Alteration 1


This spell alters a spell of the casters choosing to double or halve its duration. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. Instant spells remain instant. This spell costs an additional number of mana equal to the original spell divided by 2.

Spell Alteration II

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One spell

Power Words:
Powers of magic, casting perfect, change my spells area effect, Spellcasting Spell Alteration 2

This spell alters a spell of the casters choosing to double or halve its area of effect. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. This spell costs an additional number of mana equal to the original spell divided by 2.
Stone Lock

Element:

Earth

Range:


Touch

Duration:

1 hour

Area of Effect:
Touched Lock

Power Words:
Turn this lock on all to stone, protect it from thieves unknown, Spellcating Stone Lock

This item essentially turns a locking mechanism to stone for the duration of the spell.  This means that it cannot be unlocked normally until the spell ends or the effects is dispelled.

Wall of Earth

Element:

Earth

Range:


NA

Duration:

0 minutes

Area of Effect:
10ft wide x 10ft tall area

Power Words:
Shake the ground and lift the turf, I summon forth a wall of earth, Spellcasting Wall of Earth.

This spell creates a wall of solid earth at the feet of the caster.  The wall will last for 10 minutes or until it has taken 20 points of melee or magical damage.

Earth Level 3

Earth Aura

Element:

Earth

Range:


Touch

Duration:

5 Minutes

Area of Effect:
One Person

Power Words:
Powers of earth, give me a gown, that keeps me from harm and knocks my foe down, Spellcasting Earth Aura

This spell surrounds the caster with flying lumps of elemental earth.  Anyone who strikes the target is knocked to the ground (as per the knockdown call) by one of these flying lumps.  The target can fight and spell cast normally while this spell is in effect.

Elemental Protection

Element:

All

Range:


Touch

Duration:

5 minutes or Till Used

Area of Effect:
One Person

Power Words:
Powers of magic from whatever section, I call on your powers to grant me protection, Spellcasting Elemental Protection.

This spell protects the target from 6 points of elemental damage.  

Elemental Weapon

Element:

All except Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Weapon

Power Words:
Powers of magic I tap into your source, Make this weapon a powerful force, Spellcasting Elemental Weapon.

This spell temporarily enchants one non-magical weapon with Elemental magic.  This does not allow the weapon to do extra damage but does mean the weapon counts as magical.   Earth Mages call EARH before their normal damage calls, Fire mages called FIRE and water mages call COLD.

Lesser Spell Immunity

Element:

All

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
I call the powers to magic unity and grant the power of spell immunity, Spellcasting Lesser Spell Immunity

For the duration of this spell the target is protected from the effects of one spell specified during the casting of this spell.  The spell must be of first or second level but can be of any element.

Mud Armour

Element:

Earth

Range:


Touch

Duration:

5 minutes

Area of Effect:
One person

Power Words:
Powers of earth that deep in my blood, call me forth an armour of mud, Spellcasting Mud Armour

This spell brings forth a suit of mud that completely covers the target.  The suit protects the wearer from all normal melee damage from BLUNT weapons.  Sharp weapons, bows and special damage calls effect the target normally.  The downside of the suit is that if the wearer has a fire spell cast at him while wearing the suit then the suit goes rock hard effectively paralyzing the wearer until the spell ends  the fire spell does not however harm the wearer.  If this happens the caster of the spell cannot end the spell normally, the duration of the spell must expire before the wearer is freed.  Any fire spell cast at the wearer after the first effects the wearer normally.

Sand Armour

Element:

Earth 

Range:


Touch

Duration:

5 Minutes or Till Used

Area of Effect:
One Person

Power Words:
Powers of earth, lend me a hand, protect me now with an armor of sand, Spellcatsting Sand Armour

This spell surrounds the target with flying sand that absorbs the first 6 points of Melee damage the target sustains.  Special damage calls end the spell and effect the target normally, spells effect the target normally.

Stone of detection

Element:

Earth

Range: 

Touch

Duration: 

12 hours

Area of Effect: 
One Stone

Power Words:
Powers of earth, we have a connection, enchant this pebble as a stone of detection, Spellcasting Stone of detection.

This spell enchants a stone so that it glows under certain conditions.  For example a stone could be enchanted to glow when someone approaches or more specifically when an elf approaches.  The effective detection range of the stone is 20ft.

Unlock

Element:

Earth

Range:


Touch

Duration:

Permanent

Area of Effect:
One lock

Power Words:
Me and my power this item doth mock, power of earth I command thee unlock!, Spellcasting Unlock

This spell allows the caster to unlock any non-magical lock

Weighty Object

Element:

Earth

Range:


LoS

Duration:

24 hours

Area of Effect:
One item

Power Words:
Powers of earth I ask you straight, take this item and increase its weight, Spellcasting Weighty object

This spell makes one object VERY heavy. It cannot be used on living things only inanimate ones.  Unless the person has Strength 4 they cannot even pick the item up.  The caster can pick the item up and use it normally but no-one else can.

Air Spells

Air Spells – Level 1

Alarm

Float

Garble

Halt

Sleep

Thunderclap

Wind Fist

Air Spells – Level 2

Blink

Breath from Within

Heavy Air

Lung Grasp

Message

Shocking Grasp

Trace

Wall of Air

Air Spells – Level 3

Air Aura

Air Blade

Barrier of Air

Capacitor

Elemental Protection

Enchanted Missiles

Improved Blink

Lesser Spell Immunity

Silence

Seeker

Vacuum

Air Level 1

Alarm

Element:

Air

Range:


NA

Duration:

8 hours

Area of Effect:
20ft area around one object

Power Words:
Should anyone choose to trespass this space, let me know them face to face, Spellcasting Alarm.

