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INTRODUCTION 

This document lists all the spells currently used in The Vale. They have been categorised into the Basic and Specialised spell lists, and then by the relevant Sphere of 

Magic or type. Each table details the Spell (and Spell Class), the Spell Vocals and Spell Effect, the Spell Range and Duration. 

The effects detailed here are standard across the whole game, however, where a Lammie or Loresheet states differently, the Lammie/Loresheet overrules the rules as 

written. 

Remember, if you have a temporary resistance to a spell or effect, you must call ‘Resist’. If you are immune, you must call ‘No Effect’. Referees and NPCs may also use 

the additional calls to modify any spell detailed in this document: 

− All in the sound of my voice, <X> 

Anyone hearing the spell announced after will be affected by it, unless resisted. Mass spells can only be resisted with either Spell Guard or Nullify Magic. 

− Global 

Signifies that the effect is affecting all locations, e.g. ‘Global Fire Dart’ 

− Innate <X> 

A form of casting spells, that does not require the full verbal to be given. Instead the verbal is typically: ‘By my power, Innate <X>’. 

− Irresistible <X>  

Signifies that the spell effect cannot be resisted by any means. 

− Mass <X> 

The next call effects everyone within sight of the Ref who heard the call. This is not a spell call, though the effect after it might be. It is to simulate effects of 

monsters or creatures. 
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USING MAGIC 

OVERVIEW 
In general, there are two levels of magic that are attainable in game; Low Magic and High Magic. Anyone with the Scholar skill can learn Low Magic spells, whilst anyone 

with the Sage skill can also learn High Magic. Note: the Sage skill cannot be purchased at character creation. 

Other than the spells you automatically learn when buying the Scholar/Sage skill, any additional spells or spell cards must be purchased at character creation, or during 

downtime.  

Everyone who has the ability to cast magic automatically knows how to cast the cantrip Sigil, which does not take up any of your known spell slots. 

VERBAL COMPONENT 
Casting spells always require a verbal component and spell cards. The verbal component will differ depending on the spell level and the Sphere of magic. If you gain 

more than one sphere on magic, you may choose which verbals you wish to use, or cast all spells with one sphere (except Void spells). 

Scholars & Sages may use their sphere of magic when casting known universal spells. 

Spell verbals for each sphere of magic are detailed below: 

UNIVERSAL MAGIC: 

Low Magic: By the Power of Magic, <effect>! 

High Magic: By the High Power of Magic, <effect>! 

MAGIC SPELLS 

Low Magic: By the Power <Sphere>, <effect>! 
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High Magic: By the High Power of <Sphere>, <effect>! 

ASCENDED SPELLS 

Elementalist: By the [Ascended] Power of Magic and the Elemental Spheres, <effect>! 

Mage: By the [Ascended] Power of Magic and of the Runes, <effect>! 

Paragon: By my bond and the [Ascended] Power of <patron>, <effect>! 

Vision/Wraith: By the [Ascended] Power of Magic and the Spiritual Realms, <effect>! 

RACIAL SPELLS 

By the Power of my <race>’s ancestors, <effect>! 

RESTRICTED VOID MAGIC 

Low: By the Power of the Void, <effect>! 

High: By the High Power of the Void, <effect>! 

COSTS 
Every character who has the ability to cast spells will be designated a number of coloured spell cards for each day they are in Vale. The number of spell cards will be 

dependent on your level of magic and other purchasable skills during character creation and downtime. 

Spell cards must be marked with your Sigil each day and cannot be traded; they are an out of character resource and giving your cards to another character use 

themselves is considered cheating! If any card used to cast a spell does not have a Sigil, the spell will fail; Wedge Leaders, beware! 

To cast a spell, the caster must use the spell vocals for the spell they are using and clearly identify and gesture towards their target. Upon completion of the spell the 

caster must tear up spell cards based on the level of the spell. Some spells require spell cards to be passed on to another person. In these instances, the cards are torn on 

use by the recipient of the cards. Spells cost the following amounts to cast: 
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• Cantrip: 0 Spell Cards 

• Low Magic: 1 Spell Card 

• Dismiss Spells: 2+ Spell Cards  

• High Magic: 3 Spell Cards 

WEDGE 
A wedge is a manoeuvre that allows some spells to be amplified. A wedge is made up of multiple casters with a single caster at the wedge’s focus. All casters must know 

the dismiss spell and be able to cast it. 

