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1 CONJURATION

1.2 Conjurationlevel 2

1 Conjuration

The Schoolof Conjurationdealswith the summo-
ning of magicalpowersor beings.

1.1 Conjuration level 1

Black Sewant

Deathlevel 2

Ritual

Magic GemCost: 3
(cannotbe castunderwater)

TheBlack Senantis a creaturemadeout of solid
darknessilt is stealthyandis often usedto scout
enemyprovinces.

TangleVines

Naturelevel 1
FatigueCost: 20-
Range: 11+
Areaof Effect: 1
Precision:2

Vines will ensnarearyone in the targetedarea.
Theensnaredictims cannotmove or attackanyo-
ne until they have destryed the vines holding
them. The strongera victim is, the fasterthe vi-
neswill bedestryed.

AwakenVine Men

Naturelevel 1

Ritual

Magic GemCost: 1
Numberof Effects:2
(cannotbe castunderwater)

ThemageawakenssomeVine Men andpersuades
themto sene him. Vine Men aremasse®f roots,
vinesandmossin thegeneraform of ahumanoid.
Vine Men will returnto their slumberingstateif
left without commandersn thebattle eld.

1.2 Conjuration level 2

SummonFire Drake

Firelevel 2

Ritual

Magic GemCost:11
(cannotbe castunderwater)

The castersummonsa Fire Drake andbindsit to
his service.The Drake is a hugeandscalybeast,
ableto breathere likeadragon.

Bind Scorpion Beast

Firelevel 1

Earthlevel 1

Ritual

Magic GemCost:5
(cannotbe castunderwater)

The castersummonsandbindsa hugescorpion.

Summon Storm Power

Air level 1

FatigueCost: 10-

Areaof Effect: Caster
(cannotbe castunderwater)

&S

During a stormthis spell canbe usedto channel
the power of the storm throughthe mage. This
enableghe mageto castmorepowerful air magic
spells(air magicbonus:1). This spellonly works
duringa storm.

SummonWyvern

Air level 2

Ritual

Magic GemCost:11
(cannotbe castunderwater)

&S

The Castersummonsa Wyvernandbindsit to his
service.The Wyvern is a large, scaly beastwith
leatherywingsandapoisonstinger



1 CONJURATION

1.3 Conjurationlevel 3

SummonWater Power

Waterlevel 1
FatigueCost: 20-
Areaof Effect: Caster

Themagegatherpowerfrom thesurroundingva-
terto enablehim to castmorepowerful waterma-
gic spells(watermagicbonus:1). This spell can
only becastunderwatet

Summonlce Drake

Waterlevel 2

Ritual

Magic GemCost: 11
(cannotbe castunderwater)

The castersummonsan Ice Drake andbindsit to
his service.The Drake is a hugeandscalybeast,
ableto breatheboltsof frost.

Summon SeaSerpent

Waterlevel 2
Ritual
Magic GemCost: 11

Thecastersummonsa SeaSerpenandbindsit to
his service.The Serpenis a hugeandscalybeast
with a deadlybite. It cant leave the sea.

SummonCave Drake

Earthlevel 2

Ritual

Magic GemCost:11
(cannotbe castunderwater)

Thecastersummonsa Cave Drake andbindsit to
his service.The Drake is a hugebeastwith incre-
dibly thick scales.

Dark Knowledge

Deathlevel 1
Ritual
Magic GemCost:3

The castersummonsa spirit of the underworld,
coercingfrom it knowledgeof sitesof deathin a
distantprovince.The spellcannotbeusedto nd
magicin enemyprovinces.

SummonHorned Serpents

Naturelevel 2

Ritual

Magic GemCost: 13
Numberof Effects:5
(cannotbe castunderwater)

The magesummonsand binds several large ve-
nomousserpents.

SummonKithair onic Lion

Naturelevel 3

Earthlevel 1

Ritual

Magic GemCost:9
(cannotbe castunderwater)

The castersummons Kithaironic lion andbinds
it to his service.TheLion is largeandhasexcep-
tionally thick hide.

1.3 Conjuration level 3

PhoenixPower

Firelevel 2

FatigueCost: 20-

Areaof Effect: Caster
(cannotbe castunderwater)

This spellenablegshe mageto castmorepowerful
re spells(re magicbonus:1) and also grants
him resistancéo re.



1 CONJURATION

1.3 Conjurationlevel 3

SummonLesserFir e Elemental

Firelevel 2

FatigueCost: 50-

Range: 1

(cannotbe castunderwater)

The castersummonsa LesserFire Elementalto
aidhimin abattle.Fire Elementalsaaredif cult to
harmanddangerouso be near Elementalshrink
whenthey arehit by powerful strikes.

SummonLesserAir Elemental

Air level 2 -
FatigueCost:50- «Iﬁ
Range: 1 h
(cannotbe castunderwater)
Thecasteisummons LesserAir Elementato aid
him in battle.Air Elementalsan y andcansend
enemiesying throughtheair. They arevery dif-
cult to harm.Elementalshrinkwhenthey arehit
by powerful strikes.

Call of the Winds

Air level 2

Ritual /ﬁ
Magic GemCost:5 h
Numberof Effects:20

(cannotbe castunderwater)

Summonsa black hawk, along with and a lar-
ge ock of hawks in a province far away. Black
hawks areintelligentandcancommandroops.

SummonLesserWater Elemental

Waterlevel 2
FatigueCost: 50-
Range: 1

The castersummonsa LesserWater Elemental
to aid him in battle. Water Elementalsare quick
and crushenemiesregardlessof armor Elemen-
talsshrinkwhenthey arehit by powerful strikes.

Voiceof Apsu

Waterlevel 2
Ritual
Magic GemCost: 2

The casterconjuresthe dreamsof Apsu,thefresh
waterunderneathHe hasknowledgeof all sweet
water Thevoiceof hisdreamswhenrightly inter-

preted revealssitesof waterpowerlocatedabove
thesurface.Thedreamswill nd theirwayto eve-
ryoneliving in the province,andthe magicalsites
will nolongerbehidden.

Call Krak en

Waterlevel 3
Ritual
Magic GemCost:3

Summons hugeoctopoidbeasto seneits caller.
Thebeastis aquaticandcannotieave the sea.

SummonEarthpower

Earthlevel 2
FatigueCost: 20-
Areaof Effect: Caster

Theearthwill lendits endurancéo the mage All
earthspellswill belessdemandingo cast(earth
magicbonus:1) andthe magewill be constantly
invigoratedby the earths power (reinvigoration:
4).

SummonLesserEarth Elemental

Earthlevel 2
FatigueCost: 60-
Range: 1

The castersummonsa LesserEarth Elementalto
aid him in battle.EarthElementalsarerobustand
regenerateslamageThey cantrampleenemiesor
strike with mighty sts. Elementalsshrink when
they arehit by powerful strikes.



1 CONJURATION

1.4 Conjurationlevel 4

Power of the Spheres

Astrallevel 1
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Caster

This spell makesthe castermore powerful in all
pathsof magic(magicbonus:1).

Revive Bane

Deathlevel 2

Ritual

Magic GemCost:8
(cannotbe castunderwater)

With this ritual the necromancerevives a bane
andbindshim to his service.The baneis intelli-
gentandshareshis masters motives.

AwakenVine Ogre

Naturelevel 3

Ritual

Magic GemCost: 1
(cannotbe castunderwater)

The mageawakensa Vine Ogreand persuade#

to sene him. The Vine Ogreis a strangecreatu-
re composeaf roots,vinesandmoss.They have
thegeneraform of alarge humanoidVine Ogres
will returnto their slumberingstateif thereareno
commandersnthebattle eld.

Call of the Wild

Naturelevel 3

Ritual

Magic GemCost: 15
Numberof Effects:20

Summonsa werevolf anda large packof wolves
in a distantprovince. The werevolf is underthe
commandof its summoner

1.4 Conjuration level 4

SummonSummer Lions

Firelevel 3

Ritual

Magic GemCost: 15
Numberof Effects:5
(cannotbe castunderwater)

The castersummonsand binds ve SummerLi-
ons.The SummerLion is oneof thefour seasonal
spirits. It is a large etherealion radiatingheatli-
kethesummersun.It is amagical mindlessheing
thatmustbe commandedby amage.

Summon Spring Hawks

Air level 3

Ritual /a
Magic GemCost: 10 h
Numberof Effects:5

(cannotbe castunderwater)

Thecasteisummonsndbinds ve SpringHawks.
The SpringHawk is oneof the four seasonaspi-
rits. It is a large etherealhawvk ableto dischage
lightningbolts.It isamagical mindlessheingthat
mustbe commandedby a mage.

SummonWinter Wolves

Waterlevel 3

Ritual

Magic GemCost:5
Numberof Effects:5
(cannotbe castunderwater)

The castersummonsandbinds ve Winter Wol-
ves. The Winter Wolf is one of the four seasonal
spirits.It is alarge etherealvolf surroundedy an
icy wind. It is amagical mindlessbeingthatmust
becommandedby a mage.



1 CONJURATION

1.4 Conjurationlevel 4

Voiceof Tiamat

Waterlevel 2
Ritual
Magic GemCost:8

The casterconjuresup the dreamsof Tiamat,the
ragingsea.Shehasknowledgeof all thatlies un-
derneaththe sea.The voice of herdreamswhen
rightly interpretedrevealsall sitesof elemental
powerin asea.Thedreamswill nd theirway to
everyoneliving in thatprovince,andthe magical
siteswill nolongerbesecret.

SummonFall Bears

Earthlevel 3

Ritual

Magic GemCost:12
Numberof Effects:5
(cannotbe castunderwater)

The castersummonsand binds ve Fall Bears.
The Fall Bearis one of the four seasonaspirits.
It is alargeethereabear It is amagical,mindless
beingthatmustbe commandedby a mage.

Light of the Northern Star

Astrallevel 3

Battle Enchantment
FatigueCost: 100-
Magic GemCost: 1

This spellmakesall friendly wizardson the batt-
le eld morepowerfulin astralmagic(astralmagic
bonus:1).

Summon ShadeBeasts

Deathlevel 3

Ritual

Magic GemCost:5
Numberof Effects:5

ThecastesummonseveralShadeBeastdo sene
him. ShadeBeastsare black houndswith bared
skulls. They are etherealput arenot aspowerful
asspectreor wights.

SummonLammashtas

Deathlevel 2

FatigueCost: 100-

Magic GemCost: 1

Areaof Effect: Caster
Numberof Effects:2
(cannotbe castunderwater)

Thecastersummongwo Lammashtaso the batt-
le. A Lammashtais a horri ¢ angelicbeingthat
senesthe Lord of the undervorld. They are y-
ing ethereafemalebeingswieldingwraith swords
thatdrainthelife from thosewoundedby its bla-
de. They do not sene the casterbut the Lord of
theundervorld. They will probablynot attackthe
casteratthe startof thebattle.

SummonBog Beast

Naturelevel 2

Waterlevel 2

Ritual

Magic GemCost:5
Numberof Effects:3
(cannotbe castunderwater)

The magesummonsandbindsthreeBog Beasts.
Bog Beastsarelargepoison-spittingcreaturesur
roundedby the noxiousfumesthey breathe.

Strength of Gaia

Naturelevel 3
Earthlevel 1
FatigueCost: 20-
Areaof Effect: Caster

The casterconnecthimselfwith the might of the

living earth.This connectiorngiveshim regenera-
tive abilities, increasedstrength,a rougherskin

andincreasechaturemagic power (naturemagic
bonus:1).



1 CONJURATION

1.5 Conjurationlevel 5

1.5 Conjuration level 5

Will o' the Wisp

Firelevel 1

FatigueCost: 100-

Magic GemCost: 1
Numberof Effects:3
(cannotbe castunderwater)

ThreeWill o' the Wisps are summonedo help
their summonein battle.A Will o' theWispis a
glowing spherejooking like alight from a bright
lantern.In combatit glows with greatintensity
burninganyonenearbylt is verydif cult to hit the
Will o' the Wisp in combatdueto its greatspeed
andsmallsize.

SummonFir e Elemental

Firelevel 3

FatigueCost: 100-

Magic GemCost: 1

Range: 1

(cannotbe castunderwater)

The Castersummonsa Fire Elementalto aid him
in a battle. Fire Elementalsare dif cult to harm
anddangerouso benear Elementalshrinkwhen
they arehit by powerful strikes.

SummonAir Elemental

Air level 3

FatigueCost: 100-

Magic GemCost: 1

Range: 1

(cannotbe castunderwater)

ﬁ

The castersummonsan Air Elementalto aid him
in battle.Air Elementalsan y andcansendene-
mies ying throughtheair. They areverydif cult
to harm.Elementalsshrink whenthey are hit by
powerful strikes.

Wind Ride

Air level 5

Ritual /a
Magic GemCost: 10 =

(cannotbe castunderwater)

The air magesummonsa whirlwind in a provin-

ce of his choice.Thewhirlwind will try to nd a

commandein the province andtransporthim to

wherethe air mageis located.This spellis anef-

fective way to rescuecorneredcommandersut

it canalsobe a very effective way to get enemy
commandersut of theway.

SummonWater Elemental

Waterlevel 3
FatigueCost: 100-
Magic GemCost: 1
Range: 1

Thecasteisummons WaterElementato aid him
in battle. Water Elementalsare quick and crush
enemiesregardlessof armor Elementalsshrink
whenthey arehit by powerful strikes.

SummonEarth Elemental

Earthlevel 3
FatigueCost: 140-
Magic GemCost: 1
Range: 1

The castersummonsan Earth Elementalto aid
him in a battle. Earth Elementalsare robust and
regenerateslamageThey cantrampleenemiesor
strike with mighty sts. Elementalsshrink when
they arehit by powerful strikes.



1 CONJURATION

1.6 Conjurationlevel 6

GhostGrip

Deathlevel 1
FatigueCost: 10-

Range: 17+

Areaof Effect: Oneperson
Numberof Effects:5
Dameage: 25+

(stun)

Precision:3

The castersummonsenegies from beyond the
grave. Theseenegiestarget sometroopson the
battle eld. Thetargetedtroopslosesomeof their
life enegy and becomeexhaustedThe effect of
theghostgrip is reducedoy heary armot

CorpseCandle

Deathlevel 1

Firelevel 1

FatigueCost: 100-

Magic GemCost: 1
Numberof Effects:3
(cannotbe castunderwater)

ThreeCorpseCandlesaresummonedo helptheir

summonein battle.A CorpseCandleis aglowing

sphereappearindik e a light from a bright green
lantern.In combatits light intensi es,andaryone
nearbywill startto decaylt is verydif cult to hit

theCorpseCandlein combatdueto its greatspeed
andsmallsize.

AcashicRecord

Astrallevel 3
Ritual
Magic GemCost: 25

This spellletsthe castertap informationfrom the
memoryof thesphereso revealthepresencef all
magicsitesin a given province. The spell cannot
beusedto nd magicsitesin enemyprovinces.

Howl

Naturelevel 2

FatigueCost: 10-

Areaof Effect: Caster
Numberof Effects:3
(cannotbe castunderwater)

The castersummonssomewolvesto aid him in
battle. The wolveswill comefrom all directions
andmay evenattackthe enemyfrom behind.

Awaken Sleeper

Naturelevel 3

Ritual

Magic GemCost: 10
(cannotbe castunderwater)

Thecastellocatesandawakensa Firbolg from his
eternalsleep.The Firbolg is a hugehumanhero
armedwith ancientweaponswaiting for the nal
cataclysmidbattlethatwill decidethe fate of the
world. The herois awakenedand madeto sene
thecasteruntil thattime. TheFirbolgis anexcep-
tionally goodgeneralandsoldiersunderhis com-
mandwill rarelyberoutedfrom battle.

1.6 Conjuration level 6

SummonValkyries

Air level 4

Deathlevel 1

FatigueCost: 20-

Range: 4+

Numberof Effects:5
Precision:0

(cannotbe castunderwater)

ﬁ

The castersummons ve Valkyriesto aid him in
battle.Valkyriesarefemalevanirandhave theab-
ility to fool humanswith illusions. The valkyries
weregrantedthe ability to y in ancienttimesby
a deadgod who usedthem as messengersf de-
ath.Thevalkyriesstill possesghepowerof ight.

They comearmedandreadyfor battlewhensum-
moned.



1 CONJURATION

1.6 Conjurationlevel 6

Contact Draconians

Air level 3

Ritual /a
Magic GemCost: 45 =

(cannotbe castunderwater)

Thecastesummons tribe of sixteenDraconians
andbindsthemto his service.The Draconiansare

large beingsthat resembleboth humanand dra-

gon.

Contact SeaTroll

Waterlevel 3
Ritual
Magic GemCost: 1

Thecastercontactsa SeaTroll andpersuadebim
to sene in exchangefor the chanceto eata child
or two. SeaTrolls arerobusthumanoidcreatures
of hugesize.They arelargerthanordinaryTrolls
but their skin is softer SeaTrolls are known to
regeneratavoundsandcanenterthe sea.

SeaKing' sCourt

Waterlevel 3
Ritual
Magic GemCost: 45

The castercontactsa SeaKing andhis retinueof

fteen seatrolls. The SeaKing is a powerful wa-
ter magewho may granthumanswaterbreathing
abilitiesif they accompawy him.

Contact Troll

Earthlevel 3

Ritual

Magic GemCost: 1
(cannotbe castunderwater)

The castercontactsa troll and persuade$im to
sene in exchangefor the chanceto eata child
or two. Trolls arerobusthumanoidcreatureswith
stonelile skin. Trolls are known to regenerate
wounds.

Troll King' s Court

Earthlevel 3

Ritual

Magic GemCost:45
(cannotbe castunderwater)

Thecastercontactsa Troll King andhis retinueof
fteen trolls. The Troll King is a powerful earth
magearmedto the teeth.The troll king is in no
way lesspowerful thanhis kin.

Contact Harbinger

Astrallevel 4

Ritual

Magic GemCost: 25
(cannotbe castunderwater)

The castercontactsa heasenly Harbinger The
Harbingers a powerful angelicbeingarmedwith
ahearenlyhornthatwill blastundeadeingswith
divinewrath.Theangelis alsoskilledin air magic
andhaspriestlypowers.

Summon Spectre

Deathlevel 3
Ritual
Magic GemCost: 10

The necromancesummonsthe spectreof a de-
ad mageandbindsit to his service.The Spectral
Mageis intelligent and shareshis masters moti-

ves.