This spell causes an alarm to be set on an object.  If anyone or anything enters the area covered by the alarm spell then an alarm will go off.  The alarm is defined by the caster during the casting and can be anything from an explosion of sound to a voice speaking.  You should notify a REF when casting this spell.

Float

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
Instead of falling from high above, let my float like a feather from a dove, Spellcasting Float.

The recipient of this spell cannot fall.  Instead they float to the ground at the speed of a feather falling from the sky.

Garble

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
One Person

Power Words:
I cast this spell on you today so others can’t understand what you say, Spellcasting Garble.

This spell makes anything the target says incomprehensible.  It does not however prevent spellcasting.

Halt

Element:

Air

Range:


LoS

Duration:

10 Seconds

Area of Effect:
One Person

Power Words:
I need to stop my target now!, Spellcasting Halt.

The target of this spell finds themselves unable to move for the spells duration.  If anyone attacks them then the spell is broken.

Sleep 

Element:

Air

Range:


Touch

Duration:

10 seconds/Till Woken

Area of Effect:
One person

Power Words:
I think you really ought to sleep, please fall in to an untidy heap, Spellcastingt sleep.

When cast the target falls asleep.  For the first 10 seconds the target cannot be woken without causing them damage.  Damaging the target will awaken them immediately.  After the first ten seconds the target will continue to sleep unless woken but can be woken more easily.

Thunderclap

Element:

Air

Range:


LoS

Duration:

5 minutes

Area of Effect:
One Person

Power Words:
The air that causes my ropes to flat, deafen my foes with a thunderclap, Spellcasting Thunderclap.

This spell causes a thunderclap of sound to go off next to the targets ear.  The sound deafens the target for 5 minutes.  If several people have their heads close together then they can all be effected by a single spell.

Wind Fist

Element:

Air

Range:


LoS

Duration:

Instant

Area of Effect:
One Target

Power Words:
I cal on the air to knock you away, Spellcasting Wind Fist.

This spell causes the target to be knocked back 10ft as per the knockback call.

Air Level 2

Blink

Element:

Air

Range:


30ft

Duration:

Instant

Area of Effect:
Caster

Power Words:
Powers of air I call to you, I  need to be away, some where over there will do, somewhere out of harms way .  Spellcasting Blink. 
This spell causes the caster to disappear and re-appear a short distance away.  The location you appear in cannot be chosen by the caster.  To represent this when you cast the spell you vanish.  The caster must then turn in a circle for 5 seconds with their eyes closed.  When they stop they move 30ft in the direction they are facing and then re-appear.  You cannot appear inside solid objects and you pass through any solid objects between you and your destination.  It takes you as long to get there as it really does (no need to call time freeze).

Breath from Within

Element: 

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Person

Power Words:
Powers of air around me come to me I ask.  Infuse this person with you and allow him to do his task.  Spellcasting Breath from within.

This spell creates oxygen in the targets lungs so he can happily survive in poisonous gasses or in an area with no oxygen.

Heavy Air

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
One Person

Power Words:
I know where it is you want to go, this spell will make your journey slow, Spellcasting Heavy Air

The target of this spell can only move or attack at half speed.  The target also cannot use any ability that depends on movement e.g. dodge.

Lung Grasp

Element:

Air

Range:


Touch

Duration:

20 seconds

Area of Effect:
One Person

Power Words:
Powers of air affect the breath, bring this person close to death Spellcasting Lung Grasp

This spell squeezes the breath out of the target making it very difficult to breathe.  The target cannot do anything but defend himself and choke for the spells duration.

Message

Element:

Air

Range:


Special

Duration:

Instant

Area of Effect:
One Person

Power Words:
Spirits of air I beseech thee, take this message this I plea, Spellcasting Message

This spell must be cast in the presence of a REF.  The caster must know the name of the person he wishes to send the message to and the message can be no longer than 12 words.  When cast the REF will then radio the other REF’s and ask them to deliver the message.  If none of them can find the recipient at the time of casting then the spell fails however the caster does not know of this.  As long as one of the REF’s can find the target the message will be delivered.

Shocking Grasp

Element:

Air

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Location

Power Words:
Powers of air, to my hand flock, give this person a nasty shock, Spellcasting Shocking Grasp.

This spell inflicts two points of electrical damage to the touched location.  Because this is an electrical spell the damage can be delivered through a metal object.  E.g. if you touched a warriors sword while he was holding it then he would take the 2 points to his sword arm.

Spell Alteration I

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One Spell

Power Words:
powers of magic, powers of mine, extend my spells running time, Spellcasting Spell Alteration 1


This spell alters a spell of the casters choosing to double or halve its duration. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. Instant spells remain instant. This spell costs an additional number of mana equal to the original spell divided by 2.

Spell Alteration II

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One spell

Power Words:
Powers of magic, casting perfect, change my spells area effect, Spellcasting Spell Alteration 2

This spell alters a spell of the casters choosing to double or halve its area of effect. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. This spell costs an additional number of mana equal to the original spell divided by 2.
Trace

Element:

Air

Range:


Touch

Duration:

24 hours

Area of effect:

Touched Target

Power Words:
Powers of air, please give chase, wherever my foe tries to race, Spellcasting Trace.