Members of the wedge may pass forward any number of spell cards to the focus of the wedge and place one hand on the shoulder of the focus, or another caster 

already in the wedge formation. The focus checks and counts the number of cards, adding the minimum requirement of their own cards needed to cast the spell.  

The focus may then cast the spell, the rank being the number of spell cards used to cast the spell, multiplied by two. If needed, the focus may leave the wedge to cast 

the spell but may not travel any further than 10 feet. However, if any spell card they use to cast the spell does not have a Sigil marked on it, the spell will fail and cannot 

be cast. 

CONCURRENT MAGICAL EFFECTS 
You cannot have more magical effects running on you than you have Event Soul Shards. Magical effects in this way include: 

• Spells with a duration longer than 30s 

• Rites; where you are the beneficiary 

• Rituals; where you are the beneficiary 

• Artifacts and Relics bound to you 

• Magical servants (familiars, summoned creatures, etc) 

Rites, Rituals, Artifact and Relic items, and Mage familiars may use permanent soul shards, reducing the overall number of concurrent magical effects permanently. 

Further if those soul shards are lost at an event, it may make the associated effect inactive. 
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SPELL STACKING 
No spell can be recast for a duplication or additional effect, from whatever source (be it spell, scroll, rite, ritual, potion). This primarily effects skills that provide armour 

or spell guards but is not limited to just them. 

Spells that are specifically affected are: 

Iron Body, Rune of Shielding, Firm Resolve, Mage Armour, and Mage Guard. 
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BASIC SPELL LISTS 

UNIVERSAL MAGIC 
Universal Magic is accessible by all that have the power to wield Magic. 

Spell [Class] Cost Vocal / Effect Range Duration 

Sigil 
[Mental] 

0 By my Power, Sigil! 

A caster places their mark on a specially prepared paper to empower it with magic. This power lasts 
until the card is used, or Dawn, whichever comes first. 

Touch Until Dawn 

Detect Magic 
[Universal] 

1 By the Power of Magic, Detect Magic! 

Anyone in range of the spell must clearly state ‘Ping!’ if you or any item you are carrying counts as 
Magical. The spell may be resisted. 

30 feet Instant 

Spell Guard 
[Universal] 

1 By the Power of Magic, Spell Guard! 

The caster may nullify a low magic spell cast at them. The caster must begin casting the spell within 3 
seconds, and you can cast this spell even if the effect that you are resisting would prevent you from 
doing so. This cannot be used to resist Dismiss <X>, or Fatal effects. 

Self Instant 

Dispel Magic 
[Universal] 

1 
 

By the Power of Magic, Dispel Magic <X>! 

The designated spell is removed from the target. The spell must be correctly identified to be removed. 

Touch 
10’ 
(Wedge) 

Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Aura of Protection 
[Universal] 

1 Chanting: By the Power of Magic, I claim Aura of Protection! 

Whilst chanting the caster is immune to mundane weapon damage. Interrupting the caster will end the 
spell 

Self Chant Ends 
Max 5 mins 

Nullify Magic 
[Universal] 

3 By the High Power of Magic, Nullify! 

The caster may nullify a single spell cast at them. The caster must begin casting the spell within 3 
seconds, and you can cast this spell even if the effect that you are resisting would prevent you from 
doing so. This cannot be used to resist Dismiss <X>, or Fatal effects. 

Self Instant 
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SPHERE OF BODY 
Once known as Matter magic, it now appears to that this was an oversimplification of its purpose. 

Spell [Class] Cost Vocal / Effect Range Duration 

Detect Race 
[Universal] 

1 By the Power of Body, Detect <X>! 

Anyone of the specified Race in range of the spell must clearly state ‘Ping!’. The spell may be resisted. 