SummonGhosts

Deathlevel 2

Ritual

Magic GemCost:9
Numberof Effects:2+

Ghostsare the soulsof slain humanssummoned
from theunderworld. Ghostsarefrighteningethe-
realbeingsthatcandrainthelifeforce from living
beings.



1 CONJURATION

1.7 Conjurationlevel 7

Summon Sprites

Naturelevel 1

Air level 1

FatigueCost: 100-

Magic GemCost: 1
Numberof Effects:6
(cannotbe castunderwater)

Thecastelsummonsix spritesto aid him. Sprites
aresmallfaerieswith insectwings. They can re

elf shotsthat will make their targetsfall asleep.

Spritesaremagicalbeings.

Contact Lamias

Naturelevel 3

Ritual

Magic GemCost:5
Numberof Effects: 3+
(cannotbe castunderwater)

Thecasteperformstheritesnecessaryo summon
Lamias,serpentvomen,to aid him. Themorepo-

werful themagethemoreLamiaswill arriveto aid

the caster They have amazingregeneratie abili-

ty and,whenkilled, will transforminto blackser

pentsandcontinue ghting. If a Lamiais killed a
secondime, however, shewill remaindead.

Locust Swarms

Naturelevel 3

Ritual

Magic GemCost: 8
(cannotbe castunderwater)

The casterunleasheswarms of locustsupon a
province. The swarms will appearas a natural
event.
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Contact Lamia Queen

Naturelevel 4

Ritual

Magic GemCost: 15
(cannotbe castunderwater)

The casterperformsthe rites necessaryo com-
municatewith andpersuadeLamiaQueento aid
him. The Lamia Queenis an ancientLamia sor
ceresf greatpower. Shecarriesanoathrod that
will destry the mind of thoseit strikes.The La-
mia Queenhasamazingregeneratie ability and,
whenkilled, will transforminto a black serpent
andcontinue ghting. If sheis killed a secondi-
me, however, shewill remaindead.

1.7 Conjuration level 7

Court of Flames

Firelevel 5

Ritual

Magic GemCost: 50
(cannotbe castunderwater)

Thecastercallsuponthe supernaturaiorcesof -
re itself and summonsa King of ElementalFire
accompaniethy fteen FlameChildren.Theking
isamasterf re magicandis surroundedy bla-
zing ames.

Court of Storms

Air level 5 :
Ritual /a
Magic GemCost:50 h
(cannotbe castunderwater)

The castercalls on the supernaturaforcesof the
sky itself andsummonsa Queenof ElementalAir
accompanieddy fteen Sylphs.The queenis a
masterof air magic,can y andis etherealn na-
ture.Thequeercancreateadditionalsylphsto aid
her.



1 CONJURATION

1.7 Conjurationlevel 7

Court of the Waves

Waterlevel 5
Ritual
Magic GemCost: 50

The castercallsthe supernaturalorcesof the sea
itself and summonsa Queenof ElementalWater
accompaniedy fteen Undines.The Queenis a
masterof watermagicanddif cult to damagealue
to her nature.Unlesssheis completelykilled in
one combatround shewill healall her wounds.
Shecannotleave the sea.The Queencan create
additionalundinegto aid her.

Court of Mountains

Earthlevel 5
Ritual
Magic GemCost: 50

The castercalls upon the supernaturaforces of

the earthitself andsummonsa King of Elemental
Earthaccompaniedy fteen earthgnomes.The
king is amasterof earthmagicandphysicallypo-

werful. Theking cancreateadditionalgnomesto

aid him.

Angelic Host

Astrallevel 5

Ritual

Magic GemCost: 50
Numberof Effects:6
(cannotbe castunderwater)

Thecastercontactsaan Arch Angelandasksfor its
aid. The Arch Angelis accompaniedby a hostof
six angelsand may appeaiin a distantprovince.
TheArch Angel,armedwith a aming sword, is a
powerful re mageandpriest.
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SummonMound Fiend

Deathlevel 3

Ritual

Magic GemCost: 28
(cannotbe castunderwater)

The necromancesummonsand binds a Mound

Fiend, an apparitionable to reanimatethe dead
and curse humanswith its hunger The Mound

Fiendis also a powerful deathmagein his own

right. The Mound Fiendis intelligent and shares
his masters motives.

Harvesterof Sorrows

Deathlevel 4
Ritual
Magic GemCost: 20

A Hanesterof Sorrons is SummonedThe Har

vesteris amessengeof deathanddiseaseln the
nightit likesto stalkhumansfeedingon their fe-

arsandpains.A provincein which a Harvesterof

Sorrovs hashiddenitself will suffer an outbreak
of diseas@ndunrestTheHarvestewill alsostalk
andspreadiiseas@mongary military unitsin the
province.

Call Wraith Lord

Deathlevel 5

Ritual

Magic GemCost:40
(cannotbe castunderwater)

The castersummonsa Wraith Lord from the un-
derworld to sene him. TheWraith Lord is the spi-
rit of anancientlord summonedrom the under
world to take physicalform. Wraith Lordsareim-
mortalandwill returnfrom thelandof the deadif
defeatedn battle.The Wraith Lord is a masterof
deathmagic.



1 CONJURATION

1.8 Conjurationlevel 8

Contact Couatl

Naturelevel 1

Astrallevel 1

Ritual

Magic GemCost:40
(cannotbe castunderwater)

Themagecontactsacouatlandpersuades to aid
him. The couatlis a mythic serpentith feathery
wings. They are consideredo be sacredin most
societiesandareknown to be powerful magesand
priests.

Living Castle

Naturelevel 4
Waterlevel 1

Ritual

Magic GemCost: 50

The casterconjuresa castleof living kelp andal-
gae.The castlecanonly be createdin a friendly
sea.This spellcannotbe castabove thewaves.

1.8 Conjuration level 8

Earth Attack

Earthlevel 4
Ritual
Magic GemCost:5

A hugeearthelementalwill appearin a province
of thecasters choice.Hereit will travel underthe
groundandsearcHor enemycommandersWhen
it nds oneit will riseoutof thegroundandstrike
it down. The EarthElementaldisappearsvhenit

hascompleteahistask,orif it cant nd anenemy
commander
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Guardians of the Deep

Waterlevel 6
Ritual
Magic GemCost: 60

Seamonstersill helpthelocal militia defendun-
derwaterprovincesaslongasthisspellis in effect.
A smalllocal defences requiredfor the enchant-
mentto have ary effect. The global enchantment
will lastuntil it is dispelledor the casterdies.

Well of Misery

Deathlevel 6
Ritual
Magic GemCost: 80

This mighty ritual is a blessingto units across
theworld. Diseasesold age,suffering, andpains
are all bereftof someof their essenceAll ma-
lign enegiesare drainedfrom the world andare
concentratedn the Well of Misery, effectively

giving the castera hugeincomeof magicalgems
of death.Tax revenueis slightly increasedn all

countriesin theworld. The spelllastsuntil some-
onedispelsit or the casteries.

Manifestation

Deathlevel 3

Ritual

Magic GemCost:5
(cannotbe castunderwater)

With this spellanAshenAngelis summonedvith
the promiseof an opportunityto kill a comman-
derin this realmandto bring his soul backto the
Lord of the Nethervworld. The AshenAngel will
appeaiin a province of the mages choice.There
is a 50 percentchancethata commandeis dee-
med suitablefor the AshenAngel. If no suitable
commandeis found the Angel will returnto the
mageandkill him instead. A commandethatis
horrormarkedrunsa greaterisk of beingchosen
by the Angel.



1 CONJURATION

1.9 Conjurationlevel 9

Wild Growth

Naturelevel 4
FatigueCost: 40-
Range: 14+
Areaof Effect: 10+
Precision:0

Vinesandrootssproutfrom the ground,grabbing
all enemieswithin reach.Strongtargetswill soon
breakfree from the vines, but wealer onesmay
remainstuckfor alongtime.

Faerie Court

Naturelevel 5

Ritual

Magic GemCost: 40
(cannotbe castunderwater)

The castesummons FaeryQueenandtricks her
into servitude.The Queenis accompaniedy a

court of spritesand can summonmoreif neces-
sary TheFaeryQueenis skilled in natureandair

magicsandis a masterof illusions.

1.9 Conjuration level 9

Call Abomination

Astrallevel 4
Waterlevel 2

Ritual

Magic GemCost: 25

The castersummonsan Abomination from the
netherplanes.The beastis hugeand horrible to
behold,capableof shreddinghe mindsof wealer
beingswith its gaze.
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Legion of Wights

Deathlevel 6

Ritual

Magic GemCost: 30
Numberof Effects:20
(cannotbe castunderwater)

The necromancesummonstwenty wights from
the undervorld to sene him. Wights are power
ful undeadwarriors armedwith banebladesand
full chainarmors.

GhostRiders

Deathlevel 4

Ritual

Magic GemCost:5
Numberof Effects:33

This spell summons33 undeadhorsemened by
a wraith lord of the nethervorld. The horsemen
will wreakhavoc upona province of the casters
choice.Thehorsemerarenot underthecontrolof
theirsummoner

Enchanted Forest

Naturelevel 7

Ritual

Magic GemCost: 90
(cannotbe castunderwater)

Creaturesnadefrom roots, vines and mosswill
rise in the forests.TheseVine Men arereadyto
ght for thegodthathasawakenedthem.The ef-
fectivenes®f the spelldepend®n the strengthof
thegod'sdominionandthegrowth ratein thepro-
vince. The spell lastsuntil someonealispelsit or
the casterdies.



2 ALTERATION

2.1 Alterationlevel 1

2 Alteration

The Schoolof Alteration dealswith changeand
controlover physicalreality.

Air Shield

Air level 1

FatigueCost: 10-

Areaof Effect: Caster
(cannotbe castunderwater)

&

Theair shieldsolidi es theair above the casterto
protecthim from incomingmissiles.

Twist Fate

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

The casterchangeshis future fate. Twist Fatene-
gateghe rst successfustrike againstheonepro-
tectedby this spell.

Hand of Dust

Deathlevel 1
FatigueCost: 10-

Range: 1

Areaof Effect: Oneperson
Damage: 6+

(armor negating)

The left hand of the casterbecomesdeadlyand
turnsanything it touchesto ashesThe spellis li-
mited in power but ignoresarmor A successful
attackroll is requiredto hit thetarget.
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2.1 Alteration level 1

Fir e Resistance

Firelevel 1
FatigueCost: 5-
Areaof Effect: Caster

This spell makesthe castertotally immuneto all
normal re spellsaswell asmostmagicalones.lt
alsonegategheheateffectsof ery creaturesuch
asAbysiansandsalamanders.

ChargeBody

Air level 1 .
FatigueCost: 5- /ﬁ
Areaof Effect: Caster g
When a chaged body is struck in meleecom-
bat, electricity will strike both combatantsThe
damagecausedby the electricalchage is dead-
ly andbypasseshe protectionof armor Oncehit,

the mages body will becomedischagedand, if

themagesurvives,will needto berechaged.

L?g

Thoseaffectedby this spellwill getincreasegbre-
cision. This increaseghe chanceof hitting with
missileweaponr spells.

Aim

Air level 1
FatigueCost: 5-
Range: 6+
Areaof Effect: 1
Precision:5

ResistLightning

Air level 1 -
FatigueCost: 5- /a
Areaof Effect: Caster 4
This spell makes the castertotally immune to
lightning boltsandsimilar electricaleffects.
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2.1 Alterationlevel 1

FalseFetters

Air level 2

FatigueCost: 10-

Range: 12+

Areaof Effect: 2+
Precision:0

(magic resistancenggates)

lllusionary fettersform aroundthe anklesof a li-
mitednumberof units. Thevictimswill notbeab-
le to move or ght until they have overcomethe
fetters'magicresistance.

Cold Resistance

Waterlevel 1
FatigueCost: 5-
Areaof Effect: Caster

Thisspellmakesthecastettotallyimmuneto cold.
It alsoneggatesthe chill effect causedy someun-
deadbeings.

ResistFire

Waterlevel 1
Earthlevel 1
FatigueCost: 10-
Areaof Effect: Caster

This spell makesthe castertotally immuneto all
normal re spellsaswell asmostmagicalones.lt
alsonggategheheateffectsof ery creaturesuch
asAbysiansandsalamanders.

15

Fistsof Iron

Earthlevel 1

FatigueCost: 30-

Range: 1

Areaof Effect: Oneperson
Numberof Effects: 1+
Daméege: 16+

The casterenchantsis handstransformingthem
into pistonsableto strike down eventhelargestof
foes.Theassaullastsonly oneroundandthetar
getedunit mustbein reach.The magicianattacks
thetargetmultiple timeswith increasedkill. The
damageof the spellincreasesvith the strengthof
thecaster

Earth Grip

Earthlevel 1

FatigueCost: 10-

Range: 11+

Areaof Effect: Oneperson
Precision:5

Themageordersthe earthto swallow a singletar-
get. If thetargetis affectedhe will be unableto
move unlesshesucceed# breakingfree.

Earth Might

Earthlevel 2
FatigueCost: 20-
Range: 12+
Areaof Effect: 1
Precision:0

Givesa smallnumberof unitsincreasedtrength.

Armor of Achilles

Earthlevel 1
FatigueCost: 40-
Range: 6+
Areaof Effect: 1
Precision:3

Totally destrgsthetarget'sarmor Thisspelldoes
notaffectmagicalarmors.
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2.2 Alterationlevel 2

Hand of Death

Deathlevel 2
FatigueCost: 5-

Range: 1

Areaof Effect: Oneperson
Daméage: 40+

(armor negating)

The left hand of the casterbecomesdeadlyand
destrgs arything it touches.The power of the
handis strongenoughto kill giants.A successful
attackroll is requiredto hit thetarget.

EagleEyes

Naturelevel 1
FatigueCost: 5-
Areaof Effect: Caster

This spellgrantsthe magesuperiorvision andac-
curag for bothspellcastingandarchery

PoisonTouch

Naturelevel 1
FatigueCost: 5-

Range: 1

Areaof Effect: Oneperson

By touchingatargetthemagiciancanpoisonhim.
A successfuhittackroll is requiredo hit thetarget,
but armoroffersno protection.

ResistPoison

Naturelevel 1
FatigueCost: 5-
Areaof Effect: Caster

This spellmakesthe castettotally immuneto poi-
son.The spell doesnot neutralizepoisonalready
affectingthetarget.
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Barkskin

Naturelevel 1
FatigueCost: 5-
Areaof Effect: Caster

Theskin of the casteris transformednto arough,
bark-like hide.Thehidegivesabasicprotectionof

10 or increaseshe protectionby 1 if it is already
10orabove.

Luck

Astrallevel 1
FatigueCost: 20-
Range: 1

Areaof Effect: 1

The casterchangeghe future fatesof somesol-
diers close by. Thoseaffected have a fty per
centchanceof notbeingwoundedrom blowsthat
would otherwisehurtthem.

2.2 Alteration level 2

Combustion

Firelevel 1

FatigueCost: 10-

Range: 14+

Areaof Effect: Oneperson
Precision:100

(cannotbe castunderwater)

Thetargetedenemyis setablazeThespellignores
enemyarmot butit is notalwaysstrongenougho
kill thevictim. Also, rain or snav will putoutthe
ames very quickly.
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2.3 Alterationlevel 3

PhantasmalWarrior

Air level 1
FatigueCost: 10-
Range: 1+

The illusionist createsa phantasmaivarrior that

attacksthe enemy Thesewarriors move spasmo-
dically, sometimemoving far and sometimenot

moving atall.

Mirr or Image

Air level 1
FatigueCost: 10-
Areaof Effect: Caster

This spellcreatesllusionaryimagesof the caster
A skilledair magewill getmoreimageshanaless
skilled one. The imageswill surroundthe mage
andmale it hardfor enemiegdo gure outwhich
oneto strike. The spellendsassoonasthe mage
is wounded.

Quickness

Waterlevel 1
FatigueCost: 20-
Areaof Effect: Caster

Quicknessincreaseshe speedof the casterand
enhancesis ability to dodgeandevadeincoming
attacks.The quickenedone can act twice every
turn.

Earth Meld

Earthlevel 2
FatigueCost: 80-
Range: 22+
Areaof Effect: 5
Precision:3

Thetargetedsoldiersstartto sink into theground.
Affectedtroopsmuststruggleto free themseles
from the ground. During the struggle,they are
unableto move or attack.
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Stoneskin

Earthlevel 1
FatigueCost: 10-
Areaof Effect: Caster

Theskin of the casteris transformednto arough,
stone-lile hide. The hide givesa basicprotection
of 15, or increaseshe protectionby 2 if it is alre-
ady15orabove.

Body Ethereal

Astrallevel 1
FatigueCost: 30-
Range: 1

Areaof Effect: 1

The casters body becomesazyandtransparent.
He can passthrough obstaclesand non-magical
weaponshave a seventy- ve percentchanceof
missinghim in combat.

2.3 Alteration level 3

Immolation

Firelevel 2

FatigueCost: 20-

Areaof Effect: 7

Daméege: 12+

(armor piercing)

(cannotbe castunderwater)

Thecastelburstsinto white-hot ames, badlybur-
ning everyonewithin range.Armor offers little
protectionagainstthe ames. The spellwill con-
sumethecasterif heis unprotected.
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2.4 Alterationlevel 4

Inner Sun

Firelevel 1
Astrallevel 1
Ritual

Magic GemCost: 1

Thisspellprovidesamageawayto retaliatewhen
attacled by undeadwarriors. When the mageis
slain, a shawer of light will shootforth from the
body and burn all undeadbeingsin the vicinity.
The Inner Sunspellis a ritual andwill last until
themageis killed.

Mistform

Air level 2
FatigueCost: 10-
Areaof Effect: Caster

The mages bodybecomesnist. Striking the mist
that makes up the mages body causeshe mage
very little damageThe mistformwill endif the
magegetshit exceptionallyhard,or whenhit by a
magicalweapon.

GhostWolves

Air level 3
FatigueCost: 10-
Range: 3+
Numberof Effects:2
Precision:0

Theillusionistcreateswo phantasmalvolvesthat
attacktheenemy

Numbness

Waterlevel 2

FatigueCost: 20-

Range: 15+

Areaof Effect: 1
Precision:100

(cannotbe castunderwater)

The casterfreezeshis enemiesFrozenunits are
slowedandsuffer from fatigueeachturn.
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Ir onskin

Earthlevel 1
FatigueCost: 40-
Areaof Effect: Caster

The skin of the casteris transformednto a hard,
metallichide. The hide givesa basicprotectionof

20, or increaseshe protectionby 3 if it is already
20o0r above.