For the duration of the spell the caster can find the target wherever he goes.  The caster always knows which direction he is in but not necessarily how far away he is.  If cast on multiple targets the caster cannot determine which target it which except by going and finding each one until he finds the right one.

Wall of Air

Element:

Air

Range:


NA

Duration:

10 minutes

Area of Effect:
10ft wide x 10ft tall area

Power Words:
Cause my foe to have a care, I summon forth a wall of air, Spellcasting Wall of Air

This spell creates a wall of near solid Air at the feet of the caster.  The wall will last for 5 minutes and no-one can cross the wall unless they are carrying a very heavy weight.  Spells pass through normally but melee blows and missiles do not.

Air Level 3

Air Aura

Element:

Air

Range:


Touch

Duration:

5 Minutes

Area of Effect:
One Person

Power Words:
Powers of air I plead to thee, use your strength to protect me, Spellcasting Air Aura

This spell surrounds the caster with high speed winds from the elemental plane of Air.  Anyone who strikes the target is knocked back 10ft (as per the knockback call) by a blast of air.  The target can fight and spell cast normally while this spell is in effect.

Air Blade

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
One Bladed Weapon

Power Words:
Powers of air grant me aid, use your powers to enchant this blade, Spellcasting Air Blade.

This spell makes one bladed weapon insubstantial so it can pass through armour and strike locations directly.  In game terms this spell allows a weapon to do thru damage.

Barrier of Air

Element:

Air

Range:


20ft

Duration:

5 minutes

Area of Effect:
One Person

Power Words:
Powers of air I offer a prayer, protect me with a barrier of air, Spellcasting Barrier of Air.

This spell creates a barrier of air between you and the target.  The target cannot approach closer than 20ft to the caster.  Blink/translocate/teleport magics will bypass the barrier but otherwise the target cannot get close to the caster for the spells duration.  The spell will not repulse someone it just stops them approaching.

Capacitor

Element:

Air

Range:


Touch

Duration:

24 hrs or Till Used

Area of Effect:
One Target

Power Words:
Protect this item whether small or large, when someone touches it let the power discharge, Spellcasting capacitor.

This spell causes the touched item to become a capacitor, which will hold an electrical charge.  The caster must then cast an electrical spell on the item, which will be stored by the capacitor effect.  After the spell has been cast only the caster can touch the item without the electrical spell discharging at the person who touched the item.  Only one electrical spell can be stored by the capacitor spell but it can be of any level.

Elemental Protection

Element:

All

Range:


Touch

Duration:

5 minutes or Till Used

Area of Effect:
One Person

Power Words:
Powers of magic from whatever section, I call on your powers to grant me protection, Spellcasting Elemental Protection.

This spell protects the target from 6 points of elemental damage.  

Enchanted Missiles

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
1 bow or crossbow or up to 6 thrown weapons

Power Words:
These arrows I take the time to prepare, enchanting them with the power of air, Spellcasting Enchanted Missiles.

This spell enchants a bow so any missile fired from it gain the enchantment of AIR.  All missiles fired during the spells duration count as magical however it does not allow them to do additional damage.  This spell can, instead enchant up to six thrown weapons to do the same.

Improved Blink

Element:

Air

Range:


30ft

Duration:

Instant

Area of Effect:
Caster

Power Words:
Here to there in just a wink, powers of air, make a link, spellcasting Improved Blink

This spell is the same as blink except for the fact you can choose which direction you move in.

Lesser Spell Immunity

Element:

All

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
I call the powers to magic unity and grant the power of spell immunity, Spellcasting Lesser Spell Immunity

For the duration of this spell the target is protected from the effects of one spell specified during the casting of this spell.  The spell must be of first or second level but can be of any element.

Seeker

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
One bow or Crossbow

Power Words:
From the bow the arrow streak, imbued with power its target it seeks, Spellcasting Seeker

This spell enchants a bow or crossbow so that as long as the user actually hits his target he can specify which location he actually struck.  E.g. if he hits the target in the leg he can call that the shot hit the chest.

Silence

Element:

Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
Amid the sounds of war and riot, give me a little peace and quiet, Spellcasting Silence

This spell prevents the target from making ANY sound.  It stops spell casters from casting spells or using scrolls, it also stops floorboards from squeaking when the target steps on them.

Vacuum

Element:

Air

Range:


NA

Duration:

5 minutes

Area of Effect:
20ft area from caster

Power Words:
Powers of air, with which I am entwined, clear the air with a powerful wind, Spellcasting Vacuum

This spell creates a small vortex which sucks in all harmful gasses within 20ft of the caster.  This allows anyone within the area of effect to breath normally without ill effect.

Fire Spells

Fire Spells – Level 1

Create Fire

Fire Light

Flash

Lesser Flame Touch

Sacrifice

Fire Spells – Level 2

Cauterise Wounds

Cold Inversion

Flame Touch

Lesser Fire Flare

Wall of Fire 

Fire Spells – Level 3

Circle of Fire

Elemental Protection

Fiery Disruptor

Fire Aura

Fire Flare

Fire Seeds

Elemental Weapon

Heat Metal

Lesser Spell Immunity

Wall of Heat

Fire Level 1

Create Fire

Element:

Fire

Range:


Touch

Duration:

Special

Area of Effect:
One object

Power Words:
Power of fire, powers of might, allow me to stay warm this night, Spellcasting Create Fire.