10 feet Instant 

Iron Skin 
[Physical] 

1 By the Power of Body, Iron Skin! 

The casters skins take on a hardness as it is infused by magic. For the duration of the spell they have +1 
Natural Armour. This can take you above the normal maximum of +3 from any source.  

Self 30 secs 

Read the Signs 
[Universal] 

1 By the Power of Body, I Read the Signs of the Future! 

The caster may attempt to stop a rite from failing. In the casting of this spell they must use some prop to 
signify their attempt to scry, being one of: entrails, tea leaves, casting runes or bones, or other 
appropriate forms. You must begin this spell whilst the Rite is being cast and must maintain 
Concentration until the beads are drawn. If the bead draw is Black, then all beads are returned, and a 
second draw will take place. The second draw always counts. 

10 feet Varies 

Rune of Shielding 
[Physical] 

1 By the Power of Body, I grant the Rune of Shield! 

The caster writes a Rune on a piece of armour. That armour gains +1 Magical AV in that location until it 
is lost. Something should be attached to the armour to signify that a Rune has been placed. You cannot 
have more than one Rune of Shielding running at the same time. When armour is repaired the magic 
will refresh until dawn the next day. 

Touch Until Dawn 
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Spell [Class] Cost Vocal / Effect Range Duration 

Enchant 
[Universal] 

1 By the Power of Body, I Enchant <X>! 

The caster enchants an item protecting it from being subject to a shatter effect. The caster must attach 
a red ribbon marked with their caster’s mark to the item that is so enchanted. 

Touch Used/Dawn 

Dismiss 
[Physical] 

2+ By the High Power of Body, I dismiss you, Rank <X>! 

The caster may commit two or more spell cards to casting the spell. The dismiss rank is the total number 
of spell cards used to cast the spell, multiplied by two. This value may be increased using a Wedge and 
spell cards from other casters 

30 feet Instant 

Curse of Decay 
[Spiritual] 

3 By the High Power of Body, I curse you with decay! 

The target cannot receive healing of any kind (spiritual or surgical) until the curse is removed. This spell 
remains on the target after Rebirth but will be lost at dawn. 

Touch Until Dawn 

Firm Resolve 
[Universal] 

3 By the High Power of Body, I grant you Firm Resolve! 

The caster hands two completed spell cards to the target. They may use them to cast Spell Guard, using 
the verbals below. Those spell guards can be cast by anyone in any amount of armour. 

By my Firm Resolve, Spell Guard! 

Touch Used/Dawn 
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SPHERE OF FIRE 
One of the three Elemental Spheres of Magic. 

Spell [Class] Cost Vocal / Effect Range Duration 

Blast of Fire 
[Physical] 

1 By the Power of Fire, I knock you back! 

The target is forced back 30’ or 30 steps from the caster. 

10 feet Instant 

Chains of Fire 
[Physical] 

1 By the Power of Fire, I root you! 

The target’s feet are rooted to the spot and they cannot move from that spot for the duration. If you are 
in an unstable position, you may shift your feet to gain a stable position. 

30 feet 10 secs 

Fire Shield 
[Elemental] 

1 By the Power of Fire, Fire Shield! 

The caster becomes immune to all spells from the Fire Sphere but cannot cast any other Fire spells for 
the duration. The caster is also immune to Flaming/Fire damage 

Self 30 secs 

Fire Weapon 
[Elemental] 

1 By the Power of Fire, I imbue this weapon with Flame! 

The target weapon strikes for ‘Flaming’ for the duration of the spell. Unless specified otherwise by a 
Lammie or Loresheet, the blows are Magical.  

Touch 30 secs 

Fumble 
[Mental] 

1 By the Power of Fire, Fumble! 

Anything the target holds in their hands becomes too hot to handle. The target must release any items 
allowing them to fall to the ground. If it can’t be dropped for any legitimate reason, it must not be used 
for 3s. 

30 feet Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Disintegrate 
[Physical] 

3 By the High Power of Fire, I disintegrate that <X>! 

The designated item is turned to ash and cannot be repaired. The item can no longer be used for 
anything (including parrying). Not just restricted to armour and weapons. 