Protection

Naturelevel 1
FatigueCost: 20-
Range: 16+
Areaof Effect: 1
Precision:100

This spellworks just like the Barkskinspell, ex-
ceptthatit affectsall unitsin anareaandcanbe
castfrom long distance.

2.4 Alteration level 4

Blindness

Firelevel 1

FatigueCost: 20-

Range: 15+

Areaof Effect: Oneperson
Precision:100

(magic resistancanggates)

A verybrightlight ashesin thetarget'seyes.The
targetwill bepermanenthplindedunlesshespell
is resisted.
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2.4 Alterationlevel 4

Wind Guide

Air level 2

FatigueCost: 100-

Magic GemCost: 1

Range: 5

Areaof Effect: Battle eld
Precision:0

(cannotbe castunderwater)

Makesall friendly unitsshootmoreaccurately

WolvenWinter

Waterlevel 3
Ritual
Magic GemCost:5

Thecastercursesadistantprovincewith adrama-
tic fall in temperatureThe magecantarget ary
province of his choiceandthoseaffectedwill not
know who hascastthis spellonthem.

Destruction

Earthlevel 3
FatigueCost: 40-
Range: 15+
Areaof Effect: 6
Precision:3

The armor of several soldiersare destrgyed and
fall tothegroundin uselestieapsMagicalarmors
arenot affected.

Curse of Stones

Earthlevel 3

FatigueCost: 300-

Magic GemCost: 3

Areaof Effect: Battle eld

(magic resistancenggateseasily)

The armament®f affectedunits grow heary and
cumbersomeEachstepwill exhaustthe victims,
and ghting canprovedisastrouso heavily armed
soldiers.
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Blight

Earthlevel 2
Deathlevel 1
Ritual

Magic GemCost:5

The casterunleashes blight upona distantpro-
vince.

Drain Life

Deathlevel 4

FatigueCost: 10-

Range: 20+

Areaof Effect: Oneperson
Daméege: 14+

(armor neggating)

Precision:100

(doesnot affectinanimatetargets)

Thecastedrainslife forcefrom thetarget,adding
it to his own healthandendurance.

Elemental Fortitude

Naturelevel 1
FatigueCost: 20-
Areaof Effect: Caster

Increasesesistancdo re, cold andlightning.

Swarm

Naturelevel 1

FatigueCost: 100-

Magic GemCost: 1
Numberof Effects: 20+
(cannotbe castunderwater)

The castersummonsand transformsseveral dra-
gon ies. The enlagedinsectsarent very dange-
rousbut will surelydisturbthosethey attack.
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2.5 Alterationlevel 5

2.5 Alteration level 5

Incinerate

Firelevel 3

FatigueCost: 20-

Range: 25+

Areaof Effect: Oneperson
Daméege: 18+

(armor negating)
Precision:100

A singletargetis consumecby ames from the
inside. Armor doesnot protectagainstthis spell.
It cantargetvictims over long distancesandit is
one of the very few re spellsthat canbe used
underwater

PhantasmalArmy

Air level 4
FatigueCost: 400-
Magic GemCost: 4
Range: 4+

Numberof Effects: 25+
Precision:0

The illusionist createsa whole army of phan-
tasmalwarriors.The phantasmsattacktheenemy
but will sometimesnovein unpredictablevays.

BoneMelter

Waterlevel 3

Naturelevel 2

FatigueCost: 20-

Range: 13+

Areaof Effect: 1

Damgge: Death

Precision:3

(doesnot affectinanimatetargets)
(magic resistancenggates)

When affectedby this spell the targetswill melt
anddissolweinstantly resultingin aquickandcer
tain death.Etherealunits are nearly immune to
this spell.
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Invulnerability

Earthlevel 3
FatigueCost: 20-
Areaof Effect: Caster

The esh of the casteris madealmostindestruc-
tible. Only the mightiestof giantsand the most
powerful of mageswill be ableto hurt the invul-
nerableone.Theinvulnerabilitygivesthe castera
basicprotectionvalueof 30.

Petrify

Earthlevel 4
FatigueCost: 40-

Range: 15+

Areaof Effect: 1

Damgge: Death
Precision:3

(magic resistancangyates)

The castertransformssometargets permanently
into stone.

Baleful Star

Astrallevel 3

Ritual

Magic GemCost: 7
(cannotbe castunderwater)

The castelinvokesthe greatmale cantandforces
the evil starto take a conjunctie positionin the
heavensabore oneprovince, causingunfortunate
eventsandevil deedgo occur

ArouseHunger

Deathlevel 3

Ritual

Magic GemCost:5
Numberof Effects:9+
(cannotbe castunderwater)

The necromancecursesten beingsin a far away
province with undeath.The victims will become
ghoulsthatsene thenecromancer



2 ALTERATION

2.6 Alterationlevel 6

Mother Oak

Naturelevel 5

Ritual

Magic GemCost: 50
(cannotbe castunderwater)

The oldestand mightiestof all oaksin the realm
is enchantedo becoméhegreatesbakthereever
was.Themotheroakproducesnagicalacornghat
canbe hanestedandmadeinto naturegems.The
enchantmenlastsuntil someonedispelsit or the
casterdies.

2.6 Alteration level 6

FalseHorr or

Air level 1
FatigueCost: 10-
Range:5
Precision:-2

The illusionist createsa frighteningillusion of a
horror. Ordinarymenwill surelyfalteratthesight
of ahorrorbut thosebrave enoughto ght theap-
paritionwill nd it quitevulnerable.

FrozenHeart

Waterlevel 1

FatigueCost: 20-

Range: 20+

Areaof Effect: Oneperson
Daméege: 10+

(armor neggating)

Precision:100

(doesnot affectinanimatetargets)

Thevictim's heartis instantlyfrozen.
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Iron Bane

Earthlevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

Thearmorof all soldiersonthebattle eld will rust
andbecomewealened.Wealenedarmorscanbe
destryedby ahardblow from aweaponMagical
armorsarenot affected.

Control

Astrallevel 3
FatigueCost: 100-

Magic GemCost: 1
Range: 15+

Areaof Effect: Oneperson
Precision:100

(magic resistancenggates)

The casteraltersthe natureof a magical being,
makingit sere him insteadof its creator

Soul Vortex

Deathlevel 3
FatigueCost: 40-
Areaof Effect: Caster

Anyonecloseto the necromancewill gethis life
forcedrainedfrom him. Thelife forcewill beused
by the necromanceto restorehis own healthand
endurance.

MassProtection

Naturelevel 3
FatigueCost: 100-
Magic GemCost: 1
Range: 5

Areaof Effect: Battle eld
Precision:0

This powerful spell givesBarkskinto all friendly
unitsontheentirebattle eld.
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2.7 Alterationlevel 7

2.7 Alteration level 7

PhoenixPyre

Firelevel 2

FatigueCost: 20-

Areaof Effect: Caster
(cannotbe castunderwater)

This spell gives the mage limited immortality.
Whenthemageis slainhewill explodein acloud
of re andreappeasomeavhereelseonthebattle-
eld. The spelllastsfor the entire battle no mat-
ter how mary timesthe mageis killed. However,
beingkilled is exhausting,andthe spell will not
work while the mageis unconscious.

PhantasmalAttack

Air level 4
FatigueCost: 800-
Magic GemCost:8
Areaof Effect: Caster
Numberof Effects: 25+

The mageprojectsanillusionary army at a pro-
vince far away. The mageis ableto control the
army into killing ary enemiedocatedthere.The
illusionaryarmywill dissole oncethe attackhas
beencompletedor if thereare no enemiesn the
targetedprovince.

Fog Warriors

Air level 5
FatigueCost: 300-
Magic GemCost: 3
Range: 1

Areaof Effect: Battle eld

The bodiesof all friendly troops becomemisty
andalmostimpossibleto damageA unit's mist-
form will endif it is hit by an exceptionallyhard
blow or by amagicweapon.
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Seaof Ice

Waterlevel 6
Ritual
Magic GemCost: 80

All lakesandseadn theworld arefrozenby this
powerful enchantmeniThis makestravel between
land and seaimpossible,except by magicalme-
anssuchasteleportationThefrozenseasalsostop
Vanheimfrom sailing. Theenchantmenastsuntil
someonalispelsit or the casterdies.

Marble Warriors

Earthlevel 3
FatigueCost: 100-
Magic GemCost: 1
Range:5

Areaof Effect: 25
Precision:0

The castertransformsthe skin of his friendsin-
to a hard marble-like hide. The warriors become
marblewhite andalmostimpossibleto damage.

Battle Fortune

Astrallevel 4
FatigueCost: 400-
Magic GemCost: 4
Range: 1

Areaof Effect: Battle eld

The casterchangeghe fatesof soldiersin battle.
All friendly units receive unnaturalluck for the
restof the battle.Eachhit againsta lucky unit has
a fty percentthanceof notwoundinghim.

Transformation

Naturelevel 3

Ritual

Magic GemCost: 10

(doesnot affectinanimatetargets)

The castelis transformednto a randomcreature.
This is not without risk, however, asthe casters
mind andbody maybe damagedn theprocess.
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2.9 Alterationlevel 9

2.8 Alteration level 8

Fata Morgana

Air level 7
Ritual
Magic GemCost: 90

Phantasmakenants will appearthroughoutthe
nationandassisthe populationin everydaywork
aswell asthe defenceof the provinces.The pre-
senceof the phantasmsvill decreasainrestand
increaseincome and productionin all provinces
of theNation. The enchantmentastsuntil it is di-
spelledor the casterdies.

Wizard's Tower

Earthlevel 4
Ritual
Magic GemCost: 50

The casterraisesa mighty stonecastlefrom the
ground.Thecastlecanonly beraisedin afriendly
province.

Doom

Astrallevel 4
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

Cursesall enemyunits on the battle eld. Cursed

units have badluck in combat.A cursecannever
beremoved.

23

Disintegrate

Deathlevel 2
FatigueCost: 10-

Range: 20+

Areaof Effect: Oneperson
Damgge: Death

(armor neggating)
Precision:100

(magic resistancanggates)

The necromancepointsa bory nger at a target
whoinstantlyturnsto dust.

Polymorph

Naturelevel 3

FatigueCost: 200-

Magic GemCost: 2

Range: 15+

Areaof Effect: 10+

Precision:5

(doesnot affectinanimatetargets)
(magic resistancenggates)

Many enemiesaretransformednto swine.

2.9 Alteration level 9

Wish

Astrallevel 9
Ritual
Magic GemCost: 100

Thisritual tapstheprimal powersfrom beyondthe
spheresBy projectionof his own will uponthe
principleof beginning,thecastercanaffecttheve-
ry processesf creationandreceve ananswerto
his wish. Thereare mary thingsto wish for, but
the outcomeis not always good. If you want so-
methinggoodandsafeyou cantry wishingfor an
artifactor magicgems.
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2.9 Alterationlevel 9

Utterdark

Deathlevel 9
Ritual
Magic GemCost: 100

The world is covered by a blanket of utter
darknessAll living beingsmustusetorchego see
evenafew feetin front of themseles.Undeadand
blind beingsare unafectedby the darknessAll
provinceshave theirincomesandresourcesedu-
cedby 90 percent.The spell lastsuntil someone
dispelsit or thecasterdies.
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3.1 Evocationlevel 1

3 Evocation

The Schoolof Evocationdealswith the projection
of raw magical power. Most Evocations are
elementaln nature.

FireFlies

Firelevel 1

FatigueCost: 10-

Range: 15+

Areaof Effect: Oneperson
Numberof Effects:6
Damage: 6

(armor piercing)
Precision:-2

(cannotbe castunderwater)

Six burning sparksshootforth from the wizard's
hand. The sparkshave very limited armor pe-
netrationandwill be ineffective againstarmored
troops.

Flying Shard

Earthlevel 1

FatigueCost: 30-

Range: 16+

Areaof Effect: Oneperson
Numberof Effects: 4+
Daméege: 10

Precision:1

(cannotbe castunderwater)

The casterhurls several stonestowards enemy
units. The shardsare not very powerful, but can
severely damagdightly armoredunits. The num-
ber of shardshurled dependson the skill of the
caster
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3.1 Evocationlevel 1

Burning Hands

Firelevel 1

FatigueCost: 5-

Range: 1

Areaof Effect: 1

Daméage: 13+

(armor piercing)

(cannotbe castunderwater)

Flameswill issueforth fromthemageShandskil-
ling aryonein front of him.

FireDarts

Firelevel 1

FatigueCost: 20-

Range: 15+

Areaof Effect: Oneperson
Numberof Effects: 3+
Daméege: 10

(armor piercing)
Precision:4

(cannotbe castunderwater)

With this spellamagecan re mary burningmis-
silestowardshis enemies A powerful re mage
can re the dartsin rapid successiorover long

range.Thespellis quiteuselesagainsheavily ar-

moredmenandis bestusedto eliminateandscare
away themostpoorly armoredroops.

Flame Bolt

Firelevel 2

FatigueCost: 20-

Range: 25+

Areaof Effect: Oneperson
Damage: 22+

(armor piercing)
Precision:2

(cannotbe castunderwater)

With this spellamagecansenda powerful bolt of
ame towardsatarget.
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3.1 Evocationlevel 1

Shocking Grasp

Air level 1

FatigueCost: 3-

Range: 1

Areaof Effect: Oneperson
Daméege: 18+

(armor neggating)

Shockinggraspcausesa target at closerangeto
spasnviolently asenegiespassfrom the casters
handsthroughhis body. The shockinggraspcan
causeconsiderablénarm.Armor offersno protec-
tion.

Slime

Waterlevel 1

FatigueCost: 20-

Range: 15+

Areaof Effect: 1
Precision:2

(magic resistancanggates)
(cannotbe castunderwater)

Thecastehurlsaball of sticky gooathisenemies.
Enemiesstuckin theslimewill move moreslowly
andhave troubledefendinghemseles.

Cold Bolt

Waterlevel 2

FatigueCost: 20-

Range: 30+

Areaof Effect: Oneperson
Damege: 19+

Precision:3

(cannotbe castunderwater)

A boltof intensecoldissuedorth from thecasters
handslt canbehurledoververylong distances.
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Geyser

Waterlevel 1
Firelevel 1
FatigueCost: 5-
Range: 10+
Areaof Effect: 1
Damage: 6+
(armor piercing)
Precision:3

A steaminghot bolt of waterrushedrom the cas-
ters hands.The water splashesiponimpactand
affectseveryonein a smallarea.Armor canoffer
goodprotectionfrom the boiling water

Acid Spray

Waterlevel 2

Firelevel 1

FatigueCost: 20-

Range: 2

Areaof Effect: 3

Daméage: 10

(armor piercing)
Precision:0

(cannotbe castunderwater)

The mageextendshis handssprayingacid at his
enemiesTheacidsprinklesoverquitealargearea
andthemagemightalsobehit if heis notcareful.

Astral Projection

Astrallevel 1
Ritual
Magic GemCost: 2

The casters mind is separatedrom his body and
travelstheastralplanesn searchof military infor-

mation.His mind andbody are connectedvith a
silvery cord,which canbe detectedoy unfriendly
astralmagesOncedetectedthe cord of themage
can be severed- a traumaticexperienceindeed.
Eachcastingof thisritual allows the mageto scry
on one province. The useof extra magicalgems
increaseshedurationof theritual.
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3.2 Evocationlevel 2

Star Fires

Astrallevel 1

FatigueCost: 5-

Range: 26+

Areaof Effect: Oneperson
Numberof Effects:2
Daméage: 9+

(armor neggating)
Precision:5

(cannotbe castunderwater)

The casterfocuseghe lights of several stellarbo-
diesandprojectsthemontohis enemies.

3.2 Evocationlevel 2

FireBlast

Firelevel 2

FatigueCost: 20-

Range: 5

Areaof Effect: 1

Daméege: 14+

(armor piercing)
Precision:0

(cannotbe castunderwater)

A powerful blastof ery enepiesstrike a small
areacloseto thecaster

Flare

Firelevel 3

FatigueCost: 50-

Range: 20+

Areaof Effect: 1

Damege: 19+

(armor piercing)
Precision:1

(cannotbe castunderwater)

With this spell a magecan senda ball of ame
towardshis enemiesThe are canhit severaltar
gets.
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Sulphur Haze

Firelevel 2

Air level 1

FatigueCost: 20-

Range: 18+

Areaof Effect: 4+
Precision:0

(cannotbe castunderwater)

This spellcreatesereral cloudsof toxic mistthat
remainon the battle eld. Units passingthrough
thesemistswill suffer from sorethroatsand poi-
soning.

Cold Blast

Waterlevel 2

FatigueCost: 20-

Range:5

Areaof Effect: 1

Dameage: 19+

Precision:0

(cannotbe castunderwater)

A powerful blastof cold strikesa smallareaclose
to thecaster

Rain

Waterlevel 2

Battle Enchantment
FatigueCost: 100-

Magic GemCost: 1
(cannotbe castunderwater)

Thisspellcreatesmheary rainuponthebattle eld.
This makesit harderto y, andthe heateffects
of Abysiansand other hot creaturesare severely
reducedFire magicis moredif cult to useduring
heavy rain, asall non-undervater re spellshave
their fatiguecostdoubled.
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3.3 Ewvocationlevel 3

Lightning Bolt

Air level 2

FatigueCost: 10-

Range: 20+

Areaof Effect: Oneperson
Daméege: 14+

(armor neggating)
Precision:7

Themagehurlsa bolt alightning towardsanene-
my. The lightning bolt canbe hurled quite accu-
rately over long distancesandis very useful for
eliminatingheavily armoredargets.

ShockWave

Air level 2
FatigueCost: 10-
Range: 1

Areaof Effect: 6
Damage: 9+
(armor neggating)

An electricshockwavewill hit alargearean front
of thecasterThisis averydangerouspellto cast,
asanunlucky castemmight alsogetkilled by the
electricshock.

Rust Mist

Earthlevel 2

Waterlevel 1

FatigueCost: 30-

Range: 15+

Areaof Effect; 6+
Precision:0

(cannotbe castunderwater)

Highly corrosive mists appearon the battle eld.
Troopspassinghroughthe mist will seetheir ar-
mor corrodeand weaken. Wealenedarmorscan
be destroyedby a hardblow from aweapon.
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Solar Rays

Astrallevel 2

FatigueCost: 20-

Range: 30+

Areaof Effect: 1

Daméege: 12+

(armor piercing)
Precision:100

(cannotbe castunderwater)

Thisspellinvokesraysof solar re thatsetundead
targetsablaze.