The caster must be touching the object he wishes to ignite while he speaks the power words.  At the end of the words the object will burst in to flames.  The flames will last as long as there is fuel for them or until they are put out.  The flames do not count as magical.

Fire Light

Element:

Fire

Range:


NA

Duration:

15 minutes

Area of Effect:
Caster

Power Words:
Fire light, fire bright, light my way in darkest night, Spellcasting Fire Light. 
This spell causes a ball of fire to appear in the casters hand.  It creates enough light to see by but cannot be thrown or used to cause damage.  If the caster puts the flame down or tries to wield anything in the hand the fire is in then the flame is extinguished and the spell ended.

Flash

Element:

Fire

Range:


LoS

Duration:

5 Seconds in daylight, 20 seconds at night or in darkness.

Area of Effect:
One Person

Power Words:
I force this flame in to your mind, in order to make you completely blind, Spellcasting Flash.

This spell causes the target to be blinded by a small flash of light.  The blindness only lasts for 5 seconds if used on a target in daylight or 20 seconds if used on someone at night or in darkness. 

Lesser Flame Touch

Element:

Fire

Range:


Touch

Duration:

Instant

Area of Effect:
One Target

Power Words:
I call the power of fire to my hand, Spellcasting Lesser Flame Touch.

Whatever location the caster touches takes one point of fire damage.  As with all touch spell the caster has 30 seconds after the spell has been cast to touch the target or the spell is wasted.

Sacrifice

Element:

Fire

Range: 

NA

Duration: 

Special 

Area of Effect: 
As Per Spell

Power Words:
Mana oh Mana I desperately need, I cast this spell my mana to feed., Spellcasting Sacrifice.
This spell creates a link between the casters life and the magic.  This spell allows the mage to cast any spell from his life force instead of his mana.  At the cost of one point of loc. for every mana point needed for the spell, the mage can cast any spell he knows even if he has no mana left.  The damage CANNOT be healed by magic or by physical healing.  ONLY 8 hours uninterrupted sleep will restore the lost hit points.  The mage can choose which locations sustain the damage.

Fire Level 2

Cauterise Wounds

Element:

Fire

Range:


Touch

Duration:

Instant

Area of Effect:
One location 

Power Words:
This persons wounds are bleeding, his need is truly dire.  By my powers I infuse him and show the radiance of fire.  Spellcasting Cauterise wounds.

This spell causes all wounds on the touched location to be seared closed by magical fire.  The spell heals one point of damage to the touched location but causes extreme pain to the target for 30 seconds in doing so.  This spell also renders first aid skills useless on the healed wounds and those wounds may only be healed by magic.  Multiple castings of Cauterise Wounds have no additional effect.

Cold Inversion

Element:

Fire

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
My blood is cold as ice, let it not get colder, protect me from such spells and make me a little bolder.  Spellcasting Cold Inversion.

This inverts all cold effects making them fire effects.  It does nothing to change the effects of the original spell but the effects now count as fire effects.  For example a FREEZE effect would still freeze the target but it would count as a fire effect and not a cold effect.  This spell was developed by the Lizard-Kin as cold effects do not last twice the normal duration for a Lizard-Kin protected by this spell.

Flame Touch

Element:

Fire

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Target

Power Words:
In to my hand I bind thee powers of life and heat, there I can deliver them to any foe I meet.  Spellcasting Flame Touch

This spell is the same as Lesser Flame Touch however the damage is now two points to the location touched.

Lesser Fire Flare

Element:

Fire

Range:


LoS

Duration:

Instant

Area of Effect:
One Target

Power Words:
power of fire powers of flame, powers that I must tame Spellcasting Lesser Fire Flare

A dart of elemental fire leaps from the casters hand and strikes the desired target.  It strikes anywhere on the target the caster chooses e.g. leg, arm etc however both the damage and the location must be made clear to the target after the spell has been cast e.g. one point left leg.

Spell Alteration I

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One Spell

Power Words:
powers of magic, powers of mine, extend my spells running time, Spellcasting Spell Alteration 1


This spell alters a spell of the casters choosing to double or halve its duration. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. Instant spells remain instant. This spell costs an additional number of mana equal to the original spell divided by 2.

Spell Alteration II

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One spell

Power Words:
Powers of magic, casting perfect, change my spells area effect, Spellcasting Spell Alteration 2

This spell alters a spell of the casters choosing to double or halve its area of effect. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. This spell costs an additional number of mana equal to the original spell divided by 2.
Wall of Fire

Element:

Fire

Range:


NA

Duration:

5 minutes

Area of Effect:
10ft wide x 10ft tall area

Power Words:
Powers of flame my need is dire, I summon forth a wall of fire, Spellcasting Wall of Fire

This spell creates a wall of fire in front of the caster.  Anyone who passes through the wall takes one point of damage to all locations.

Fire Level 3

Circle of fire

Element:

Fire

Range:


5 meters around caster

Duration:

5 minutes

Area of Effect:
5 meters around caster

Power Words:
Powers of flame, I am deep in the mire, surround me now with a circle of fire, Spellcasting Circle of Fire

When this spell is cast the caster is surrounded by a wall of fire.  Anyone passing through the wall takes two points of damage to all locations.

Elemental Protection

Element:

All

Range:


Touch

Duration:

5 minutes or Till Used

Area of Effect:
One Person

Power Words:
Powers of magic from whatever section, I call on your powers to grant me protection, Spellcasting Elemental Protection.

This spell protects the target from 6 points of elemental damage.  