30 feet Instant 

Fire Dart 
[Physical] 

3 By the High Power of Fire, Fire Dart, Through <X>! 

Does 3 points of Flaming (magical) damage to the stated location. 

30 feet Instant 
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SPHERE OF ICE 
One of the three Elemental Spheres of Magic. 

Spell [Class] Cost Vocal / Effect Range Duration 

Blast of Ice 
[Physical] 

1 By the Power of Ice, I knock you back! 

The target is forced back 30’ or 30 steps from the caster. 

10 feet Instant 

Ice Shield 
[Elemental] 

1 By the Power of Ice, Ice Shield! 

The caster becomes immune to all spells from the Ice Sphere but cannot cast other Ice spells for the 
duration. The caster is also immune to Ice/Cold damage 

Self 30 secs 

Ice Weapon 
[Elemental] 

1 By the Power of Ice, I imbue this weapon with Ice! 

The target weapon strikes for ‘Cold’ for the duration of the spell. Unless specified otherwise by a 
Lammie or Loresheet, the blows are Magical. 

Touch 30 secs 

Fumble 
[Mental] 

1 By the Power of Ice, fumble! 

Anything the target holds in their hands becomes too cold to handle. The target must release any items 
allowing them to fall to the ground. If it can’t be dropped for any legitimate reason, it must not be used 
for 3s. 

30 feet Instant 

Shackles of Ice 
[Physical] 

1 By the Power of Ice, I root you! 

The target’s feet are rooted to the spot and they cannot move from that spot for the duration. If you are 
in an unstable position, you may shift your feet to gain a stable position. 

30 feet 10 secs 
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Spell [Class] Cost Vocal / Effect Range Duration 

Freeze 
[Physical] 

3 By the High Power of Ice, I freeze you! 

The target of the spell is frozen in ice and cannot move in any way. They are immune to melee damage 
but cannot resist for the spells for the duration. If struck with a Shatter effect, the spell immediately 
ends and the target takes a Mortal Wound to the Chest. 

30 feet 30 secs 

Ice Dart 
[Physical] 

3 By the High Power of Ice, Ice Dart, Through <X>! 

Does 3 points of Cold (magical) damage to the stated location. 

30 feet Instant 
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SPHERE OF LIGHTNING 
One of the three Elemental Spheres of Magic. 

Spell [Class] Cost Vocal / Effect Range Duration 

Blast of Lightning 
[Physical] 

1 By the Power of Lightning, I knock you back! 

The target is forced back 30’ or 30 steps from the caster. 

10 feet Instant 

Fumble 
[Mental] 

1 By the Power of Lightning, fumble! 

Powerful lightning shock runs through the target’s hands. The target must release any items allowing 
them to fall to the ground. If it can’t be dropped for any legitimate reason, it must not be used for 3s. 

30 feet Instant 

Lightning Shield 
[Elemental] 

1 By the Power of Lightning, Lightning Shield! 

The caster becomes immune to all spells from the Lightning Sphere but cannot cast other Lightning 
spells for the duration. The caster is also immune to Lightning damage 

Self  30 sec 

Lightning Weapon 
[Elemental] 

1 By the Power of Lightning, I imbue this weapon with Lightning! 

The target weapon strikes for ‘Lightning’ for the duration of the spell. Unless specified otherwise by a 
Lammie or Loresheet, the blows are Magical.  

Touch 30 sec 

Shocking Grasp 
[Physical] 

1 By the Power of Lightning, I root you! 

The target’s feet are rooted to the spot and they cannot move from that spot for the duration. If you are 
in an unstable position, you may shift your feet to gain a stable position. 

30 feet 10 secs 

Lightning Dart 
[Elemental] 

3 By the High Power of Lightning, Lightning Dart, Through <x>! 

Does 3 points of Lightning (magical) damage to the stated location. 