Ar caneProbing

Astrallevel 1
Ritual
Magic GemCost: 2

The casterprojectshis astralselfin an attemptto
locatesitesof astralpower. This spellcanonly be
usedto searchfor magicin friendly provinces.

3.3 Evocationlevel 3

Fir eball

Firelevel 2

FatigueCost: 20-

Range: 20+

Areaof Effect: 1

Damege: 16+

(armor piercing)
Precision:1

(cannotbe castunderwater)

The hallmarkof re magic, this spell allows the

mageto throw aball of ame towardhis enemies.
Theballis quitedif cult to aim, but doesconside-
rabledamagenhereit lands.



3 EVOCATION

3.3 Ewvocationlevel 3

FireCloud

Firelevel 3

FatigueCost: 20-

Range: 20+

Areaof Effect: 3+

Damage: 8

(armor piercing)
Precision:1

(cannotbe castunderwater)

This spell createsthree cloudsof re and smo-
ke that remain on the battle eld. Units passing
throughthesemistswill beseverelyburned.

Storm

Air level 3

Battle Enchantment
FatigueCost: 100-

Magic GemCost: 1
(cannotbe castunderwater)

Createsa rain or snav storm on the battle eld.
Makes ying and shooting impossible.A rain
stormwill alsomale it moredif cult to use re
magic.

FreezingMist

Waterlevel 3

Air level 1

FatigueCost: 20-

Range: 20+

Areaof Effect: 4+

Damage: 1

(armor negating)
Precision:1

(cannotbe castunderwater)

This spell createsa large cloud of numbingcold
that remains on the battle eld. Units passing
throughthesemists will be badly hurt from the
cold.
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Acid Bolt

Waterlevel 2

Firelevel 1

FatigueCost: 30-

Range: 15+

Areaof Effect: 1

Daméege: 16+

(armor piercing)
Precision:3

(cannotbe castunderwater)

A gushof highly corrosive uid o ws from the
mouthof thecasterThearmoraswell asthe esh
of thetargetis burnt by theacid.

Magma Bolts

Earthlevel 1

Firelevel 1

FatigueCost: 20-

Range: 14+

Areaof Effect: Oneperson
Numberof Effects:3
Daméege: 21+

Precision:2

(cannotbe castunderwater)

Threebolts of magmashoottowardsthe enemy
at high speed Anyonestruckby a bolt will most
likely die unlessprotectedby very heavy armot

Magic Duel

Astrallevel 1
FatigueCost: 20-
Range: 27+
Areaof Effect: 1
Precision:100

Challengesanotherastralmageto a mentalduel.
Only oneof the magescansurvive this duel. The
mostpowerful astralmageis alsothe mostlikely
winner.



3 EVOCATION

3.4 Evocationlevel 4

Healing Light

Astrallevel 1

Naturelevel 1

FatigueCost: 20-

Range: 15+

Areaof Effect: 1
Precision:100

(cannotbe castunderwater)

A cascadeof warm and wonderfullight shavers
the targets.Woundsclosein the light and pains
ease.

SleepCloud

Naturelevel 2

FatigueCost: 20-

Range: 17+

Areaof Effect: 3+

Daméage: 46+

(armor negating)
Precision:3

(magic resistancangyates)
(cannotbe castunderwater)

This spellcreatescloudof sedatve sporesUnits
caughtin thecloudwill fall asleepf they remain
therefor too long.

3.4 Evocationlevel 4

Holy Pyre

Firelevel 2

FatigueCost: 20-

Range: 25+

Areaof Effect: 3

Damege: 7+

(armor piercing)

(triple damage vsundead)
Precision:1

(cannotbe castunderwater)

The holy pyre burnsliving targetsand consumes
undeadones.Undeadbeingstake increasedda-
magefrom the holy pyre.

Fate of Oedipus

Firelevel 4
Ritual
Magic GemCost: 75

The casterpunishesa magefor having claimed
the Eyesof God. The mages eyesareblastedby

brilliance,his eye socketsemptiedforever, andthe

Eyesof Godnolong obsenetheworld. Thisspell

canonly be castif the Eyesof the God enchant-
mentis active.

Thunder Strike

Air level 3
FatigueCost: 50-
Range: 40+
Areaof Effect: 1
Dameage: 26+
(armor negating)
Precision:2

A Thunderbolt strikes the battle eld. The mage
can make the thunderbolt strike very far away.
Even if it missesthe shock wave is powerful
enoughto severely stunand damagearnyone ne-
arby.

Hurricane

Air level 3

Ritual

Magic GemCost:5
(cannotbe castunderwater)

The casterunleashes violent hurricaneupon a
province, devastatingthe countryside.The hurri-
canewill appeamsa naturalevent.



3 EVOCATION

3.5 Evocationlevel 5

Acid Rain

Waterlevel 3

Firelevel 1

FatigueCost: 30-

Range: 25+

Areaof Effect: 4+

Damage: 8

(armor piercing)
Precision:3

(cannotbe castunderwater)

Highly acidic uids pourdown from thesky, sho-
wering a limited areawith corrosve bile. The ar
morand esh of thosehit will suffer.

Blade Wind

Earthlevel 3

FatigueCost: 80-

Range: 20+

Areaof Effect: Oneperson
Numberof Effects:52+
Damage: 14

Precision:10

(cannotbe castunderwater)

Thecastethrowsahugeswarmof swirling blades
towardshis enemiesThe bladewind is an excel-
lent spell againstlight troops,but almostuseless
againsteaily armoredones.

Nether Bolt

Astrallevel 1

Deathlevel 1
FatigueCost: 15-

Range: 20+

Areaof Effect: 1

Daméege: 20+

(armor piercing)
Precision:2

(magic resistancanggates)

Themage res abolt of darkenegiestowardshis
enemiesThosewho survive thebolt maybecome
feeble-mindedy the strangeenegiesit releases.

3.5 Evocationlevel 5

Falling Fires

Firelevel 3

FatigueCost: 30-

Range: 25+

Areaof Effect: 3+

Daméege: 12

(armor piercing)
Precision:1

(cannotbe castunderwater)

This spell calls down a rain of searing ames on
theenemy

Falling Frost

Waterlevel 3

FatigueCost: 20-

Range: 25+

Areaof Effect: 5+

Damege: 17+

Precision:0

(cannotbe castunderwater)

Bolts of breathtakingrostbombardanarea.Cold
resistancewill protectthe targetsandagile units
canalsoavoid thebolts.

Orb Lightning

Air level 1

FatigueCost: 10-

Range: 15+

Areaof Effect: Oneperson
Numberof Effects: 1+
Daméage: 13+

(armor neggating)
Precision:2

With this spell a powerful magecan ing a hu-
genumberof lightning boltstowardshis enemies.
The magecancastonelightning bolt perskill le-
velin the pathof air.



3 EVOCATION

3.5 Evocationlevel 5

Perpetual Storm

Air level 5
Ritual
Magic GemCost: 70

An enormousstormwill blow constantlyoverthe

entireworld. This will reducethe incomesof all

land provinces.Suppliesare scarceastransporta-
tionis dif cult andsailingand ying is impossib-
le. Shootingin battleis impossibleand re magic
dif cult to use.The enchantmentastsuntil it is

dispelledor thecasterdies.

Earthquake

Earthlevel 4

FatigueCost: 300-

Magic GemCost:3

Areaof Effect: Battle eld
Damage: 8

(armor piercing)

(cannotbe castunderwater)

With a thunderingboom the ground heaves and
erupts,throwing soldiersinto crevicesthat close
afterafew seconds.

Gifts from Heaven

Earthlevel 3

Astrallevel 1

FatigueCost: 50-

Range: 40+

Areaof Effect: 1

Numberof Effects:3
Damage: 50

Precision:-3

(cannotbe castunderwater)

A strangewhizzingsoundemanatefrom the hea-
vens.Soonthreemeteorsglowing with astral re,
plummetfrom the stellarsphereontobattle eld.
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Stellar Cascades

Astrallevel 2

FatigueCost: 20-

Range: 30+

Areaof Effect: 5

Daméage: 25

(stun)

(armor piercing)
Precision:100

(cannotbe castunderwater)

Light from astellarbodywill shoverdownupona
groupof enemiesEveryonecaughtin the shover
of light will becomeexhaustedasthe light sucks
enegy throughtheir skin.

PoisonCloud

Naturelevel 3

FatigueCost: 20-

Range: 26+

Areaof Effect: 4+
Precision:-1

(cannotbe castunderwater)

Thecastercreates cloudof noxioussporesiang-
erousto men. The cloud remainson the battle -

eldfor sometime andeveryoneenteringthe cloud
will beaffectedby its poison.

Healing Mists

Naturelevel 3

Air level 1

FatigueCost: 20-

Range: 13+

Areaof Effect: 9+
Precision:3

(cannotbe castunderwater)

A cloud of ne mist appearson the battle eld.
Anyoneinsidethemistwill havetheirwoundsma-
gically healed.



3 EVOCATION

3.6 Evocationlevel 6

3.6 Evocationlevel 6

Flame Eruption

Firelevel 2

FatigueCost: 30-

Range: 5

Areaof Effect: 15

Daméege: 14+

(armor piercing)
Precision:0

(cannotbe castunderwater)

This spellworkslik e the Burning Handsspell ex-
ceptthatthe ames coveramuchlargerarea.

Wrathful Skies

Air level 3

Battle Enchantment
FatigueCost: 200-

Magic GemCost: 2
(cannotbe castunderwater)

The sky turnsdark and lightning strikes all over
the battle eld. This spellis mosteffective during
astorm.

Magma Eruption

Earthlevel 3

Firelevel 1

FatigueCost: 30-

Range: 25+

Areaof Effect: 5+

Damege: 23+

Precision:0

(cannotbe castunderwater)

A shaverof magmaandrocksshootsoutfrom the
ground. Anyone standingnear the eruptionwill
nd himself struck by the full force of the spell
andonly avery heary armorcanhelphim survive
it.
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Mind Hunt

Astrallevel 4
Ritual
Magic GemCost: 2

The casters mind is separatedrom his body and
travelsthe astralplanesin searchof enemycom-
mandersminds.His mindandbodyareconnected
with a silvery cord,which canbe detectedy un-
friendly astralmages Oncedetectedthe cord of
the magecanbe severed- a traumaticexperience
indeed Eachcastingof thisritual allowsthemage
to nd andattackoneenemycommandem aspe-
ci ¢ province. The attackwill be eithera Mind
Burnor SoulSlayspell,dependingonwhich spell
thecasterknows. Therewill beno attackif hedo-
esnt know eitherof thosespells.

Astral Fires

Astrallevel 3

Firelevel 1

FatigueCost: 20-

Range: 25+

Areaof Effect: 4+
Damege: 13+

(armor neggating)
Precision:100

(magic resistancenggates)

Astral res consumethe essencef materialsas
ordinary res consumewood. Even stoneswill
burn with the hazy blue ames characteristicof
theseotherworldly res. Thisis theonly re that
will burnunderwater
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3.7 Evocationlevel 7

The Wrath of God

Astrallevel 5

Air level 3

Ritual

Magic GemCost: 70

With this enchantmentlighting will strike the
enemieof thegod no matterwherethey are.Ho-
wever the lightning bolts strike most powerfully
in provinceswherethe god hasa strongdomini-
on. The enchantmenlastsuntil someonalispels
it.

Cloud of Death

Deathlevel 4

FatigueCost: 10-

Range: 25+

Areaof Effect: 9+

Daméage: 9+

(armor negating)
Precision:-3

(magic resistancangyates)
(cannotbe castunderwater)

A largeanddeadlycloudwill form uponthebatt-
le eld. Thecloudwill remainonthebattle eld for
sometime beforedissolving.

BaneFire

Deathlevel 3

Firelevel 1

FatigueCost: 30-

Range: 25+

Areaof Effect: 1

Dameage: 53+

(armor piercing)
Precision:1

(cannotbe castunderwater)

TheBaneFireis asickly greenishame thatis sa-
id to burnin the braziersof the undervorld. The
green ame consumeshelife forceof thoseburnt
evenaftertheoriginal ame hasgoneout. Every-
onecloseto theinitial eruptionmaybeaffectedby
thedecayingeffectsof the BaneFire.
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Wailing Winds

Deathlevel 4

Air level 1

Battle Enchantment
FatigueCost: 100-

Magic GemCost: 1
(cannotbe castunderwater)

The necromancerreleasesa wind of horrible
screamsand sighs.Everyonehearingthe wailing
will feel their spirits sink and have their hearts
grippedwith fear Thespellaffectsthewholebatt-
le eld until thebattleis over.

3.7 Evocationlevel 7

Fire Storm

Firelevel 5

Battle Enchantment
FatigueCost: 500-

Magic GemCost:5
(cannotbe castunderwater)

A massie stormof re is unleashedan the batt-
le eld. Everyoneonthebattle eld will beburned
to cinderswithin minutes.The stormlastsfor the
durationof thebattleor until the re magedies.

Ice Strike

Waterlevel 2

FatigueCost: 20-

Range: 20

Areaof Effect: 2+

Damage: 18

Precision:1

(cannotbe castunderwater)

The casterhurls a ball of ice at his enemies.
Whenthe ball strikesit explodesinto thousands
of ice shardsCold resistanceffersno protection
againsthis spell,but heary armordoes.



3 EVOCATION

3.7 Evocationlevel 7

Murdering Winter

Waterlevel 5
Ritual
Magic GemCost: 30

A suddenfuriousblizzardwill strikeanenemyar
my campin a province of themages choice.The
blizzardis very powerful andwill kill mostnor-
mal menunlesshey arelocatedin ahotprovince.
The spellwill be extremely powerful if it is cast
in a very cold province. Thereis still avery high
chancehatpartof the enemyarmywill notbein
thearmycampwhentheblizzardstrikes.

Acid Storm

Waterlevel 4

Firelevel 1

Battle Enchantment
FatigueCost: 300-

Magic GemCost: 3
(cannotbe castunderwater)

Thewholebattle eld is shaveredin highly corro-
sive uids pouringdown from the heavens.

Shimmering Fields

Air level 6
FatigueCost: 100-
Magic GemCost: 1
Range: 15+
Areaof Effect: 50
Damege: 10+
(armor negating)
Precision:0

The casterunleashes storm of electricdischar
geson the enemiesThe shimmering eld is not
selectve and candestry friendsaswell asene-
miesif notusedcarefully.
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Rain of Stones

Earthlevel 3

Air level 1

FatigueCost: 100-

Magic GemCost: 1

Areaof Effect: Battle eld
Daméege: 14

(cannotbe castunderwater)

The sky blackensandrumbling soundsechoover
thebattle eld. Stonesandrocksbegin to fall from
thehearens,striking down soldiers.

Wind of Death

Deathlevel 4

Air level 1

FatigueCost: 100-

Magic GemCost: 1

Areaof Effect: Battle eld

(magic resistancanggateseasily)
(cannotbe castunderwater)

With this horrible spell the necromancereleases
awind thick with the stenchof opengraves.The
wind is silentandicy cold andrendsthe esh of
living beings With aneffectsimilarto leprosy the
esh of thoseaffectedturnspaleandcracksopen
leaving barebones.Only deathwill stopthe pro-
cess.



3 EVOCATION

3.9 Evocationlevel 9

Nether Darts

Astrallevel 1

Deathlevel 1
FatigueCost: 15-

Range: 20+

Areaof Effect: Oneperson
Numberof Effects: 15+
Dameage: 20+

(armor piercing)
Precision:0

(magic resistancenegates)

Themageres darkenegiestowardshisenemies.

Thosewho survive the bolt may becomefeeble-
mindedby the strangeenepiesit releasesEven
weakmagescan re alarge numberof the other
worldly darts.

3.8 Evocationlevel 8

SecondSun

Firelevel 8
Ritual
Magic GemCost: 80

The castercreatesa hugeball of re in the sky.
This Secondsunwill alwaysshine,dayandnight,
resultingin severeeffectsacrosshe entireworld.
Provinceswill becomehotteranddrier every turn
until the SecondSunis destrged. This enchant-
mentlastsuntil someonedispelsit or the caster
dies.

Maelstrom

Waterlevel 6
Ritual
Magic GemCost: 80

A huge magical maelstromis createdin a sea.
The maelstromconstantlysucksin hugeamount
of waterand Iters out its magicalessenceThis
resultsin a hugeamountanagicgemsfor the cas-
ter. Theenchantmeriastsuntil someonealispelsit
or the casterdies.
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Astral Tempest

Astrallevel 5

Battle Enchantment
FatigueCost: 200-
Magic GemCost: 2

Thecastemunleasheanastralstormuponthebatt-
le eld. The stormis physically undetectabldout
every unitthatis notmindlessakesdamagesthe
stormrips thevery soulsfrom their bodies.

3.9 Evocationlevel 9

Flamesfrom the Sky

Firelevel 5

Ritual

Magic GemCost: 20
(cannotbe castunderwater)

With this spellthe magehurls a stormof aming
ballstowardsanenemyprovince.The ame storm
will strikeanenemyarmycampwithin theprovin-
cewith enormoudorce.Most of the unitspresent
in the campwill probablydie from this powerful
attack,but sincethe entirearmyis rarelygathered
in onecampatagiventime, only half of thetarget
province's army can be expectedto be struck by
the ames.

Flame Storm

Firelevel 4

FatigueCost: 200-

Magic GemCost: 2

Range: 15+

Areaof Effect: 40

Daméege: 14+

(armor piercing)
Precision:0

(cannotbe castunderwater)

A showverof re shootsoutfrom the casterdands
and strikesthe enemyranks.The ame stormis
extremely powerful and can annihilateentire ar
mies.



3 EVOCATION

3.9 Evocationlevel 9

Volcanic Eruption

Firelevel 3

Earthlevel 3

Ritual

Magic GemCost: 15
(cannotbe castunderwater)

The casterunleashes volcanic eruptionupona
distantprovince, destrging the landsandkilling
thepeople.

Tidal Wave

Waterlevel 5
Ritual
Magic GemCost: 15

Thecasterunleashes hugetidal wave uponadi-
stantprovince,destrying thelandsandkilling the
people.
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4 CONSTRJCTION

4.3 Constructiorlevel 5

4 Construction

The Schoolof Constructiondealswith realizing
thepowersinherentin artistically craftedobjects.