Elemental Weapon

Element:

All except Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Weapon

Power Words:
Powers of magic I tap into your source, Make this weapon a powerful force, Spellcasting Elemental Weapon.

This spell temporarily enchants one non-magical weapon with Elemental magic.  This does not allow the weapon to do extra damage but does mean the weapon counts as magical.   Earth Mages call EARH before their normal damage calls, Fire mages called FIRE and water mages call COLD.

Fire Aura

Element:

Fire

Range:


NA

Duration:

5 minutes

Area of Effect:
Self

Power Words:
Powers of fire I invoke, cover me with a flaming cloak, Spellcasting Fire Aura

This spell causes the caster to be surrounded by an aura of magical flames.  Anyone who attacks the caster must put his hand through the fire to strike the caster and therefore gets burnt by the flames.  The flames inflict one point of damage to the weapon arm of anyone who strikes the caster.  The caster may move freely and cast other spells while this spell is in effect.

Fiery Disruptor

Element:

Fire

Range: 

LoS

Duration: 

Instant

Area of Effect: 
One Target

Power Words:
My call to the powers of fire abrupt, your spell and power I want to disrupt. Spellcasting, Fiery Disruptor

This spell hurls a small bolt of fire at the target of the spell.  The bolt does no damage to the target however it will cause him to break concentration if he is trying to maintain a spell or it will cause him to interrupt casting a spell causing him to lose the spell as if he had been struck.   Once cast the mage can hold it for up to 10 minutes.  If not used within that time the spell fades away.

Fire Flare

Element:

Fire

Range:


LoS

Duration:

Instant

Area of Effect:
One Target

Power Words:
Foes of mine beware, cross me and you shall despair, Spellcasting Fire Flare

This spell is the same as fire flare except that the damage inflicted is 2 points to the chosen location.

Fire Seeds


Element:

Fire

Range:


NA

Duration:

24 hrs or Till Used

Area of Effect:
3 small items about marble sized

Power Words:
To help me complete my mighty deeds, I plant these tiny fire seeds, Spellcasting Fire Seeds

This spell enchants three items with magical fire.  They then can be triggered at any time thereafter with a command word set during the casting of the spell.  Each object can be given a different command work or they can all be given the same one.  Be careful in giving all the items the same command word as they may all detonate at the same time when used.  The mage can trigger the items from up to 20ft away.  Any items used in this spell are consumed in the detonation.  Each object will inflict one point of damage when they detonate.

Heat Metal

Element:

Fire

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched item

Power Words:
 make them sweat, make them perspire, heat the metal by the power of fire, Spellcasting Heat Metal.

This spell causes a piece of metal to heat up to high temperatures very quickly, it does not however effect magical metals.  For the first 60 seconds the target feels the metal getting hotter and hotter.  After 60 seconds they take 1 point of damage to the location touching the metal item.  If the target continues to hold on to/wear the metal item they take additional damage every 60 seconds there after.  E.g. after 2 minutes they take 2 points of damage, after 3 minutes they take 3 points of damage and so on until they take 5 points at 5 minutes and then the spell ends.

Lesser Spell Immunity

Element:

All

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
I call the powers to magic unity and grant the power of spell immunity, Spellcasting Lesser Spell Immunity

For the duration of this spell the target is protected from the effects of one spell specified during the casting of this spell.  The spell must be of first or second level but can be of any element.

Wall of Heat

Element:

Fire

Range:


NA

Duration:

5 minutes

Area of Effect:
10ft wide x 10ft tall area

Power Words:
Powers of water I need to delete, I summon forth a wall of heat, Spellcasting Wall of heat.

This spell does not actually harm anyone passing through the wall.  Instead it extinguishes any water spell currently active on anyone passing through the wall.

Water Spells
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Vision Warp
Water Spells – Level 2

Bleeding Wounds

Detect Poison

Fear of Death

Fools Gold

Frozen Corpse

Icy Grasp

Mystic Transfer

Salty Wounds

Spell Alteration I

Spell Alteration II
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Water Level 1

Boil Water

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Up to 1 gallon

Power Words:
Heating water needs lots of toil, simple, easy let water boil, spellcasting Boil Water
Causes the touched water to instantly boil.  If boiling water is poured over a target then it inflicts one point of damage to any uncovered location.  Clothing or armour of any kind negates the damage.

Cold of the Grave

Element:

Water

Range:


Touch

Duration:

5 seconds

Area of Effect:
One person

Power Words:
The grave is a very final place, somewhere I make you turn and face, Spellcasting Cold of the Grave.

This spell causes the target to get a feeling as if someone just stepped on his grave.  The target cannot move for 5 seconds until the chill feeling passes.

Conversion

Element:

Water

Range:


Touch

Duration:

Permanent 

Area of Effect:
Up to 1 gallon of Liquid

Power Words:
Liquid to liquid, one to another change between them without much bother, Spellcasting Conversion.

This spell converts up to 1 gallon of non-magical liquid in to any other non-magical liquid.  Herbal potions and poison cannot be created but you could turn water in to wine.  If this spell is used on a potion either magical or herbal then it is ruined.

Create Water

Element:

Water

Range:


10ft

Duration:

Instant

Area of Effect:
Special

Power Words:
Blood of the world, blood of life, bring me some water with little strife, Spellcasting Create Water.

This spell creates about 1 gallon of water, enough to put out most fires of up to camp fire size.