30 feet Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Repel 
[Physical] 

3 Chanting: By the High Power of Lightning, I repel you! 

The caster must raise their hand in a halting motion, and continuously chant the spell vocals 

The target is pushed away from the caster by 35 feet and cannot re-approach whilst concentration is 
maintained. This is designed so that you are out of range of another spell effect. If the caster moves 
forward, you must move away from them. Once the casting stops, the spell lasts an additional 30s. 

30 feet Max 5min 
30s 
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SPHERE OF MIND 
Once this was the spheres of Mind and Conjuration, but since the merging of the two halves of this Sphere, Outsiders can no longer be specifically targeted. However, all 
races are now vulnerable to the magic of this Sphere 

Spell [Class] Cost Vocal / Effect Range Duration 

Detect Outsider 
[Universal] 

1 By the Power of Mind, Detect Outsider! 

Anyone of the creature type Outsider in range of the spell must clearly state ‘Ping!’. The spell may be 
resisted. 

10 feet Instant 

Paranoia 
[Mental] 

1 By the Power of Mind, I confuse you! 

The target believes any creature within 10’ of them is out to kill them and should act appropriately. 

30 feet 10 secs 

Fear 
[Mental] 

1 By the Power of Mind, I fear you! 

The target of the spell must run away from the caster for 30 feet or 30 steps 

30 feet Instant 

Distract 
[Mental] 

1 By the Power of Mind, I distract you! 

For 10s (or until struck) the target’s full attention is concentrated on what is directly behind them. 

30 feet 10 secs 

Charm 
[Mental] 

1 By the Power of Mind, I charm you! 

The target believes that the caster is an ally that must be defended for 10 seconds. If the caster attacks 
the target, then this effect immediately ends. 

30 feet 10 secs 

Dismiss 
[Spiritual] 

2+ By the High Power of Mind, I dismiss you, Rank <X>! 

The caster may commit two or more spell cards to casting the spell. The dismiss rank is the total number 
of spell cards used to cast the spell, multiplied by two. This value may be increased using a Wedge and 
spell cards from other casters 

30 feet Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Dominate 
[Mental] 
 

3 By the High Power of Mind, I dominate your mind! 

The target becomes a loyal subject of the caster and will do whatever is asked of them. If you are 
uncomfortable about what is asked of your please report it to a ref immediately. 

The dominate spell can be used to cause a target to attack themselves or others. When attacking 
yourself, the worst you can do is cause a mortal wound. (There is no self-execution skill). 

You cannot be dominated to tax your own powers i.e. you cannot dominate a warrior that can do fatal, 
to fatal someone. Powers in this statement is any profession skill that you personally have i.e. spells, 
techniques, specialist points, rites cards, etc. It does not include any temporary effects granted by 
crafted items/rites/rituals/magic items and the like. 

A dominated creature will hand over any resources they are carrying if asked for but cannot hand over 
items that are bound to them. 

A dominated creature may use their skills should they believe that it would be in their best interests. 

30 feet 30 secs 

Paralyse 
[Physical] 

3 By the High Power of Mind, I paralyse your body! 

The target is paralysed in by the presence of the caster and cannot move for 30 seconds. If you are in a 
dangerous position, you may adjust your stance by a couple of feet to make a stable position but must 
take the 30s from your adjusted position. Note: This spell is physical 

30 feet 30 secs 
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SPHERE OF SPIRIT 
Once this was the spheres of Spirit and Necromancy, but since the merging of the two halves of this Sphere, Unliving can no longer be specifically targeted. However, all 
races are now vulnerable to the magic of this Sphere 

Spell [Class] Cost Vocal / Effect Range Duration 

Detect Spirit 
[Universal] 

1 By the Power of Spirit, Detect Spirit! 

Anyone of the creature type Spirit in range of the spell must clearly state ‘Ping!’. The spell may be 
resisted. 

10 feet Instant 

Agony 
[Mental] 

1 By the Power of Spirit, Agony! 

Pain courses through the target hampering their ability to cast spells and use techniques for the 
duration. You may defend yourself, and act appropriately. 