4.1 Construction level 1

CorpseMan Construction

Air level 1

Deathlevel 1

Ritual

Magic GemCost: 1
(cannotbe castunderwater)

A streamof lightning is channelednto a human
corpse reavakeningit. Thereavakenedcorpseis
mindlessandobeysits creatorasbestit can.

4.2 Construction level 3

Legionsof Steel

Earthlevel 3
FatigueCost: 40-
Range: 10+
Areaof Effect: 25
Precision:0

Thearmorof onewhole unit of soldiersis tempe-
redwith magicmakingthemmoredurable.

Construct Manikin

Naturelevel 1

Deathlevel 1

Ritual

Magic GemCost: 10
Numberof Effects:10
(cannotbe castunderwater)

Thisritual letsvinesandrootsanimatenumanske-
letons.The beingsthuscreatedareknown asma-
nikins. Manikin areundeadandwill fall apartif
left onthebattle eld withoutundeadeadership.
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4.3 Construction level 5

Crusher Construction

Earthlevel 3

Ritual

Magic GemCost: 15
(cannotbe castunderwater)

Create®neCrusherA Crusheis amagicallyani-
matedrock constructionof immensestrength.It
is almostinvulnerableandstrikeswith story sts.
The Crusheris a magical constructand will fall
apartif left onthebattle eld without magicalle-
adership.

WoodenConstruction

Naturelevel 3

Ritual

Magic GemCost:5
(cannotbe castunderwater)

Createsone Lumber Construct,a magically ani-
matedwoodenconstructiorresemblinga human.
Theconstructwill fall apartif left onthe battle -

eldwithoutmagicalleadership.

Construct Mandragora

Naturelevel 2

Deathlevel 1

Ritual

Magic GemCost: 10
Numberof Effects:5+
(cannotbe castunderwater)

This ritual lets vines and roots animatehuman
corpses.The wight-like beingsthus createdare
known asmandragorasMandragorasre undead
andwill fall apartif left onthe battle eld without
undeadeadership.



4 CONSTRJCTION

4.5 Constructiorlevel 9

4.4 Construction level 7

Weaponsof Sharpness

Earthlevel 5
FatigueCost: 20-
Range: 10+
Areaof Effect: 25
Precision:0

A large numberof friendly units are gifted with
weaponsosharpthatthey cancutthrougharmors
and esh with equalease.

Forgeof the Ancients

Earthlevel 5
Ritual
Magic GemCost: 80

Theancientforgeof thegreatone's senantsis re-
constructed The magic of the forge will reduce
the needfor magic essencavhenforging magic
items. It also enablesmagesto createmore po-
werful items.

Mechanical Men

Earthlevel 2

Ritual

Magic GemCost: 15
Numberof Effects:10
(cannotbe castunderwater)

The castermakes ten MechanicalMen to sene
him. Thefragile skeletalstructureof the construct
is coveredwith a full platearmorandis givena
metal shield and a sword. The iron men are not
affectedby heat,cold, shockor poison.They are
mindless,magicalbeingsandwill ceaseto func-
tion whenleft without magicalleadership.
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Golem Construction

Astrallevel 3

Earthlevel 2

Ritual

Magic GemCost: 30
(cannotbe castunderwater)

The Golemis aclay constructiorthatis givenlife
by the divine namesinscribedon its surface.The
Golem s physically strongand skilled in astral
magic. The Golem cannotcommandtroops, ho-
wever, norwill it retreatfrom battle.

4.5 Construction level 9

Ir on Dragon

Earthlevel 3

Ritual

Magic GemCost: 20
(cannotbe castunderwater)

The castermakes a mechanicaldragoncovered
with thick iron plates.Theiron dragonis tremen-
douslylarge, almostinvulnerable andunafected
by heat, cold, shock and poison. They are able
to y andcantramplesmallerbeings.lron Dra-
gonsaremindlessmagicalbeingsandwill cease
to functionwhenleft without magicalleadership.

Mechanical Militia

Earthlevel 5
Ritual
Magic GemCost: 80

MechanicaMenwill helpthelocal militia defend
their provincesas long as this spell is in effect.
A smalllocal defences requiredfor the enchant-
mentto have ary effect. The global enchantment
will lastuntil it is dispelledor the casterdies.



5 ENCHANTMENT

5.1 Enchantmenievel 1

5 Enchantment

The Schoolof Enchantmenfocusesonbestaving
magical propertiesto persons,objects,or entire
worlds.

5.1 Enchantmentlevel 1

Fir e Shield

Firelevel 1

FatigueCost: 5-

Areaof Effect: Caster
(cannotbe castunderwater)

A wall of re surroundghe mage.Anyonetrying
to strike themagein meleecombatwill beburned
by the re shield rst. Thepowerof the re shield
is determinedy themages skill in re magic.

Flight

Air level 2

FatigueCost: 20-

Range: 5

Areaof Effect: Oneperson
Precision:0

(cannotbe castunderwater)

Grantsoneunit theability to y .

Breath of Winter

Waterlevel 2
FatigueCost: 20-
Areaof Effect: Caster

The casteris surroundedy extremecold. Anyo-
ne closeto the casterwill suffer severe damage
from the cold. The casterbecomesmmuneto all
cold effectswhencastingthis spell. The Breathof
Winterworksbestin cold provinces.
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ResistMagic

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

The casterof this spell will have his magic re-
sistancancreasedor thedurationof thebattle.

Animate Skeleton

Deathlevel 1
FatigueCost: 30-
Range: 10+
Precision:-2

The necromanceenchantghe bonesof a fallen
warrior giving him falselife. Skeletonswill fall

apartif left on the battle eld withouta comman-
der.

Animate Dead

Deathlevel 1
FatigueCost: 20-
Range:5
Precision:-2

Thenecromanceanimates lifelesscorpseto un-
holy service.The soullesswill fall apartif left on
thebattle eld withoutundeadeadership.

Reanimation

Deathlevel 1

Ritual

Magic GemCost:5
Numberof Effects: 10

The necromancerenchantsten well-prepared
corpsesand gives them false life. Skeletonsare
undeadandwill fall apartif left onthe battle eld

withoutundeadeadership.



5 ENCHANTMENT

5.2 Enchantmenlevel 2

Heal

Naturelevel 1
FatigueCost: 20-
Range: 1

Areaof Effect: 1

This spell healstargetswithin reachof the caster
Everytargetin asmallareais affected.

5.2 Enchantmentlevel 2

Friendly Curr ents

Waterlevel 2

Battle Enchantment
FatigueCost: 100-
Magic GemCost: 1

This spell makes the water currentsaid the cas-
terandall his allies. Thoseaidedby this spellcan
movefurthereveryturn,andarelessexhaustedy
ghting. This spellcanonly be castunderwater

Astral Weapon

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

Themageenchanthis weaponawith ethereapo-
wer. An etherealweaponpasseghrougharmors
andstrikesthetarget's bodydirectly.

RaiseSkeletons

Deathlevel 2
FatigueCost: 40-
Range:5

Numberof Effects:5
Precision:-2

Thenecromanceenchantshebonesof vewarri-
ors,giving themfalselife. Skeletonswill fall apart

if left onthebattle eld withoutundeadeadership.
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RaiseDead

Deathlevel 2
FatigueCost: 40-
Range: 5

Numberof Effects:5
Precision:-2

Thenecromanceanimates ve corpsego unholy
service.Soullesswill fall apartif left on the batt-
le eld withoutundeadeadership.

ReviveKing

Deathlevel 1

Ritual

Magic GemCost: 3
(cannotbe castunderwater)

Theking is dead,long live theking. With this ri-
tual the necromancerevives a moundking and
binds him to his service.The king is intelligent
andsharesis masters motives.

PersonalRegeneration

Naturelevel 2

FatigueCost: 40-

Areaof Effect: Caster

(doesnot affectinanimatetargets)

Gives the casterregeneratie powers. More po-
werful naturemageswill regeneratefasterthan
less powerful onesand inanimatemagescannot
be affectedby this spellatall.



5 ENCHANTMENT

5.4 Enchantmenlevel 4

5.3 Enchantmentlevel 3

Mists of Deception

Air level 3
FatigueCost: 20-
Range: 10+
Areaof Effect: 1
Precision:-1

Createsa magicmist on the battle eld. Fromthis
mist phantasmalvarriorsemegeto battlenearby
enemies.

Strength of Giants

Earthlevel 3
FatigueCost: 40-
Range: 10+
Areaof Effect: 25
Precision:0

Givesanentiresquadncreasedtrength.

Astral Shield

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

A shieldof astralenegiesformsaroundthemage.
Anyonetrying to strike throughthe shieldwill ha-

ve their mind struckunconscioudy the force of

theshield.Magic resistancenay negatethe effect

of theshieldandallow enemiego strikethemage.
Thepower of theastralshieldis greateifor mages
thatarehighly skilled in astralmagic.

CreateRevenant

Deathlevel 2

Ritual

Magic GemCost:9
(cannotbe castunderwater)

The necromancesummonsa spirit from the un-

derworld and makesit possessa humancorpse.
Therevenantthuscreatechassomeknowledgeof

deathmagic.
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Regeneration

Naturelevel 3

FatigueCost: 40-

Range: 13+

Areaof Effect: 1

Precision:0

(doesnot affectinanimatetargets)

This spellgivesa smallnumberof targetsregene-
rative powers.It doesnot work on inanimatetar-
gets.

5.4 Enchantmentlevel 4

Flaming Arr ows

Firelevel 3

FatigueCost: 100-

Magic GemCost: 1

Areaof Effect: Battle eld
(cannotbe castunderwater)

The mageenchantghe arrows of all friendly ar
chersonthebattle eld. Thearrowns burstinto a-
measthey are red, doingconsiderablelamagéeo
theirtargets.The aming arrows aremagicaland
will hurtethereabeings.

Cloud Trapeze

Air level 2

Ritual

Magic GemCost: 3
(cannotbe castunderwater)

Thecasteswingshimselfup andaway with incre-
dible speed]andingin aprovincefar away.

Thunder Ward

Air level 3

FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

This spellmalkesall friendly unitstotally immune
to damageandstuneffectscausedy lightning.
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5.5 Enchantmenlevel 5

SeekingArr ow

Air level 3
Ritual
Magic GemCost: 4

The castersendsan enchantedarrov acrossthe
worldto nd asuitableheartto penetrateThe ar
row will targetoneleaderin aprovinceof thecas-
ter'schoice.

Fire Ward

Waterlevel 3

Earthlevel 2
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

This spell makesthe entire army totally immune
to all normal res aswell asmostmagicalones It

alsonegatesthe heateffect of hot creaturesuch
asAbysiansandsalamanders.

Astral Healing

Astrallevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

The magesummonsastral power to activate the
healingenegiesinherentin the soul of all living
beings.The spell only affects friendly units and
only light woundswill befully healed.

Antimagic

Astrallevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

The mage sealsthe minds of all friendly units
againsimalignspells.Theunitswill receveincre-
asedmagic resistancefor the remainderof the
battle.
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Behemoth

Deathlevel 3

Ritual

Magic GemCost: 10
(cannotbe castunderwater)

The necromancerhas mastereda dark ritual
enablinghim to reanimatethe largestof all be-
ings. The former elephants preseredin a state
of perpetuadecayby a revenantmagewho con-
stantlyfuelsthe Behemothwith enegiesfrom the
undervorld. The mostimportantpart of the rea-
nimationritual is the binding of a mages spirit
to the Behemoth.This direct spiritual control of
the Behemothgivesit high magicresistanceAs
all themages enegiesareusedin controllingand
preservinghebeastjt is unableto castspells.

PoisonWard

Naturelevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

Makes all friendly units immuneto natural poi-
sons.

5.5 Enchantmentlevel 5

FireFend

Firelevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

This spellmakesthe casters armytotally immune
to all normal res aswell asmostmagicalones.
It alsonegategheeffectof ery creaturesuchas
Abysiansandsalamanders.
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5.5 Enchantmenlevel 5

Arr ow Fend

Air level 3

FatigueCost: 100-

Magic GemCost: 1

Areaof Effect: Battle eld
(cannotbe castunderwater)

The air itself will protectall friendly units from
enemyprojectiles.

Winter Ward

Waterlevel 3
FatigueCost: 100-
Magic GemCost: 1
Areaof Effect: Battle eld

This spell makesunits totally immuneto cold. It
alsonegateghechill effect causedy someunde-
adbeings.

Enliven Gargoyle

Earthlevel 3

Air level 1

Ritual

Magic GemCost: 10

A large andgrotesquevingedstatueis givenfal-
selife by this powerful enchantmenfThe gamgoy-
le is very dif cult to destrq, but will revertto an
inanimatestateif thereare no magesleft on the
battle eld.

Ritual of Returning

Astrallevel 2
Ritual
Magic GemCost: 3

Themagewill returnto thehomecitadelatonceif
heis woundedwhile underthe effect of this spell.
The effect lastsuntil the magehasbeenwounded
andreturnedhome.This ritual will resultin swift
deathfor amageif thehomecitadelhasbeencon-
gueredby theenemy
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The Eyesof God

Astrallevel 5
Ritual
Magic GemCost: 50

Thisenchantmengnablegshe mageto seeall pro-
vincesin theworld. Dominionscanbeseenin gre-
atdetail,butincomecannotbedeterminedxactly
andmagicalresourcesannotbeseenatall. Troop
movementscan be seenin greatdetail inside the
god's own dominion. Patrolling unitswill nd it
much easierto detectenemyscoutsandto quell
unrest.The enchantmentastsuntil someonedi-
spelsit or the casterdies.

Pale Riders

Deathlevel 3

Ritual

Magic GemCost: 10
Numberof Effects:20+
(cannotbe castunderwater)

Thenecromanceenchantshebonesof deadwar-
riors andtheir horses giving themfalselife. Po-
werful magescan reanimatelarger numbersof
thesehorsemen.

UndeadHorde

Deathlevel 4
FatigueCost: 100-
Magic GemCost: 1
Range: 1

Numberof Effects:12+

The necromanceenchantghe bodiesof the de-
adandcallsforth a hordeof skeletalwarriorsand
soulless.Skeletonsand soullessare undeadand
will fall apartif left on the battle eld without un-
deadleadership.
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5.6 Enchantmenlevel 6

Faery Trod

Naturelevel 3
Ritual
Magic GemCost: 10

The mageleadshis army into a magic forestto
nd a faerytrod. The army follows this strange
paththroughfaerielandsandwill nally arrivein
adistantprovince. The destinatiorprovince must
be underthe in uence of the God's dominionfor
this spellto work.

Gift of Health

Naturelevel 5
Ritual
Magic GemCost: 40

This gift grantsexcellenthealthto all loyal sub-
jectsinsidethe God's dominion. The gifted ones
receve extra hit pointsandmay evenhealperma-
nentbattleaf ictions. Theenchantmentastsuntil

someonglispelsit or the casterdies.

Foul Vapors

Naturelevel 3
Waterlevel 1
BattleEnchantment
FatigueCost: 100-
Magic GemCost: 1

Poisonougjaswill begin to seepfrom the ground
shortly after this spell is cast. The gaswill rise
over a large area,covering the entire battle eld,
andwill continueto seepfor the durationof the
battle.
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5.6 Enchantmentlevel 6

Eternal Pyre

Firelevel 6

Ritual

Magic GemCost: 80
(cannotbe castunderwater)

A hugeblazingpyre lights up the landscapeThe
pyre neverburnsoutandtheheatis strongenough
to createtwenty magicalgemsimbued with re
power eachseasonThe enchantmentasts until
someonalispelsit or the casterdies.

Heat from Hell

Firelevel 4

Battle Enchantment
FatigueCost: 200-

Magic GemCost: 2
(cannotbe castunderwater)

Theentirebattle eld is struckby heatworsethan
the hottestof desertsThis heatsoonrendersall
units on the battle eld unconsciousafter which
deathis certain. This spell is most effective in
warmprovinces.

Domeof Solid Air

Air level 5

Ritual

Magic GemCost: 20
(cannotbe castunderwater)

A domemadeout of air is createdover the en-
tire province thatthe mageis locatedin. The do-
mewill protecttheprovincefrom mary spellsthat
originateoutsidethe wardedprovince. While un-
disturbed,the spellwill lastinde nitely, but if a
spellpasseshroughthedome,or if themagewho
castthedomedies,it will shatteiinstantly Thedo-
mehasa 80 percentthanceof stoppingeachspell
thattriesto passthroughit.
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5.6 Enchantmenlevel 6

Grip of Winter

Waterlevel 4

Battle Enchantment
FatigueCost: 200-
Magic GemCost: 2

The entire battle eld is harroved by enormous
cold. This cold quickly rendersall units on the

battle eld unconsciousafter which deathis cer

tain. The Grip of Winter is mosteffective in cold

provinces.

FrostDome

Waterlevel 5
Ritual
Magic GemCost: 15

A frost domeis createdover the entire province
wherethe spell is cast.Any spellscastinto this
domethiswill triggerthedeadlytrap.A powerful
frostblastwill nd its wayto theenemymageand
freezehim to death.Every spell castinto the do-
mehasa 30 percentthanceof beingdestryedby
thefrostdome.Themoremagicgemsputinto the
spell,the longerit will last.If the magewho cast
thedomedies,it will dissole instantly

Richesfrom Beneath

Earthlevel 5
Ritual
Magic GemCost: 70

Resourcesremucheasierto comeby in provin-
cesunderfriendly dominion.This globalenchant-
ment will make it possibleto producemilitary
units much fasterthan before. The enchantment
lastsuntil it is dispelledor the casteries.
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Enliven Statues

Earthlevel 3

Ritual

Magic GemCost: 20
Numberof Effects: 10+

Tenor morestatuesaregivenfalselife by this po-
werful enchantment®owverful magescanenchant
morethan fteen statueswith onecastingof this
spell. The statuesaredif cult to destry but will
revertto aninanimatestateif thereareno mages
left onthebattle eld.

Opposition

Astrallevel 3
FatigueCost: 20-

Range: 15+

Areaof Effect: Oneperson
Damgge: Death
Precision:100

(magic resistancanggates)

The castercreatesa supernaturaforce diametri-
cally opposedo atargetmagicalbeing.If thespell
is powerful enoughthe magicalbeingwill be di-
senchantedndceasdo exist.