Displace Self

Element:

Water

Range:


NA

Duration:

Till Used

Area of Effect:
Caster

Power Words:
Standing here is no safe place to be, make me not where other see, Spellcasting Displace Self.

This spell causes the next melee, missile or touch attack to miss the caster.  After the attack has missed the spell ends.  In game terms you can ignore the effects of the first attack but you must tell the attacker they missed you.  It is important to note that ranged spells effect you normally and even a beneficial touch spell will miss the first time as you cannot choose to allow an attack through with this spell.

False Aura

Element:

Water

Range:


Touch

Duration:

1 hour

Area of Effect:
One item

Power Words:
Twist this aura to deceive, and help to make others believe, Spellcasting False Aura.

This spell makes an item APPEAR magical for the duration of the spell.  It will radiate elemental magic and power level of the casters choice if detected for but an identification of the item will reveal the true nature of the enchantment.  This item does not allow the enchanted item to do magical damage.

Frost

Element:

Water

Range:


LoS

Duration:

Instant

Area of Effect:
One item

Power Words:
That item must be very cold, Spellcasting Frost.

This spell causes the target item to be incredibly cold very quickly.  So cold that the target drops the item they are holding and they cannot pick it up again for 5 seconds.

Nenmiel's Pool

Element:

Water
Range: 

N/A
Duration: 

5 Minutes
Area of Effect: 
1 pool of water
Power Words:
The future and the past are all entwined.  To Nenmiels pool this water I bind

Show me the future, show me the past, show me what it is that I ask.  Spellcastig Nenmiels Pool
This spell alters a clear pool of undisturbed water so that it acts as a scrying device. The exact limits of this spell however are largely unknown as it rarely seems to act in the same way twice. Sometimes the spell will show what the caster wants, sometimes it will remain blank, sometimes it will show scene's from a prospective future or past. In times where the caster has tried to force the mirror to show him a certain thing the mirror has often gone blank or exploded showering the caster with boiling hot water. The spell seems to be linked to a place within the Elemental plane of water known only as the vortex that even the Elemental Lords of Water seem uncertain of. The only mage who has ever been in full control of this spell was its creator Nenmiel. Unfortunately her where abouts, state of health and what she must have neglected to tell those she passed the spell to remain a mystery, as do her reasons for doing so.In game terms this spell can be used in many different ways and the outcome will depend very much on the Ref you ask and how much they feel you should be able to gain. If they feel you are taking the St. Michael however... well I hope you like hot water!

Thirst

Element: 

Water

Range:


Touch

Duration:

Special

Area of Effect:
One Target

Power Words:
I call on water to make my foe thing, he really really needs a drink, Spellcasting thirst.

This spell causes one target to become incredibly thirsty.  He will do nothing but look for liquid to drink until his has found enough liquid so he can drink solidly for 10 seconds.  He will not knowingly drink harmful liquids but may drink potions if there is nothing else available.

Vision Warp

Element:

Water

Range:


Touch

Duration:

12 hours

Area of Effect:
One Target

Power Words:
I call on the power of water to alter the eyes of others to perceive me differently so I may walk amongst them unrecognised, Spellcasting Vision Warp.

Although race and Sex cannot be disguised the use of this spell allows the caster to make small changes to his appearance minor makeup can be applied as well as role-playing differences such as a limp can mean that the disguise can be very effective.  In game terms it will be enough to make the user unrecognisable unless for some specific in character reasons.  This will not permit you impersonate another person.

Water Level 2

Bleeding Wounds

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Target

Power Words:
By the water in you blood I call to it to flow, to make thy wounds bleed more and maybe lay you low. Spellcasting Bleeding Wounds.

This spell can only be used on a target with open wounds.  Bound wounds are not affected.  The spell causes one additional point of damage to any location with an open wound on it.

Detect Poison

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Target

Power Words:
In this object hidden from the light, do terrible things hide?, the water in them betray them and open them to my sight. Sell casting Detect Poison

This spell allows the caster to detect the presence of any poisonous substance in the touched target.  He cannot determine what the effects of the poison are or what the poison is but he can determine a general strength  (weak, medium strong etc)

Fear of Death

Element:

Water

Range:


Touch

Duration:

10 seconds

Area of Effect:
Touched Target

Power Words:
We all fear what might come to us one dark and dismal day, touch this choir inside my foe and make him run away.  Spellcasting Fear of Death.

The target is effected as per the fear call and they must run away from the caster as fast as possible for 10 seconds.  After the 10 seconds are up they are free to return.

Fools Gold

Element:

Water

Range:


Touch

Duration:

1 Hour

Area of Effect:
One item

Power Words:
Take this item, mundane and dull, make it appear as gold so others I can lull.  Spellcasting Fools Gold.

This spell changes an item into what appears to be gold for one hour the only giveaway that the item is not what it seems is that it radiates magic.

Frozen Corpse

Element:

Water

Range: 

LoS

Duration: 

10 minutes

Area of Effect: 
One target

Power Words:
The cold unliving flesh still contain some water, freeze it where it lies and slow them down it oughta. Spellcasting Frozen Corspe.

This spell freezes the water molecules in any non living being. The practical effect of this is that corporeal unliving are slowed down one speed category. Normal movement becomes slow, slow movement becomes halted. This spell does not affect living targets or non-corporeal undead.

Icy Grasp

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Location

Power Words:
Cold of winter, cold of night, feel the power of waters bite, Spellcasting Icy Grasp

The touched location takes one point of cold damage.  If the caster successfully touches bare skin then the target location takes +1 damage.