30 feet 10 secs 

Coup de Grace 
[Spiritual] 

1 By the Power of Spirit, Coup de Grace! 

A target who is has taken a Mortal Wound has their Death Count finished instantly 

Touch 10 secs 

Choke 
[Mental] 

1 By the Power of Spirit, Choke! Chanting: Choke! 

Whilst the caster continues to chant, holding out one arm in a grasping hand, the target will continue to 
choke. This spell can be ended by either the caster being attacked, stopping their choke action,  moving 
away from their original position, or the target being moved out of line of sight of the caster. 

30 feet Variable 
Max 5m 

Heal  
[Spiritual] 

1 By the Power of Spirit, I heal this <location>! 

The caster must place their hand over the wounded location (limb/head/body) for 10 seconds, repairing 
it. This can only be used to heal a location that has a Wound and cannot be used to restore additional 
hits or Natural Armour. 

Touch 10 secs 
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Spell [Class] Cost Vocal / Effect Range Duration 

Dismiss 
[Spiritual] 

2+ By the High Power of Spirit, I dismiss you, Rank <X>! 

The caster may commit two or more spell cards to casting the spell. The dismiss rank is the total number 
of spell cards used to cast the spell, multiplied by two. This value may be increased using a Wedge and 
spell cards from other casters 

30 feet Instant 

Wrack 
[Mental] 
 

3 By the High Power of Spirit, I wrack you with pain! 

Pain courses through the target and they must writhe on the ground for the duration of the spell. You 
can neither defend nor make offense actions during the duration 

30 feet 30 secs 

Wraithform 
[Spiritual] 

3 By the High Power of Spirit, I enter Wraithform! 

The target enters a higher plane of existence. In this form they cannot speak, cause any offensive action 
via items, spells or techniques other than those granted by a Wraithform Lammie. Whislt in Wraithform, 
the caster may cross any barrier unless specified otherwise by a Lammie. 

To enter this form, you must speak to your camp ref, who will issue you with bands for your arms, and 
glow sticks if you are going at night. Once you have spoken to the ref, you are in Wraithform for a period 
of 2 hours. You will be given a Dismiss Rank (DR) by the Ref, in the form of a Wraithform Lammie, based 
on your characters abilities. You may travel where you wish within the boundaries of the game, 
including the Ritual Circle if you so desire.  

If you do not return to your Camp Ref within the time period of the spell you will lose 1 Soul Shard. If 
you are subject to a Dismiss Spell which exceeds your DR you will die and lose 1 Soul Shard to the 
Caster/Wedge Leader. If you enter the presence of the Eternal Reign of the opposing faction, you will 
die and lose 2 Soul Shards to the Camp Ref of that faction. Whilst in Wraithform you are immune to all 
spells and effects except for Dismiss. 

Self 2 hours 
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SPECIALIST SPELL LISTS 

ELEMENTALIST 
When combined the three spheres of Fire, Lightning, and Ice can perform spells of terrible power. Elementalist’s power their spells with Ascension Cards. 

Spell [Class] Cost Vocal / Effect Range Duration 

Elemental Weapon 
[Elemental] 

1 By the Ascended Power of Magic and the Elemental Spheres, I imbue this weapon with the power of the 
elements! 

Imbues the casters weapons with elemental power, causing any blow from the weapon to deal Magic 
Through for the duration. Only the caster of this spell may use this weapon. 

Self 30 secs 

Elemental Bolt 
[Elemental] 

1 By the Ascended Power of Magic and the Elemental Spheres, Elemental Bolt, FATAL! 

Causes a chest wound to target creature. This is the Fatal effect. 

30 feet Instant 

Dismiss 
[Physical] 

2+ By the Power of Magic and the Elemental Spheres, I dismiss you, Rank <X>! 

The caster may commit two or more spell cards to casting the spell. The dismiss rank is the total number 
of spell cards used to cast the spell, multiplied by two. This value may be increased using a Wedge and 
spell cards from other casters 

30 feet 30 secs 

Elemental Blast 
[Elemental] 

3 By the Ascended High Power of Magic and the Elemental Spheres, Elemental Blast, LETHAL! 

Causes all locations on the target creature to be wounded. This is the Lethal effect. Because all areas are 
wounded simultaneously, you are immediately driven from The Vale (as per rules on overwhelming 
damage). The spell cannot be reduced by the skill of Signature Spell. 