Domeof ArcaneWarding

Astrallevel 4
Ritual
Magic GemCost: 10

An astraldomeis createdbverthe entireprovince
that the mageis locatedin. The domewill pro-
tectthe province from mary spellsthat originate
from outsidethe wardedprovince. The morema-
gic gemsputinto the spell,the longerit will last.
If themagediesthedomedissolesinstantly The
domehasa 50 percentchanceof stoppingeach
spellthattriesto passthroughit.
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5.7 Enchantmenlevel 7

Twicebom

Deathlevel 2

Ritual

Magic GemCost: 10

(doesnot affectinanimatetargets)

With thisritual thenecromanceenchantis own
body to protecthimselffrom death.If the necro-
mancelis slainheis revivedasawight mage.For
theritual to work the necromancehasto die wit-

hin a friendly dominion.

Rigor Mortis

Deathlevel 4

Battle Enchantment
FatigueCost: 100-
Magic GemCost: 1

Thenecromancecauseghejoints of bothfriends
andenemiesstiffen astheir bodiessuffer the fate
of thenewly dead.Thereis noimmediatecurefor
the spell, but it endsafter the battle. Undeadare
notaffectedby thespell.

ReanimateAr chers

Deathlevel 2

Firelevel 1

Ritual

Magic GemCost:5
Numberof Effects:10
(cannotbe castunderwater)

The necromancerenchantsten well-prepared
corpsesand gives themfalselife. The skeletons
arethenequippedvith magicbowsfueledby their
eternalhate. Arrows red from thesebows will
burstinto thegreen ames of bane re. Skeletons
areundeadandwill fall apartif left onthe battle-
eld withoutundeadeadership.
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Relief

Naturelevel 3
FatigueCost: 20-
Range: 13+

Areaof Effect: Battle eld
Precision:0

This spellreduceghefatigueof all friendly units
onthebattle eld.

5.7 Enchantmentlevel 7

Dome of Flaming Death

Firelevel 4

Ritual

Magic GemCost:8
(cannotbe castunderwater)

An invisible webof re magicis createdover the
entireprovincewherethisspellis cast Any enemy
spellscastinto the protectedorovincewill trigger
the deadlytrap. A powerful blastof re will nd
its way to the enemymageand burn him to cin-
ders.Themoremagicgemsputinto the spell,the
longerthedomelasts.If themagethatcastthedo-
me dies,the domedissohesinstantly The dome
doesnot stop enemyspellsthat passthroughit,
but it may stoptheenemymagefrom ever casting
spellsagain.

MassFlight

Air level 4

FatigueCost: 200-

Magic GemCost: 2

Areaof Effect: Battle eld
(cannotbe castunderwater)

The castergrants every friendly soldier on the
battle eld theability to y .
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5.7 Enchantmenlevel 7

Ghost Ship Armada

Waterlevel 4
Deathlevel 3

Ritual

Magic GemCost: 60

This spellwill awakenthe deadAdmiral Torgrin
andmalke him ght for your cause.The Admiral
will attackrandomcoastabprovincesthatarecon-
trolled by your enemies.The enchantmentasts
until it is dispelled,the casterdies, or the Admi-
ral and his armadais defeated!f the Admiral is
notcompletelydefeatedthe entirearmadawill be
renavedfor thenext battle.

Earth Blood DeepWell

Earthlevel 6

Ritual

Magic GemCost: 80
(cannotbe castunderwater)

A well, deepethanary other is createdThiswell

doesnot bring water, but blood from the earthit-

self. Theearthbloodis thenmadeinto magicearth
gemsthatcanbe usedfor magicrituals. This glo-

bal enchantmentastsuntil it is dispelledor the
casterdies.

Solar Brilliance

Astrallevel 5

Battle Enchantment
FatigueCost: 500-

Magic GemCost:5
(cannotbe castunderwater)

The sun starts to shine with a brilliance that
destrgys the retinasof all soldierson the battle-
eld, andturnsall undeadunitsto cinders.
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Stellar Focus

Astrallevel 5

Ritual

Magic GemCost: 30
(cannotbe castunderwater)

This spell focusesthe light of the night sky into
a crystalsphereThelight in the sphereis soin-
tenseandpurethata pearlwill startto grow from
it. The light is powerful enoughto produce ve
magic astralgemsper turn. The spell lasts until
someonaglispelsit or the casterdies.

Carrion Reanimation

Deathlevel 1

Ritual

Magic GemCost: 2
Numberof Effects: 7+

The necromanceenchantsseseral deadbodies,
giving themfalselife. With this spell a powerful

necromancecancreatelarge numbersof undead
senantsfor avery smallcostin magicresources.

Life after Death

Deathlevel 4
FatigueCost: 400-
Magic GemCost: 4
Areaof Effect: Battle eld

This spellgivesall friendly unitsa secondchance
tolive.An affectedunit thatdiewill riseagainasa
soullessbeingandcontinueto ght. Undeadunits
arenot affectedby this spell.
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5.8 Enchantmenlevel 8

Awaken Treelord

Naturelevel 5

Ritual

Magic GemCost: 50
(cannotbe castunderwater)

Thetreelordsareancientiving treesthatwereon-

cealive andvery powerful. Now they aredormant,
becomingslower in mind andbody every passing
year Thesedying treelordscanbe reavakenedby

the useof naturemagic. A reavakenedtreelord
will seneits awakeneruntil thetreelorddies.Tre-

elordshave very long lifespans.

ForestDome

Naturelevel 5
Ritual
Magic GemCost: 10

Vegetationwill grow into a domethat coversthe
entire province wherethe spell is cast. The do-
mewill protecttheprovincefrom mary spellsthat
originateoutsidethe wardedprovince. If left un-
disturbed,the forestdomewill last forever. Ho-
wever, if a re spellis absorbediy the dome, it
will catch re andbedestrged.If the casterdies
the domewill wither anddie. The domehasa 30
percentchanceof stoppingeachspellthat passes
throughit.

5.8 Enchantmentlevel 8

Wrath of the Sea

Waterlevel 5
Ritual
Magic GemCost: 70

The seawill rise and ood all coastalprovinces.
Provincesthat are struck by the ood will have
theirincomereducedTheenchantmentastsuntil
someonglispelsit or the casterdies.
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Ritual of Rebirth

Deathlevel 4

Ritual

Magic GemCost: 15
(cannotbe castunderwater)

Revivesa previously slain heroby the ancientRi-
tual of Rebirth.Theritual mummi esthedeadhe-
ro beforebringingtheherobackto life. Only great
heroesfrom the Hall of Famecanbe resurrected
by this ritual. The ritual can be performedmul-
tiple timeson a single hero.Inanimateor undead
beingsarenot affectedby this spell

MassRegeneration

Naturelevel 4

FatigueCost: 200-

Magic GemCost: 2

Areaof Effect: Battle eld
(doesnot affectinanimatetargets)

Givesregeneratie powersto all friendly unitson
theentirebattle eld. Doesnot work on inanimate
targets.

Haunted Forest

Naturelevel 5

Deathlevel 1

Ritual

Magic GemCost: 60
(cannotbe castunderwater)

Vineswill memgewith anyonekilled in the God's
dominion, creatingan undeadmanikin. The ma-
nikin will ght any enemieof the Godfor ashort
while beforeit is totally dissohed by the vines.
Undeador inanimatebeingsare not affected by
thespell. Theenchantmenastsuntil someonali-
spelsit or the casterdies.
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5.9 Enchantmenlevel 9

5.9 Enchantmentlevel 9

Thetis Blessing

Waterlevel 5
Ritual
Magic GemCost: 50

Allowsall troopsin theworld to entertheseaThe
enchantmenlastsuntil someonedispelsit or the
casterdies.

ArcaneNexus

Astrallevel 8
Ritual
Magic GemCost: 150

This mighty enchantmerabsorbsnagicalenegi-
es worldwide and replenisheghe casters magi-
cal resourcesHalf of all magicgemsusedto cast
spellsandto createmagicitemswill be absorbed
into the Arcane Nexus and will be collectedby
theownerof theenchantmenihepurity of Astral
andBlood magicmakesit impossiblefor the Nex-
usto absorbary magicwhenthesetypesof spells
arecast,but all othertypesof magicwill have so-
me of their power absorbecdby the Nexus. Even
whenno spellsarecastor noitemsareforged,the
Nexus will absorbsomemagic enegy from the
world. The spelllastsuntil someondlispelsit or
the casterdies.

Army of the Dead

Deathlevel 5

Ritual

Magic GemCost: 10
Numberof Effects:39

Animatesan entirearmy of longdeadwarriorsin
adistantprovince. The armyis underthe control
of thenecromancer
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Lichcraft

Deathlevel 5

Ritual

Magic GemCost: 25
(cannotbe castunderwater)

Thedeathmagehasdiscoreredhow to removethe
visceraof anothemecromancemaking him im-
mortal. The castingmageperformstheritual of li-
chcrafton awilling necromancein returnfor his
eternalservitude.The necromanceis thentrans-
formedinto an immortal being of greatmagical
power known asa demilich. By removing the vi-
sceraof the necromanceandhiding it, the caster
canensuregheimmortality andloyalty of the sub-
ject. Shouldthe body of the demilichbe physical-
ly destryed,anew oneis formedfrom thedustof
deadhumans.

Gift of Nature'sBounty

Naturelevel 7
Ritual
Magic GemCost: 70

All life in the god's dominionis blessed.Grain
grows morequickly, the mustardtastesbetter the
ducksarefatter andall living creaturesnateand
givebirth to young.Theincomeof landsunderthe
god'sdominionis greatlyincreasedTheenchant-
mentlastsuntil someonedispelsit or the caster
dies.
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6.1 Thaumatugy level 1

6 Thaumaturgy

The Schoolof Thaumatugy dealswith thearcane
fabricunderneatiphysicalreality. Mind-affecting
spellsaswell asteleportatiorspellsare examples
of thaumatugicalrituals.

Touch of the Desert

Waterlevel 1

FatigueCost: 20-

Range: 1

Areaof Effect: 1

(doesnot affectinanimatetargets)
(magic resistancenggates)
(cannotbe castunderwater)

The Touchof the Desertwill affecta smallnum-
ber of enemieswith severedehydrationTheene-
miesmuststandadjacento the casteifor thespell
to take effect. Thedehydratedargetswill become
moreandmoreexhaustecand may eventuallylo-
seconsciousnes3.hedurationof thedehydration
depend®nthemagicresistancef thetargets.Un-
deadbeingsandconstructarenotaffectedby this
spell.

SleepTouch

Naturelevel 1

FatigueCost: 10-

Range: 1

Areaof Effect: Oneperson
Damege: 115+

(stun)

(armor nggating)

(doesnot affectinanimatetargets)
(magic resistancenggates)

By touchingthetaget,the magemakesthetarget
unnaturallytired.
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6.1 Thaumaturgy level 1

Desiccation

Waterlevel 2

FatigueCost: 20-

Range: 11+

Areaof Effect: 1

Precision:100

(doesnot affectinanimatetargets)
(magic resistancanggates)
(cannotbe castunderwater)

This spell will affect a small numberof tarmgets
with severe dehydration.The dehydratedargets
will becomemore and more exhaustedand may
eventuallyloseconsciousnes3hedurationof the
dehydrationdependson the magic resistanceof
the targets.Undeadbeingsand constructsare not
affectedby this spell.

Farstrik e

Earthlevel 2

Astrallevel 1
FatigueCost: 5-

Range: 34+

Areaof Effect: Oneperson
Damege: 17+

Precision:5

Thecasteopensrift in spaceandstrikesthrough
it with a st ashardassteel. The strengthof the
casteraddsto thedamageof the spell.

Blink

Astrallevel 1
FatigueCost: 10-
Areaof Effect: Caster

Thecastercreatesninstabilityin spacdhattrans-
portshim to anothempositionon the battle eld.
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6.1 Thaumatugy level 1

Returning

Astrallevel 2
FatigueCost: 200-
Magic GemCost: 2
Areaof Effect: Caster

The castercreatesa rift in spacethat suckshim
through,sweepinghim backto the homecitadel.
Thisspellwill notwork if thehomecitadelis con-
trolled by the enemyor if the mageis alreadyin
the province containingthe homecitadel.

Communion Master

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

The magewho hascastthis spellcanusethe ma-
gic power of the mageswho have castCommu-
nion Slave. The fatiguethat comesfrom casting
spellswill be distributed amongall communion
membersandthe communiormastemwill alsobe
able to castmore powerful spellsthan he could
alone.While in communion,all spellsthat only

affect the casterwill also affect all the commu-
nion slaves.A communionwith two communion
slaveswill grantall mastersoneextra level in all

their paths four slaveswill granttwo levels,eight
slaveswill grantthreelevels,andsoon.

Communion Slave

Astrallevel 1
FatigueCost: 20-
Areaof Effect: Caster

Thecasteropenshis mindto allow othermagego

guide his magic power. Mageswho wantto take

adwantageof the communionmust castthe spell

CommunionMaster(or carry an appropriatema-

gic item). Beinga communionslave canbe dang-
erousif therearemultiple communiormasterspr

if the masteris more skilled thanthe slave. The

communionmastercan continueto drain enegy

from the communionslavesevenif they become
unconsciousThis canbefatal.
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Horr or Mark

Astrallevel 2
FatigueCost: 20-

Range: 20+

Areaof Effect: Oneperson
Precision:100

The Horror Mark is an astral beacononly per

ceivable by horrors.Horrors, powerful astralbe-

ings,primarily attackmarkedpeople This spellis

the only way to directHorrorsandavoid disaster
shouldonebe summoned.

Dustto Dust

Deathlevel 1
FatigueCost: 20-
Range: 20+
Areaof Effect: 1
Daméage: 22+
(armor negating)
Precision:0

The magedestrys undeadbeingsby unraveling
the magicthat holdsthemtogether The spell af-
fectsall undeadn asmallarea Neithermagicre-
sistancenor armoroffersary protectionfrom this
spell.

Decay

Deathlevel 1
FatigueCost: 20-

Range: 15+

Areaof Effect: Oneperson
Precision:3

(magic resistancanggates)

This spellmakesthe esh of living beingswither
anddecay leaving barebone.
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6.2 Thaumatugy level 2

Frighten

Deathlevel 1
FatigueCost: 5-
Range: 15+
Areaof Effect: 1
Precision:5

Thespell lls thetargetedunit with fear,

Seven Year Fever

Naturelevel 1

Firelevel 1

FatigueCost: 50-

Range: 15+

Areaof Effect: 1

Precision:2

(doesnot affectinanimatetargets)
(magic resistancenggates)

The castercursessometargetswith a horrible fe-
ver thatnever ends.Thevictims will notbe seve-
rely affectedduring combatbut their woundswill

never heal, andthe victim will slowly die in the
following years.

Curse

Naturelevel 1

Astrallevel 1
FatigueCost: 30-

Range: 30+

Areaof Effect: Oneperson
Precision:100

The magecursesthe target with bad luck. The
spell haslong rangeand always hits the chosen
target. Thereis no protectionagainsteingcursed
andit canneverberemoved.
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6.2 Thaumaturgy level 2

Bondsof Fire

Firelevel 1

FatigueCost: 20-

Range: 10+

Areaof Effect: Oneperson
Precision:3

(cannotbe castunderwater)

Shacklesof re will trapthe victim of this spell.
If thevictim triesto escapethe shackledhecome
exceedinglyhot. Otherwisethe heatstaysbearab-
le. A high moraleis requiredto ght the heatand
escapeTrying to escapanayvery well kill aless
sturdyman.

Augury

Firelevel 2

Ritual

Magic GemCost: 2
(cannotbe castunderwater)

Thecastempoursoil onapile of soil from adistant
province andsetsit ablaze.The ick ering ames
will revealall hiddensitesof ery powersin the
province.

Auspex

Air level 2

Ritual

Magic GemCost: 2
(cannotbe castunderwater)

The casterlistensto the winds and obsenesthe

ight of birds. The winds will carry legendsof
magical placesand ancientstorms.If the winds
are correctly interpreted the castergains know-
ledge of sitesof air power in a distantprovince.
This spellcannotbe castatanenemyprovince.
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6.3 Thaumatugy level 3

Gnomelore

Earthlevel 2
Ritual
Magic GemCost: 2

The casterbestavs upon himself the knowledge
of gnomedo nd placesof earthpower. Thespell
will nd all magicearthsitesin afriendly province
of the casters choice.

Mind Burn

Astrallevel 2
FatigueCost: 20-

Range: 30+

Areaof Effect: Oneperson
Damege: 12+

(armor neggating)
Precision:100

(magic resistancenggates)

Thecastertriesto overloadthe mind of thetarget.
If successfulthetargetexperiencesverwhelming
painashis mindis damagedThespellis very ac-
curateandalways nds its intendedtarget.

Haruspex

Naturelevel 2
Ritual
Magic GemCost: 2

The casteropensthe belliesof newly slaughtered
animalsandobsenestheir livers.The stateof the
liversrevealdistantlocationsof naturepower.
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Sleep

Naturelevel 2

FatigueCost: 20-

Range: 20+

Areaof Effect: Oneperson
Daméege: 110+

(stun)

(armor neggating)

Precision:4

(doesnot affectinanimatetargets)
(magic resistancenggates)

The target is madeunnaturallytired by this en-
chantment.

6.3 Thaumaturgy level 3

Rage

Firelevel 2

FatigueCost: 20-

Range: 20+

Areaof Effect: Oneperson
Precision:100

(magic resistancanggates)

The spell lIs the heartof a man with furious
anger The raging unit will attackanything near
by, evenfriends.

Sailors Death

Waterlevel 3

FatigueCost: 20-

Range: 20+

Areaof Effect: 1

Damege: 14+

(armor neggating)

Precision:1

(doesnot affectinanimatetargets)
(magic resistancenggates)

The lungsof a small numberof targetsare lled
with water Any target that cannotbreathewater
will take severedamage.



6 THAUMATURGY

6.4 Thaumatugy level 4

Astral Window

Astrallevel 2
Ritual
Magic GemCost: 3

The casteropensan arcanerift throughwhich he
canobsene distantlands. Therift closesaftera
while but the durationcan be prolongedif extra
magicgemsare usedin the casting.Eachcasting
of this ritual allows the mageto scry on onepro-
vince.

Teleport

Astrallevel 3
Ritual
Magic GemCost: 2

With this spell the magecantransporthimself to
ary provincein theworld, nomatterhow far avay
it is.