Mystic Transfer

Element:

Water

Range:


Touch

Duration:

1 minute for every 5 mana transferred

Area of Effect:
Target Mages

Power Words:
Powers of water that I convene, share the magic these mages between, Spellcasting Mystic Transfer

This spell allows the caster to transfer mana between two WILLING mages.  It does not matter if they cast from different elements the caster just touches the two mages to transfer the spell power.  The caster can also choose to be one of the two mages.

Salty Wounds

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Target

Power Words:
Powers of water, powers arcane, make this person feel the pain, Spellcasting Salty Wounds.

In order for this spell to work the target must have an open wound, bound wounds to not count.  The target is wracked with intense pain for 30 seconds if the spell effects them as if salt had been poured over their wounds.  After 30 seconds they can act normally again.

Spell Alteration I

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One Spell

Power Words:
powers of magic, powers of mine, extend my spells running time, Spellcasting Spell Alteration 1


This spell alters a spell of the casters choosing to double or halve its duration. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. Instant spells remain instant. This spell costs an additional number of mana equal to the original spell divided by 2.

Spell Alteration II

Sphere:

All

Range: 

NA

Duration: 

Special

Area of Effect: 
One spell

Power Words:
Powers of magic, casting perfect, change my spells area effect, Spellcasting Spell Alteration 2

This spell alters a spell of the casters choosing to double or halve its area of effect. The caster may choose any already existing spell or the next spell he casts. The spell must be of the casters level or below for the caster to be able to affect it. This spell costs an additional number of mana equal to the original spell divided by 2.
Swords to snakes

Element:

Water

Range:


LoS

Duration: 

Instant

Area of Effect:
Any Single Handed Weapon

Power Words:
Powers of water make my foe quake, turn his sword in to a snake, Spellcasting Swords to snakes.

When cast the targets sword becomes a snake, he has 5 seconds to drop the sword or he takes 1 point of damage to his sword arm.  If he drops the sword or takes the damage the spell ends.

Wall of Ice

Element:

Water

Range:


NA

Duration:

5 minutes

Area of Effect:
10ft wide x 10ft tall area

Power Words:
powers of water I wont ask the twice, summon forth a wall of ice, Spellcasting Wall of Ice

This spell creates a wall of solid Water at the feet of the caster.  The wall will last for 5 minutes or until it has taken 30 points of melee or 5 points of magical fire damage.

Water Breathing

Element:

Water

Range: 

Touch

Duration: 

1 hour

Area of Effect: 
One Target

Power Words:
A journey blow I shouldn’t oughta, it would help if I could breath water, Spellcasting Water Breathing.


This spell allows the recipient to breath in water.

Wound transfer

Element:

Water

Range: 

Touch

Duration: 

Instant

Area of Effect: 
Touched Target(s)

Power Words:
In the heart of battle, injuries are rife, between these people transfer their life, Spellcasting Wound Transfer.

By using this spell the caster can transfer wounds between two people.  He can transfer his wounds to another person, another persons wounds to himself or he can transfer wounds between two other people.  The wounded person is healed of his wounds and the target takes his wounds.  Both targets must be alive but they can be unconscious.

Water Level 3

Acid Bolt

Element:

Water

Range: 

LoS

Duration:

Instant

Area of Effect: 
One Target

Power Words:
Powers of water, your favours I earn, smite my foe and make him burn, Spellcasting Acid Bolt.

This spell creates a glob of acid that shoots from the caster to the target inflicting one point of damage to the targets torso unless the caster specifies a different location. If the bolt strikes an armoured location the damage is taken by the armour permanently reducing the armour’s effectiveness by one point. The armour may not be repaired as the part is not damaged it has simply been dissolved away.

Caster Transfer

Element:

Water

Range: 

Touch

Duration: 

Instant

Area of Effect: 
Special

Power Words:
Powers of water to thee I defer, between these two let mana transfer, spellcasting Caster Transfer

This spell allows the caster to transfer caster only spell effects from himself to a willing recipient or from a willing donor to another target though he may not transfer fire based spells. In order to do this he must be touching both donor and recipient. Once complete the recipient of the spell gains control of the spell and the spell acts as if it had been cast by the recipient. If the recipient is a non mage then only partial control over the spell is gained and the recipient only has the ability to stop the spell. Any other control is impossible, though the spell will last its normal duration. This spell costs an additional number of mana equal to that of the spell to be transferred divided by 2.
Conceal Magic

Elemental:

Water

Range: 

Touch

Duration: 

24 hours

Area of Effect: 
One Spell or Magical Item

Power Words:
Powers of water, to thee I appeal, the magic in this item I wish to conceal, Spellcasting Conceal Magic.

This spell conceals all trace of magic so someone trying to do a detect magic on a magical effect gets no response rather than an actual response.  The spell can also be used to conceal part of the magic in an item making it appear to be of a lower level than it actually is.  If a dispel magic is cast on an object protected by this spell then this spell would be the first spell to be dispelled.

Elemental Protection

Element:

All

Range:


Touch

Duration:

5 minutes or Till Used

Area of Effect:
One Person

Power Words:
Powers of magic from whatever section, I call on your powers to grant me protection, Spellcasting Elemental Protection.

This spell protects the target from 6 points of elemental damage.  

Elemental Weapon

Element:

All except Air

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Weapon

Power Words:
Powers of magic I tap into your source, Make this weapon a powerful force, Spellcasting Elemental Weapon.