30 feet Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Elemental Guard 
[Elemental] 

3 By the Ascended High Power of Magic and the Elemental Spheres, Elemental Guard! 

The caster gains +1 magical armour in each location. Whilst protecting it also grants the caster immunity 
to fire, lightning, and ice damage from weapons or dart spells. 

Self 1 hour 
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MAGE 
As Mages learn Ritual, they gain access to new ways to defend themselves. It is their inner knowledge of ritual runes which grants such protection 

Spell [Class] Cost Vocal / Effect Range Duration 

Mage Shield 
[Universal] 

1 By the Power of (sphere), I grant myself Magic Shield! 

The caster become immune to Flaming/Cold/Lightning melee damage for the duration of the spell, but 
not, Mundane or Relic. This spell cannot be subject to the Extend Spell skill. 

Self 30 secs 

Counter Magic 
[Universal] 

1 By the Power of (sphere), I counter that spell! 

The caster stops an incoming spell of low magic spell to themselves, or an allied faction member who is 
within 10 feet of them. This requires a gesture of raising your hand in the air palm outward to the spell. 
The spell must be started within 3 seconds, and the spell card torn after. 

10 feet 30 secs 

Mage Armour 
[Universal] 

1 By the Power of (sphere), I grant myself Mage Armour! 

The caster gains +1 magical armour in each location for the duration of the spell. 

Self 1 hour 

Mage Guard 
[Universal] 

3 By the High Power of (sphere), I grant myself Mage Guard! 

The caster gains +1 natural armour in each location for the duration of the spell. This can take you over 
the normal maximum for natural armour. 

Self 1 hour 
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PARAGON 
With the right backing it is possible to make a spell that would normally just paralyse you; kill. 

Spell [Class] Cost Vocal / Effect Range Duration 

Petrify 
[Physical] 

3 By my bond and the Ascended Power of <Patron>, Petrify! 

The target is paralysed in fear by the presence of the caster and cannot move for 30 seconds; after 
which they take a Fatal effect. If you are in a dangerous position, you may adjust your stance by a 
couple of feet to make a stable position. 

30 feet 30 sec 
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RACIAL SPELLS 
Some Races have an innate connection to magic and may access certain spells that may otherwise be unavailable. 

Spell [Class] Cost Vocal / Effect Range Duration 

Eldritch Light 
[Physical] 

1 By the Power of my <Race> ancestors, I cast Eldritch Light! 

The caster produces a light based on their race. This has the potency of a glow stick, and the spell lasts 
as long as the phys-rep 

Self Varies 

Mend 
[Physical] 

1 By the Power of my <Race> ancestors, body, I mend this item! 

The caster touches a broken item and it will Mend over the course of 30s. Mend will only work on non-
Magical items if they were affected by Shatter effects. Any item that has been disintegrated cannot be 
mended with this spell. 

Touch 30 secs 

Hard Shield 
[Physical] 

1 By the Power of my <Race> ancestors, I grant myself Hard Shield! 

The caster is wrapped in magic and protected from non-magical arrows for 30s. Whilst protected they 
cannot be subject to associated techniques, unless they are from a magical source. 

Self 30 Secs 

Reflect 
[Universal] 

1 By the Power of my <Race> ancestors, Reflect X! 

The caster takes a spell directed at them and reflects it back at the original caster. This can only work on 
low magic spells, which can normally be resisted. You cannot resist your own spell. 

Self Instant 

Strong Grip 
[Physical] 

1 By the Power of my <Race> ancestors, I defy you, Strong Grip! 

The caster resists an attempt to remove items from their grasp. This effect can stop any spell or effect 
that targets their own hands; disarm, fumble, or even a Dominate worded like that. It is an instant 
effect, so multiple might be needed to stop Dominate working. 