Panic

Naturelevel 2
FatigueCost: 20-
Range: 15+
Areaof Effect; 5+
Precision:1

This spell will causepanicto spreadamongthe
enemies.

6.4 Thaumaturgy level 4

Prison of Fire

Firelevel 3

FatigueCost: 30-

Range: 15+

Areaof Effect: 3+
Precision:2

(cannotbe castunderwater)

This spellworks like Bondsof Fire, but it affects
alargernumberof units.
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Paralyze

Astrallevel 2
FatigueCost: 20-

Range: 29+

Areaof Effect: Oneperson
Daméage: 150

(stun)

(armor neggating)
Precision:100

(magic resistancenegates)

The casteroverloadsthe target's mind, rendering
him unconscious.

Vengeanceof the Dead

Astrallevel 3

Deathlevel 1

Ritual

Magic GemCost:3
(magic resistancenggates)

Themagewill contacthedeadsoulsof all thepe-
ople or creatureghat the target hasslain. These
deadsoulswill thenbe guidedto the dreamsof
the target, wherethey canattackhim in a horrib-
le nightmare Themagewill ensurehatthetarget
is pulled strongly into the nightmare,so that he
staysdeadif the deadsoulsaresuccessfuln kil-
ling him. This spelldoesnotwork on mindlessor
undeadeingsandthetargetmusthave slainunits
in combatfor the spellto work. One province is
choserfor thespellandthegreatesbutcherin that
provincewill betargetedfor thenightmare.

Terror

Deathlevel 3
FatigueCost: 10-
Range: 15+
Areaof Effect; 5+
Precision:1

This spellwill terrify thetargets.
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6.5 Thaumatugy level 5

Gift of Reason

Naturelevel 4
Ritual
Magic GemCost: 20

This gift grantscommandestatusanda sharpin-
tellectto ary onebeing.Thetargetunit mustbein
thesameprovinceasthecaster

6.5 Thaumaturgy level 5

Raging Hearts

Firelevel 4
Ritual
Magic GemCost: 10

Furywill startto grow in theheartsof all peoplein
an entireprovince. Thoseaffectedwill soonstart
to kill andplundertheir fellow citizens.A mage
cantargetary province of his choice,andthose
affectedwill notknow who hascastthis spellon
them.

Confusion

Air level 3

FatigueCost: 10-

Range: 15+

Areaof Effect: 1
Precision:3

(magic resistancangyates)

Thespellwill confusehemindsof agroupof sol-
diers.Theconfusediunitscaneasilyattackfriends
insteadof enemies.

56

Soul Slay

Astrallevel 3
FatigueCost: 20-

Range: 30+

Areaof Effect: Oneperson
Damgge: Death
Precision:100

(magic resistancanggates)

The casterattemptsto rip the target's mind from
his body. If successfulthe spellwill slaythetar
get.

Gateway

Astrallevel 3
Ritual
Magic GemCost: 10

The castercreatesa rift in the fabric of spaceal-
lowing him to stepthroughwith all troopsunder
his commandand entera distant province. The
gatevay closeswhenall the troopshave passed
through.

Burden of Time

Deathlevel 5
Ritual
Magic GemCost: 70

This evil enchantmentvill make everyonein the
world ageat a highly acceleratedate.Unrestwill
increasen the entireworld andsoldierswill soon
becomecrippledanduselessWhile this enchant-
mentis active the world will becomemore and
moredesolatauntil everyonedies.Undeadandin-
animatebeingsarenotaffected.Thespelllastsun-
til someonalispelsit or the casterdies.
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6.6 Thaumatugy level 6

Control the Dead

Deathlevel 2
FatigueCost: 20-

Range: 10+

Areaof Effect: 1
Precision:0

(magic resistancenggates)

Thecastertakescontroloversomeundeadbeings.
Pawverful undeadwill be ableto resistthe necro-
mancer

Growing Fury

Naturelevel 4
Battle Enchantment
FatigueCost: 100-
Magic GemCost: 1

A growing fury will affectall friendly unitsonthe
battle eld. They will nd themseles becoming
more and more ferociousand will go berserkat
theslightestprovocation,evenif they arenot usu-
ally ableto do so.

6.6 Thaumaturgy level 6

Enslave Mind

Astrallevel 4
FatigueCost: 20-

Range: 15+

Areaof Effect: Oneperson
Precision:100

(magic resistancenggates)

The casterenslaesthe bodyandmind of onetar-
get. Thevictim loseshis will, alongwith his abili-
ty to commandandcastmagic.All the Pretender
Godsareimmuneto this spell.
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Vortex of Returning

Astrallevel 4
FatigueCost: 300-
Magic GemCost:3
Areaof Effect: Battle eld

The castercreatesa rift in spacethat carriesthe
entire army backto the homeprovince on astral
currents.

Wither Bones

Deathlevel 3
FatigueCost: 50-
Range: 25+
Areaof Effect: 6+
Damege: 16+
(armor neggating)
Precision:-1

This spellis the nightmareof necromancersThe
spell destrys undeadbeingsby unraveling the
magicthat holdsthemtogether The spell affects
all undeadn alargearea.Neithermagicresistan-
cenor armoroffer protectionfrom this spell.

Leprosy

Deathlevel 5

Ritual

Magic GemCost: 10

(doesnot affectinanimatetargets)
(magic resistancenggates)

The mageconjuresforth a wastingdiseasaipon
anenemyarmyin adistantprovince.Diseasedar
getswill neverregainary lost hit pointsandwill
take damagesvery seasorthey arealive. Undead
andinanimatebeingsarenotaffectedby thisspell.
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6.7 Thaumatugy level 7

Foul Air

Deathlevel 5

Air level 1

Ritual

Magic GemCost: 75
(cannotbe castunderwater)

The air will becomepollutedby a deadlydisea-
sewhenthis enchantmenis cast.Anyonewho is

woundedwill instantly becomediseasedue to

the foul air. This enchantmengffects the entire
world andwill lastuntil dispelledor the casterdi-

es.Unrestwill increaseworldwide while the en-
chantments active.

6.7 Thaumaturgy level 7

Purgatory

Firelevel 6

Ritual

Magic GemCost: 60
(cannotbe castunderwater)

Holy re will strike undeadenemycreaturesn
thegod'sdominion. Themorepowerful dominion
themoreundeadwill bekilled. This enchantment
lastsuntil someondlispelsit or thecasterdies.

Dark Skies

Air level 5

Ritual

Magic GemCost: 50
(cannotbe castunderwater)

Black cloudsbillow forth and cover the landsof
your dominion.All enemiesunderyour dominion
will perceve the hearensasdarkandoppressing.
The strongerthe dominionis the morefearful the
skies. The dark skies severely lower the morale
of thoseaffected.Theenchantmentastsuntil it is
dispelledor thecasterdies.
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Lur e of the Deep

Waterlevel 6
Ritual
Magic GemCost: 70

Sirenswill startto emege from the deepswhen
this pawerful enchantmenis cast.The sirenswill

sing to enemytroopsandlure themdown to cer
tain deathin the deeps.The lure is strongestin
a coastalor seaprovince with strongfriendly do-
minion. Inland provinces,or provinceswithin an
enemydominionarenot affectedat all. This glo-
balenchantmentanonly becastin anundervater
laboratoryandit will lastuntil someonedispelsit
or thecastedies.

TelesticAnimation

Astrallevel 3
Ritual
Magic GemCost:5

Themagecraftsa statueandplacesa goldenplate
inscribedwith divine nameswithin its head.The
statueis thusanimatedby divine power andwill

speakthewill of the PretendeGod. The statueis
imbuedwith greatpriestlypowers,but is immobi-
le.

Plague

Deathlevel 4

FatigueCost: 100-

Magic GemCost: 1

Range: 10

Areaof Effect: 1

Precision:0

(doesnot affectinanimatetargets)
(magic resistancangyates)

With this spellthemagewill bringamagicplague
onsomevictims. Themagicplaguekills andspre-
adsat an enormougate. It doesnot take long to

catchthediseasdrom aninfectedfriend, nordoes
it take long to die onceyou areinfected.Undead
beingsarenot affectedby this magicplague.
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6.9 Thaumatugy level 9

Charm

Naturelevel 3
FatigueCost: 30-

Range: 13+

Areaof Effect: Oneperson
Precision:100

(magic resistancenggates)

The victim of a charmspell will becometotally
loyal to the casterof the spell. A charmedcom-
manderwill retainall his specialskills and ma-
gic itemsandusethemfor the bene t of his new
masterAll the PretendeGodsareimmuneto this
spell.

6.8 Thaumaturgy level 8

Gale Gate

Air level 5

Ritual

Magic GemCost: 60
(cannotbe castunderwater)

Thecasteopensarift in spacecreatingagateinto
arealmof storms.Hugeamountsof aerialmagic
areeffectively channeledhroughthis gate produ-
cing twenty air gemseachturn. The enchantment
lastsuntil it is dispelledor the casteries.

Soul Drain

Astrallevel 5
Deathlevel 5

Battle Enchantment
FatigueCost: 500-
Magic GemCost:5

The Castercreatesa well of unlife onthebattle -
eld andopensa channebetweerhimselfandthe
well. Everysoulonthebattle eld takesdamages
their soulsrushfrom their bodiesinto the well to
healandreinvigoratethe caster
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Black Death

Deathlevel 5
Ritual
Magic GemCost: 15

The necromancercursesa province with the
black death.This plaguewill kill thousandsipon
thousandof people.The spell is tamgetedat the
generapopulationandwill probablynotaffectthe
military unitsin theprovince.

6.9 Thaumaturgy level 9

Master Enslave

Astrallevel 8

FatigueCost: 800-

Magic GemCost: 8

Areaof Effect: Battle eld

(magic resistancenggateseasily)

The casterunleashewastarcanepowers,ripping
thefreewill from hisfoes,turningtheminto loyal
thralls.Thethrallswill aidthecastewuntil they die.
Thereis nowayto breakfreeonceenslaedby this
spell.

UndeadMastery

Deathlevel 7

FatigueCost: 700-

Magic GemCost: 7

Areaof Effect: Battle eld

(magic resistancenegateseasily)

The castertakescontrolover all undeadbeingson
theentirebattle eld. Poverful undeadwill beable
to resistthe spell.
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7.1 BloodMagiclevel 1

7 Blood Magic

The Schoolof Blood is bannedn mostsocieties.
The School of Blood differs from the arcane
Schoolsof Magic. The Path of Blood and the
Schoolof Blood are studiedand practicedtoget-
her. Blood magicspellsaresimilarto conjurations
but aresetapartby thefactthatthey needsacri -
cial bloodto work.

Bleed

Bloodlevel 1

FatigueCost: 100-
BloodSlaveCost: 1

Range: 15+

Areaof Effect: Oneperson
Precision:0

(doesnot affectinanimatetargets)
(magic resistancenggates)

Thebleedspellcauseshevictim'snose gars,and
mouthto pouroutblood. Theeffectis aprolonged
andpainfuldeath Magic resistanceannegatethe
effect.

7.1 Blood Magic level 1

Blood Burst

Bloodlevel 1

FatigueCost: 200-
BloodSlaveCost: 2

Range: 15+

Areaof Effect: 1

Damege: 11+

(armor neggating)

Precision:5

(doesnot affectinanimatetargets)
(cannotbe castunderwater)

Thebleedspellcauseshevictims' bloodto explo-
de.Neitherarmornormagicresistanceanprotect
the targets.The spell demanddarge quantitiesof
sacri cial blood andwill exhausteven the most
powerful of mages.
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Blood Heal

Bloodlevel 1

FatigueCost: 100-

Blood SlaveCost: 1

Areaof Effect: Caster

(doesnot affectinanimatetargets)
(cannotbe castunderwater)

The magespills the blood of a blood slave andis
healedn return.

Sahbath Master

Bloodlevel 1

FatigueCost: 100-
BloodSlaveCost: 1

Areaof Effect: Caster
(cannotbe castunderwater)

By castingthis spellthe magecantake command
of a Sabbattandaddthe power of othermagego

his own. This spellis similarto CommunionMas-

terandcanbeusedto commanda communion.

Satbath Slave

Bloodlevel 1

FatigueCost: 100-

Blood SlaveCost: 1

Areaof Effect: Caster
(cannotbe castunderwater)

By castingthis spell the mageallows his magic
powersto be guidedby a Sabbathmaster This
spellis similar to CommunionSlave and canbe
usedto participatein acommunion.

Pain Transfer

Bloodlevel 1

FatigueCost: 100-

Blood SlaveCost: 1

Areaof Effect: Caster
(cannotbe castunderwater)

Woundstaken by the magewill be transferredo
bloodslavesin thevicinity.
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7.2 BloodMagiclevel 2

Reinvigoration

Bloodlevel 1

FatigueCost: 100-
BloodSlaveCost: 1

Areaof Effect: Caster
(cannotbe castunderwater)

By sacri cing oneblood slave the magewill re-
move all of hisfatigue.

Summonlimp

Bloodlevel 1

FatigueCost: 100-

Blood SlaveCost: 1

Range: 1

Numberof Effects:5
(cannotbe castunderwater)

The castersummonssomeimpsto aid him in the
battle.Imps arelowly devils summonedrom in-
fernowith bloodsacri ces.Bornin infernal res,
they are re resistantout do not radiatethe infer-
nal heatof morepowerful devils. Impscany .

Bind Spine Devil

Bloodlevel 2

Ritual

Blood SlaveCost: 3
(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tact and bind a Spine Devil. Spine Devils are
spine-cwered, wingless demonsthat ght with
two venomousclaws. The spinescovering their
bodiesare poisonousand aryone attackingthem
with shortweaponsnight getpoisoned.
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Blood Boil

Bloodlevel 1

Firelevel 1

FatigueCost: 50-

Range: 11+

Areaof Effect: Oneperson
Daméege: 11+

(armor neggating)

Precision:3

(doesnot affectinanimatetargets)
(magic resistancenggates)

Boils the blood of the chosenvictim. This spell
usesmuchpower from the pathof re andis one
of thefew blood magicspellsthatdoesnt require
hugeamountsf sacri cial blood.

Bind BoneFiends

Bloodlevel 2

Deathlevel 1

Ritual

Blood SlaveCost: 6
Numberof Effects:3
(cannotbe castunderwater)

The castersacri cesseveralblood slavesto sum-
monandbind threeBone Fiendsfrom the realms
of the dead.Bone Fiendsare strangeskeletal de-
monsbelievedto betheremainsof deaddevils.

7.2 Blood Magic level 2

Bowl of Blood

Bloodlevel 2

Ritual

Blood SlaveCost: 2
(cannotbe castunderwater)

The caster lls a bowl with blood, mixesit with
soilfrom adistaniandandobsenesthe vesigns.
Thesignswill revealall sitesof bloodin thatpro-
vince.
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7.3 BloodMagiclevel 3

Agony

Blood level 2

FatigueCost: 100-
BloodSlaveCost: 1

Range: 25+

Areaof Effect: 4+

Damage: 1

(armor neggating)
Precision:2

(doesnot affectinanimatetargets)
(magic resistancenggates)
(cannotbe castunderwater)

Themagekills oneor morebloodslavesin anex-
tremely painful way andtransferstheir pain onto
a large numberof enemiesBeing struck by this
painis unbearablendhasa truly devastatingef-
fect on morale.Undeadunits are not affectedby
this spell.

Bind Fiend

Bloodlevel 2

Ritual

Blood SlaveCost:5

Range: 1

(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tact and bind a Fiend of Darkness.Fiends of
Darknessarecoal-blackdemonssummonedrom
thevoid. They ght with venomouslaws andha-
ve bat-like wings. Fiendsof darknessareableto
hidein thenightandarestealthy
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Hell Power

Bloodlevel 3

FatigueCost: 300-

Blood SlaveCost: 3

Areaof Effect: Caster
(cannotbe castunderwater)

By sacri cing a large numberof blood slavesthe
casterattractsattentionfrom the Nethervorlds.
Fiendsfrom beyond grantthe castertremendous
physicalandmagicalpowers(magicbonus:2) for
one battle. The price for this power is unwanted
attentionfrom otherhorrors.For every minutethe
battlelasts thereis achancehatahorrorwill ma-
terializein thevicinity of the caster

7.3 Blood Magic level 3

LeechingTouch

Bloodlevel 1

FatigueCost: 20-

Range: 1

Areaof Effect: Oneperson
Daméege: 15+

(armor negating)

(doesnot affectinanimatetargets)

Themagetriesto touchatargetandwill drainso-
me of thetarget'slife forceif successfulThelife
forcedrainedwill beusedto healandreinvigorate
themage.



7 BLOOD MAGIC

7.4 BloodMagiclevel 4

Bind Devil

Bloodlevel 2

Firelevel 2

Ritual

Blood SlaveCost: 7
(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tactand bind a Devil. Devils areinfernal beings
of greatstrength.They arebornin the res of in-
fernoandareimperviousto heatand ame. Their
glowing bodiesradiateheatandfrom their shoul-
dersgrow bat-like wings. Devils arearmedwith a
tridentandtheir barbedtails cansting opponents
in closecombat.

Bind FrostFiend

Bloodlevel 2

Waterlevel 2

Ritual

Blood SlaveCost: 7
(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tactandbindaFrostFiend.FrostFiendsaredevils
of theicy realmsof inferno. In the constantwars
of infernothe FrostFiendsarefearedby all ery

devils. FrostFiendswearrobesof wovenice and
areconstantlysurroundedby aicy wind. They wi-

eldicerodsandcanunleastblastsof infernalcold
upontheirenemies.

CrossBreeding

Bloodlevel 1

Naturelevel 1

Ritual

Blood SlaveCost: 15
Numberof Effects: 20+
(cannotbe castunderwater)

Hundredsof different creatures,from mice to
humans,are magically cross-bredand grown in
an effort to producea powerful monster Most
offspring die early, but some survive and are
boundto sene their creator Luck is requiredto
breedthe morepowerful creatures.
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Awaken Dark Vines

Bloodlevel 1

Naturelevel 3

Ritual

BloodSlaveCost: 12
(cannotbe castunderwater)

The casterspills sacri cial bloodin the depthsof
darkforeststo awakenforcesthathave sleptsince
the comingof man.The Dark Vinesarehugebe-
astscomposeaf roots,vines,andblood-drenched
moss.

7.4 Blood Magic level 4

Bind Serpent Fiends

Bloodlevel 1

Ritual

Blood SlaveCost: 8
Numberof Effects:3
(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tact and bind three SerpentFiends. SerpentFi-

endsarebat-winged serpentlile demonssummo-
nedfrom thevoid. Their biteis highly venomous.