This spell temporarily enchants one non-magical weapon with Elemental magic.  This does not allow the weapon to do extra damage but does mean the weapon counts as magical.   Earth Mages call EARH before their normal damage calls, Fire mages called FIRE and water mages call COLD.

Fire Inversion

Elemental:

Water

Range:


Touch

Duration:

5 minutes

Area of Effect:
One Target

Power Words:
powers of water and fire aversion, I call forth the spell of fire Inversion, Spellcasting Fire Inversion

This spell inverts all fire effects making them cold effect.  The spells have the same effect only the effects count as cold instead of fire.  Therefore a cold effect would not be able to ignite something.

Improved create water

Range: 

LoS

Duration: 

Instant

Area of Effect: 
Special

Power Words:
This person before me has earned my wrath, power of water, give him a bath, Spellcasting Improved Create Water.

This improved version of create water can be created anywhere within the casters line of sight. One trick that can be used is to cast it targeting it just above an opponents head. The opponent will thus be stunned for 5 seconds unable to attack but still able to defend from their sudden bath of icy cold water.

Improved Fear of Death

Elemental:

Water

Range:


LoS

Duration:

10 seconds

Area of Effect:
One Target

Power Words:
Powers of water hold thy breath and give my foe a fear of death, Spellcasting Improved Fear of death

The target is effected as per the fear call and they must run away from the caster as fast as possible for 10 seconds.  After the 10 seconds are up they are free to return.

Improved Vision Warp

Element:

Water

Range:


Touch

Duration:

12 hours


Area of Effect:
One Target

Power Words:
So we may walk in our foe’s midst, take our appearance and give it a twist, Spellcasting Improved Vision Warp

This spell is a much improved version of vision warp.  The caster can conceal race, sex, pretty much anything he chooses and can make any humanoid appear to be any other humanoid. 

Lesser Spell Immunity

Element:

All

Range:


Touch

Duration:

5 minutes

Area of Effect:
Touched Target

Power Words:
I call the powers to magic unity and grant the power of spell immunity, Spellcasting Lesser Spell Immunity

For the duration of this spell the target is protected from the effects of one spell specified during the casting of this spell.  The spell must be of first or second level but can be of any element.

Orthicar’s Icy Feet

Element:

Water

Range:


Touch


Duration:    

10 minutes


Area of Effect: 
Target’s feet

Power Words:
My foe before me I want to beat, I bestow upon him Icy feet, Spellcasting Orthicar’s Icy Feet.

This spell creates small spherical blocks of ice around the target’s feet removing his ability to stand up. The target will spend the next 10 minutes unable to stand up. The ice can be removed if the target spends one minute sitting on the floor with some variety of tool chipping the ice away.

Orthicar’s Icy Restraint

Element:

Water

Range: 

LoS

Duration: 

10 Minutes

Area of Effect: 
One Target

Power Words:
I serve the water without complaint, and summon forth an Icy Restraint, Spellcasting Icy Restraint

This spell coats a target in ice making their movement much more difficult and numbing their limbs. To all intents and purposes any living being hit by this spell is slowed. If a Lizard Kin is hit they are slowed and after two minutes will fall stop completely until warmed back up. Undead are unaffected as their movement not based on muscle power but is mystical in origin.

Purify Food and Drink

Element:

Water

Range:


Touch

Duration:

Permanent

Area of Effect:
One Target

Power Words:
Let me eat and drink with total security, knowing my food is full of purity, Spellcasting Purify Food and Drink

This spell purifies the food or drink touched during casting.  It removes all toxins and poisons from the food making it edible.  It cannot be cast on food that has already been eaten.

Spell sending

Element:

Water

Range: 

LoS

Duration: 

Special

Area of Effect: 
Special

Power Words:
Powers of water I wish to send, to target my foe as I intend, Spellcasting Spell sending

This spell extends the range of spells by sending them through the elemental plane of water to their intended target. When casting this spell the caster must first wet his hands (if not already wet) to create a link to the elemental plane of water through which he can send spells that would normally be touch only to targets within his line of sight. These targets must also be soaking wet for the sending to be complete, this creates obvious problems for creatures such as fire and air elementals  that cannot be made soaking wet. One spell must be cast for each spell to be sent.

Spit

Element:

Water

Range:


10ft

Duration:

Till Used

Area of Effect:
Caster

Power Words:
Powers of water, thee I commit, to blind my foe with a powerful spit, Spellcasting Spit

This spell gives the caster the ability to spit a blob of toxic venom at another person.  The caster can spit only once per casting and the spit blinds the target until it is washed off with water or something similar.

Vamprirc Touch

Element:

Water

Range:


Touch

Duration:

Instant

Area of Effect:
Touched Location

Power Words:
My wounds are great, I am in great pain, powers heal me with a vampiric drain, Spellcasting Vampiric Touch

This spell inflicts one point of damage to the touched location of the target and heals one point of damage to the caster.

Water Aura

Element:

Water

Range:


Touch

Duration:

5 Minutes

Area of Effect:
One Person

Power Words:
Powers of water, all is not lost, Protect me with an aura of frost, Spellcasting Water Aura

This spell surrounds the caster with ice crystals of elemental Water.  Any weapon used to strike the caster is effected by a frost spell which causes the target to drop their weapon an be unable to pick it up for 5 seconds.  The target can fight and spell cast normally while this spell is in effect.
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