Self Instant 
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Spell [Class] Cost Vocal / Effect Range Duration 

Deflect 
[Universal] 

3 By the High Power of my <Race> ancestors, I deflect that spell. Innate <X>! 

The caster takes a spell directed at them and redirects it to a different target in range. This can only 
work on low magic spells, which can normally be resisted. 

Self Instant 
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VISION/WRAITH SPELLS 
With the right backing it is possible to tap into the spiritual realms and achieve a greater form of healing, normally only available to Monsters. 

Spell [Class] Cost Vocal / Effect Range Duration 

Regeneration 
[Spiritual] 

1 By the Ascended Power of Magic and of the Spiritual Realms, I grant you/myself regeneration!! 

The target may regenerate once they take their first Mortal Wound, unless that wound was caused by a 
Mithril weapon. It will instantly repair all wounds to 1HP, and 1 point of Natural Armour 

The caster must write ‘Regeneration’ on the spell card which is torn when the regeneration is triggered. 
When used on another creature, the card is given to the character to tear on use. This is a healing spell 

Touch Until dawn 

Legendary 
Regeneration 
[Spiritual] 

3 By the Ascended Power of Magic and of the Spiritual Realms, I grant you/myself legendary 
regeneration!! 

The target may regenerate the first Mortal Wound they take, unless that wound was caused by a 
Mithril weapon. It will instantly repair all wounds to 1HP and all points of Natural Armour. 

The caster must write ‘Legendary Regeneration’ on the spell card which is torn when the regeneration 
is triggered. When used on another creature, the card is given to the character to tear on use. This is a 
healing spell 

Touch Until dawn 
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RESTRICTED/REF ONLY 
These spells will typically only be used by a REF or NPCs. The removal of soul shards in most of these spells are at a Ref’s discretion; only if they approach you for them, 
should you hand them over. 

Spell [Class] Cost Vocal / Effect Range Duration 

Atone 
[Void] 

1 By the Power of the Void, you will Atone! 

The target is stripped of skills (but not spells or techniques) and cannot use them for the duration. This 
removes one soul shard. Dispel Magic will not remove this effect 

Touch Ref 
Discretion 

Relinquish <X> 
[Void/Spiritual] 

1 By the Power of Spirit Magic/the Void, I relinquish you of <X>! 

You lose one of Sight, Sound, or Voice, as per the spells of Blind, Deaf, or Mute. Further you lose one 
temporary soul shard.  

Touch 30 secs 

Repent 
[Void] 

1 By the Power of the Void, you will Repent! Irresistible! 

The target is stripped of spells and techniques (but not skills) and cannot use them for the duration. This 
removes two soul shards. You should hand these to a Ref at the earliest convenient time. You cannot 
cast a spell to resist this effect. Dispel Magic will not remove this effect.  

Touch Ref 
Discretion 

Wound <X> 
[Elemental] 

1 By the Power of the Void, I wound your <X>! 

The specified location is reduced to 0HP. This ignores armour from all sources and does not damage it. 

30 feet Instant 

Absolve 
[Void] 

3 By the High Power of the Void, I absolve you! Irresistible! 

The target is stripped of all spells, techniques, skills, racial abilities until they are cured. This temporarily 
removes three soul shards. You should hand these to a ref at the earliest convenient time. You cannot 
cast a spell to resist this effect. Dispel Magic will not remove this effect. This will only be used by Refs 

30 feet Ref 
Discretion 
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Spell [Class] Cost Vocal / Effect Range Duration 

Nullify Time 
[Void] 

3 By the High Power of the Void, I nullify time! Time Freeze! 

Time stops in the designated area and the caster is free to move and perform actions, as are those that 
resisted the spell. This will only be used by Refs 

30 feet, 
Area 

Ref 
Discretion 

Strikedown 
[Void] 

3 By the High Power of the Void, I strike you down! Irresistible! 

The target immediately takes a wound to all locations, reducing them to 0HP, bypassing armour and 
spells. This cannot be countered, and soul shards may be lost at the discretion of the Ref 

30 feet Instant 
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