Hellr e

Bloodlevel 1
Firelevel 2
FatigueCost: 100-
Blood SlaveCost: 1
Range: 20+

Areaof Effect: 3
Numberof Effects:2
Damage: 9+

(armor piercing)
Precision:0
(cannotbe castunderwater)

The casteropensa channelto inferno through
which dark ames of the sulphurlake pour. Tho-
seburnedby thehellish ameswill sufferinfernal
pains.
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7.5 BloodMagiclevel 5

Bind Storm Demon

Blood level 2

Air level 2

Ritual

Blood SlaveCost: 7
(cannotbe castunderwater)

The castersacri ces several blood slavesto con-
tact and bind a Storm Demon. Storm Demons
are devils of the tempestrealm. The bodies of

the StormDemonsconsistpartly of stormclouds.
They areethereabndcanunleashblastsof infer-

nallightning upontheir enemies.

Bind Ice Devil

Bloodlevel 3

Waterlevel 3

Ritual

Blood SlaveCost: 30
(cannotbe castunderwater)

The blood magesacri cesseveralblood slavesto

contactandbind an Ice Devil. Ice Devils arethe
rulersof theicy realmsof inferno. Theirlargebo-

diesare composedf ice andthey are constantly
surroundedy awind of infernal cold. Ice Devils

are powerful magesof water but it is their phy-

sical might that setsthemapartasgeneralof the
infernalwars.

Bind DemonKnight

Blood level 2

Earthlevel 2

Ritual

Blood SlaveCost: 6
(cannotbe castunderwater)

The castersacri cesseveral blood slavesto sum-
monandbind a DemonKnight to his service.The
demorknightis anarmoreddemorriding ademo-
nic steedwith glowing red eyes.Demonknights
arehorribleto beholdandtheirmerepresencavill
causepanicamongwealer troops.
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Call LesserHorr or

Blood level 2

Astrallevel 2

FatigueCost: 200-
BloodSlaveCost: 2

Range: 5

Areaof Effect: Oneperson
Precision:-2

(cannotbe castunderwater)

The castersacri ceshumanbloodto attracta les-
serhorror. Thebeingwill feedonthefearandsuf-
fering of dying soldiersandwill continueto attack
everyoneon the battle eld until slain.

Rain of Toads

Bloodlevel 3

Naturelevel 1

Ritual

Blood SlaveCost: 10
(cannotbe castunderwater)

Thecastercreateshorribleomen turningthefal-
ling rainin atargetprovinceinto toads.Thetarget
provincewill suffer from unrestandmisfortune.

7.5 Blood Magic level 5

Hellbind Heart

Blood level 2

FatigueCost: 100-
BloodSlaveCost: 1

Range: 25+

Areaof Effect: Oneperson
Precision:100

(magic resistancanggates)
(cannotbe castunderwater)

The castebindsanenemysoulto his service.
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7.6 BloodMagiclevel 6

Horde from Hell

Bloodlevel 4

Ritual

Blood SlaveCost: 20
Numberof Effects:25
(cannotbe castunderwater)

The castersendsa hordeof impsled by adevil to

adistantprovince. The horderemainsafter battle
andmay continueto wreakhavoc in neighboring
provinces.

Bloodletting

Blood level 4
FatigueCost: 400-
BloodSlaveCost: 4

Areaof Effect: Battle eld
Damaege: 1

(armor neggating)

(magic resistancangyates)
(cannotbe castunderwater)

With this arduousspell the magetries to drain
blood from everyonein the vicinity. All drained
bloodwill be addedto the mageslife force.

Father lllearth

Bloodlevel 3

Earthlevel 4

Ritual

Blood SlaveCost: 50
(cannotbe castunderwater)

The blood mage spills sacri cial blood on the
groundto taintandbind aKing of ElementaEarth
to his service.The spirit is horribly taintedby the
blood and losessomeof its connectionwith the
earth.In return, it gainsknowledgeof the power
andcravings of blood.
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SendLesserHorr or

Bloodlevel 2

Astrallevel 3

Ritual

Blood SlaveCost:9
(cannotbe castunderwater)

Thecastersendsa lesserorrorto attacka distant
province. The lesserhorror will try to annihilate
ary armynothidinginsideafortressbeforedisap-
pearing.

7.6 Blood Magic level 6

Harm

Bloodlevel 2

FatigueCost: 100-

Blood SlaveCost: 1

Range: 25+

Areaof Effect: 2+

Precision:100

(doesnot affectinanimatetargets)
(magic resistancanggates)
(cannotbe castunderwater)

This spell causesserere damageto the victims'
chestandstomachsTheunfortunatevictims will

startto coughup bloodandwill mostlikely never
fully recover from the harmdoneto them.Inani-
matebeingsareimmuneto this spell.

Bind Heliophagus

Bloodlevel 5

Ritual

Blood SlaveCost: 55
(cannotbe castunderwater)

The blood mage sactri ces several blood slaves
to contactand bind a Heliophagusto sene him.
Wingedandpowerful, the Heliophagiileadthear
miesof theAbyss.They arecomposeaf darkness
but their claws andhornsaregoldenandenchan-
ted. Their ability to becomeinvisible in shadavs
malkesthemtruly horrible.Heliophagiiareskilled
in bloodmagic.
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7.6 BloodMagiclevel 6

Bind Arch Devil

Bloodlevel 4

Firelevel 2

Ritual

Blood SlaveCost: 55
(cannotbe castunderwater)

The blood magesacri cesseveralblood slavesto
contactandbindanArch Devil to sene him. Arch
Devils arethelordsof ery inferno. Wingedand
powerful, they lead the armiesof inferno. They
wield greattridentsand canusetheir barbedtail
to lashout atenemiesbut it is their skill with re

magicthatmakesthemtruly fearsomeArch De-
vils radiateheatand are imperviousto heatand
ames.

Bind Pazuzu

Bloodlevel 4

Air level 2

Ritual

Blood SlaveCost: 55
(cannotbe castunderwater)

The blood magesacri cesseveralblood slavesto
contactandbind thelord of the StormDemonsit
is rumoredthat thereonly is one suchlord. The
Pazuzuis the lord of infernal storms.A hugefe-
atheryhumanwith four greatwings, it haslegs of
a hen,but no head.The demonhasgreatpowers
overtheair.
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Illwinter

Bloodlevel 5

Waterlevel 3

Ritual

Blood SlaveCost: 120
(cannotbe castunderwater)

The castersacri cesthe blood of innocentvirgins
in an attemptto revive the old Rimtursars,anci-
ent giantsof terrible might and ancestorof Jo-
tun. The giantsare slow to awaken but their pre-
sencewill causeblizzardsandseverecoldall over
the world. The lllwinter is the mostfearedof all

omensand unrestwill increaseworldwide. The
spell lastsuntil someonedispelsit or the caster
dies.

Call Horr or

Bloodlevel 3

Astrallevel 3

FatigueCost: 300-

Blood SlaveCost: 3

Range: 5

Areaof Effect: Oneperson
Precision:-2

(cannotbe castunderwater)

Thecastersacri ceshumanbloodto attracta hor
ror. The beingwill feedon the fearandsuffering
of dying soldiersandwill continueto attackeve-
ryoneonthebattle eld until all aredead.
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7.7 BloodMagiclevel 7

Reascendance

Bloodlevel 4

Astrallevel 1

Ritual

Blood SlaveCost: 50
(cannotbe castunderwater)

By sacri cing enoughbloodthecastershatterghe
infernal prison of a Fallen Angel, allowing it to
reascendo the earthly spheresThe Fallen Ang-
el will gladly sene its liberatorand will useall
its powersto further his goals.The Angel wasa
powerful userof re magicbefore his fall from
grace.Now it haslearnedto useblood magicas
well.

7.7 Blood Magic level 7

Leech

Bloodlevel 1

FatigueCost: 100-

Blood SlaveCost: 1

Range: 20

Areaof Effect: 1

Dameage: 25+

(armor neggating)

Precision:0

(doesnot affectinanimatetargets)
(cannotbe castunderwater)

The magedrainsthe life force of a small group
of enemiesThelife forcedrainedwill beusedto
healandreinvigoratethemage.

Blood Rain

Bloodlevel 3

Battle Enchantment
FatigueCost: 300-

Blood SlaveCost: 3
(cannotbe castunderwater)

Blood poursdown over alargeareacausingpanic
in the enemyranks.Undeadbeingsare not affec-
tedby this spell.
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Curse of Blood

Bloodlevel 3

Deathlevel 4

Ritual

Blood SlaveCost: 55
(cannotbe castunderwater)

The castercreatesa VampireLord by cursingthe
blood of a suitablehumansenant. The Vampire
Lord is animmortal beingof greatmagicpowers
ableto curseotherswith the curseof vampirism.

Blood Rite

Bloodlevel 2

Deathlevel 2

Ritual

Blood SlaveCost: 26
Range: 1

Numberof Effects:6+
(cannotbe castunderwater)

The castercursessix humanthralls with vampi-
rism. The vampiresare immortal andalmostim-
possibleto harmwithout magicalweapons.

Astral Corruption

Bloodlevel 6

Astrallevel 6

Ritual

Blood SlaveCost: 166
(cannotbe castunderwater)

This horribleritual is whatcausedlood magicto
bebannedn ancientimes.With anawesomesac-
ri ce, the fabric of astralspacebecomedainted
with blood. All spell castingusesthe taintedar
canaand attractsthe attentionof horrors.Every
time a non-bloodmagicritual is castor a magic
itemis forged,thereis a chancethata horrorwill
follow the arcane o w and attackthe mage.The
spelllastsuntil someonelispelsit or the casterdi-
es.
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7.9 BloodMagiclevel 9

7.8 Blood Magic level 8

Rush of Strength

Bloodlevel 3

FatigueCost: 100-
BloodSlaveCost: 1

Areaof Effect: Battle eld
(cannotbe castunderwater)

By sacri cing a blood slave all friendly unitsre-
ceive increasedhysicalstrengthfor the duration
of thebattle.

The Looming Hell

Bloodlevel 7

Ritual

Blood SlaveCost: 150
(cannotbe castunderwater)

Devils will appearin the dreamsof someunfor-
tunateenemiesvheneer they try to sleep.These
devils, throughvariousthreatswill try to persua-
detheirvictimsto sell their soulsandjoin themin
thekilling of their own commanderThe strength
of thethreatsdependon the strengthof the God's
dominion,but extremecouragds alwaysrequired
to defy thedevils. Thedevils aretotally powerless
if they areunableto persuadeary victims, which
may well happenshouldthe enemycommander
be morefearedthanthey are.The spelllastsuntil
someonglispelsit or the casterdies.

Impr oved CrossBreeding

Bloodlevel 2

Naturelevel 2

Ritual

Blood SlaveCost: 20
Numberof Effects: 40+
(cannotbe castunderwater)

Hundredsof different creatures,from mice to
humans,are magically cross-bredand grown in
an effort to producea powerful monster Most
offspring die early, but some survive and are
boundto sene their creator Luck is requiredto
breedthe morepowerful creatures.
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SendHorr or

Bloodlevel 3

Astrallevel 4

Ritual

Blood SlaveCost: 15
(cannotbe castunderwater)

The castersendsa horror to attacka distantpro-
vince. The horrorwill annihilateany armythatis
not hidinginsideafortressbeforedisappearing.

ThreeRed Seconds

Bloodlevel 5

Ritual

Blood SlaveCost: 120
(cannotbe castunderwater)

The castersummonsa horde of imps and com-
mandsthem to raisea fortress.In threered se-
condsa mighty citadelis built in a provinceof the
casterschoice.

7.9 Blood Magic level 9

Forcesof Darkness

Bloodlevel 6

Ritual

Blood SlaveCost: 50
Numberof Effects: 14+
(cannotbe castunderwater)

The castersummonsandbindsthirteenFiendsof
DarknessFiendsof Darknessare coal-blackde-
monssummonedrom the void with humansac-
ri ces. They ght with venomoustlaws andhave
bat-likewings.Fiendsof darknessareableto hide
in thenightandarestealthy
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7.9 BloodMagiclevel 9

Infer nal Forces

Bloodlevel 5

Firelevel 2

Ritual

Blood SlaveCost: 50
Numberof Effects: 7+
(cannotbe castunderwater)

The castersummonsand binds eight Devils and
twenty Imps. Devils areinfernal beingsof great
strength.They arebornin the res of infernoand
areimperviousto heatand ame. Their glowing
bodiesradiateheatand bat-like wings grow from
their shouldersThey arearmedwith atridentand
theirbarbedail canstingopponentsn closecom-
bat.

Infer nal Tempest

Bloodlevel 5

Air level 2

Ritual

Blood SlaveCost: 50
Numberof Effects: 7+
(cannotbe castunderwater)

ThecasteunleasheaninfernaltempestWith the

galecomeseighthavoc-wreakingStormDemons.

The casterbindsthemto his servicebeforethey
candestry his laboratory StormDemonsarede-
vils of thetempestealm.Thebodiesof the Storm
Demonsconsistpartly of stormclouds.They are
etherealand can unleashblastsof infernal light-
ning upontheir enemies.
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Forcesof Ice

Bloodlevel 5

Waterlevel 2

Ritual

Blood SlaveCost: 50
Numberof Effects:8+
(cannotbe castunderwater)

The castersummonsandbindsnine FrostFiends.
FrostFiendsaredevils of theicy realmsof inferno.

In the constantwars of inferno the Frost Fiends
are fearedby all ery devils. Frost Fiendswear

robesof wovenice andareconstantlysurrounded
by aicy wind. They wield icerodsandcanunleash
blastsof infernalcold upontheir enemies.

Infer nal Crusade

Bloodlevel 5

Earthlevel 2

Ritual

Blood SlaveCost: 50
Numberof Effects:8+
(cannotbe castunderwater)

The caster summonsand binds nine Demon
Knights. DemonKnights arearmoreddemonsi-
ding demonicsteedswith glowing red eyes. De-
monKnightsarehorribleto beholdandtheirmere
presencevill causegpanicamongwealertroops.
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8 Divine

Banishment

Priestlevel 2
FatigueCost:0

Range: 20+

Areaof Effect: 4+
Damege: 10+

(armor negating)
Precision:0

(magic resistancangyates)

With this prayerthepriestcanbanishalargenum-
berof undeacbeings.Theundeadsvill take seve-
redamageinlesghey manageo resistthebanish-
ment.

Blessing

Priestlevel 2
FatigueCost: 0
Range: 15+
Areaof Effect: 12+
Precision:100

This prayer can be use to blessthe priest or
a group of holy warriors. Blessedunits receve
increasedstrength,morale and attack skill. The
blessingaststheentirebattle.

Divine Armaments

Priestlevel 3
FatigueCost: 0
Range: 10+
Areaof Effect: 1
Precision:0

This prayerwill granta small numberof troops
the ability to strike with re andanyone hit by
their weaponswill alsobe burnedby searing a-
me.Theprayerwill only affect sacredroopssuch
aspriestsor agellants. Theeffectlastsfor thedu-
rationof thebattle
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Sermonof Courage

Priestlevel 3
FatigueCost: 0
Range: 10+
Areaof Effect: 10
Precision:100

Soldiers' fearscan be removed with the help of
this prayer This prayeris only effective afterthe
soldiershave actuallybecomescaredwhichis li-
kelyto happerassoonastheirfriendsstartfalling.

Divine Blessing

Priestlevel 4
FatigueCost: 0

Range: 12+

Areaof Effect: Battle eld
Precision:100

Thisis thesameastheBlessingprayer exceptthat
it affectsall holy unitsontheentirebattle eld.

Fanaticism

Priestlevel 4
FatigueCost: 0

Range: 1

Areaof Effect: Battle eld

ThisprayerhasthesameeffectasSermorof Cou-
rage,but it affectsall friendly units on the entire
battle eld.

Holy Avenger

Priestlevel 4
FatigueCost: 0
Areaof Effect: Caster

Any harmdoneto the castingpriestwill resultin
adivine bolt striking in themidstof theenemy
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Smite

Priestlevel 5
FatigueCost: 0

Range: 10+

Areaof Effect: Oneperson
Daméege: 20

(armor negating)
Precision:100

(magic resistancangyates)

A divine bolt will strike down from the sky and
kill aheathen.

Unholy Power

Unholy priestlevel 1
FatigueCost: 0
Range: 10+

Areaof Effect: 1
Precision:100

With this prayeran unholy priestcangrantextra
speedhndattackskill to asmallnumberof undead
beings.

Unholy Protection

Unholy priestlevel 1
FatigueCost:0
Range: 10

Areaof Effect: 1
Precision:100

With this prayeranunholy priestgrantsmagicre-
sistancdo a smallnumberof undeacbeings.This
extramagicresistances very usefulif theenemy
hasprieststhatcanbanishthe undead.
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Unholy Wrath

Unholy priestlevel 2
FatigueCost: 0
Range: 10+

Areaof Effect: 1
Precision:100

This prayergrantsthe power of fearto anunholy
creatureThe affectedcreaturewill spreadfearto
all enemieghatarecloseto him. Unholy creatures
thatcanbeaffectedby this prayerarethe Knights
of theUnholy Sepulchre.

Anathema

Unholy priestlevel 3
FatigueCost:0
Range: 25

Areaof Effect: 1
Precision:100

The Ermorianpriestcursesan enemypriestor a
smallgroupof holy enemyunits. The cursedones
have a greatlyincreasedchanceof obtainingper

manentattleafictions if they arewounded.

Protection of the Sepulchre

Unholy priestlevel 4
FatigueCost:0

Range: 10

Areaof Effect: Battle eld
Precision:100

(magic resistancanggateseasily)

With this prayeranunholy priestgrantsmagicre-
sistanceo mostundeadbeingson the battle eld.
This extra magic resistancds very usefulif the
enemyhasprieststhatcanbanishthe undead.
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Power of the Sepulchre

Unholy priestlevel 5
FatigueCost: 0
Areaof Effect: Battle eld

The Ermorianpriest lls all his subjectswith the
power of theunholysepulchreTheeffectis iden-
tical to Unholy Power but this prayeraffectsall
undeadbeingsin the battle.

Wrath of the Sepulchre

Unholy priestlevel 5
FatigueCost: 0
Areaof Effect: Battle eld

TheErmorianpriestgrantsthe power of fearto all
Knights of the Unholy Sepulchreon the battle -
eld.
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