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1 CONJURATION 1.2 Conjurationlevel 2

1 Conjuration

TheSchoolof Conjurationdealswith thesummo-
ningof magicalpowersor beings.

1.1 Conjuration level 1

Black Servant

Deathlevel 2
Ritual
Magic GemCost:3
(cannotbecastunderwater)

TheBlack Servant is a creaturemadeout of solid
darkness.It is stealthyandis often usedto scout
enemyprovinces.

TangleVines

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

Vines will ensnareanyone in the targetedarea.
Theensnaredvictimscannotmoveor attackanyo-
ne until they have destroyed the vines holding
them.The strongera victim is, the fasterthe vi-
neswill bedestroyed.

AwakenVine Men

Naturelevel 1
Ritual
Magic GemCost:1
Numberof Effects:2
(cannotbecastunderwater)

ThemageawakenssomeVineMenandpersuades
themto serve him. Vine Men aremassesof roots,
vinesandmossin thegeneralform of ahumanoid.
Vine Men will return to their slumberingstateif
left withoutcommanderson thebattle�eld.

1.2 Conjuration level 2

SummonFir eDrake

Fire level 2
Ritual
Magic GemCost:11
(cannotbecastunderwater)

Thecastersummonsa Fire Drake andbindsit to
his service.The Drake is a hugeandscalybeast,
ableto breathe�re likea dragon.

Bind Scorpion Beast

Fire level 1
Earthlevel 1
Ritual
Magic GemCost:5
(cannotbecastunderwater)

Thecastersummonsandbindsa hugescorpion.

SummonStorm Power

Air level 1
FatigueCost:10-
Areaof Effect:Caster
(cannotbecastunderwater)

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

SummonWyvern

Air level 2
Ritual
Magic GemCost:11
(cannotbecastunderwater)

TheCastersummonsa Wyvernandbindsit to his
service.The Wyvern is a large, scaly beastwith
leatherywingsandapoisonstinger.
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1 CONJURATION 1.3 Conjurationlevel 3

SummonWater Power

Waterlevel 1
FatigueCost:20-
Areaof Effect:Caster

Themagegatherspowerfrom thesurroundingwa-
ter to enablehim to castmorepowerful waterma-
gic spells(watermagicbonus:1). This spell can
only becastunderwater.

SummonIce Drake

Waterlevel 2
Ritual
Magic GemCost:11
(cannotbecastunderwater)

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

SummonSeaSerpent

Waterlevel 2
Ritual
Magic GemCost:11

Thecastersummonsa SeaSerpentandbindsit to
his service.TheSerpentis a hugeandscalybeast
with a deadlybite. It can't leave thesea.

SummonCaveDrake

Earthlevel 2
Ritual
Magic GemCost:11
(cannotbecastunderwater)

Thecastersummonsa Cave Drakeandbindsit to
his service.TheDrake 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.Thespellcannotbeusedto �nd
magicin enemyprovinces.

SummonHornedSerpents

Naturelevel 2
Ritual
Magic GemCost:13
Numberof Effects:5
(cannotbecastunderwater)

The magesummonsand binds several large ve-
nomousserpents.

SummonKithair onic Lion

Naturelevel 3
Earthlevel 1
Ritual
Magic GemCost:9
(cannotbecastunderwater)

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

1.3 Conjuration level 3

PhoenixPower

Fire level 2
FatigueCost:20-
Areaof Effect:Caster
(cannotbecastunderwater)

Thisspellenablesthemageto castmorepowerful
�re spells (�re magic bonus:1) and also grants
him resistanceto �re.
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1 CONJURATION 1.3 Conjurationlevel 3

SummonLesserFir eElemental

Fire level 2
FatigueCost:50-
Range: 1
(cannotbecastunderwater)

The castersummonsa LesserFire Elementalto
aidhim in a battle.FireElementalsaredif�cult to
harmanddangerousto benear. Elementalsshrink
whenthey arehit by powerful strikes.

SummonLesserAir Elemental

Air level 2
FatigueCost:50-
Range: 1
(cannotbecastunderwater)

ThecastersummonsaLesserAir Elementalto aid
him in battle.Air Elementalscan�y andcansend
enemies�ying throughtheair. They arevery dif-
�cult to harm.Elementalsshrinkwhenthey arehit
by powerful strikes.

Call of the Winds

Air level 2
Ritual
Magic GemCost:5
Numberof Effects:20
(cannotbecastunderwater)

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

SummonLesserWater Elemental

Waterlevel 2
FatigueCost:50-
Range: 1

The castersummonsa LesserWater Elemental
to aid him in battle.Water Elementalsarequick
andcrushenemiesregardlessof armor. Elemen-
talsshrinkwhenthey arehit by powerful strikes.

Voiceof Apsu

Waterlevel 2
Ritual
Magic GemCost:2

Thecasterconjuresthedreamsof Apsu,thefresh
waterunderneath.He hasknowledgeof all sweet
water. Thevoiceof hisdreams,whenrightly inter-
preted,revealssitesof waterpower locatedabove
thesurface.Thedreamswill �nd theirway to eve-
ryoneliving in theprovince,andthemagicalsites
will no longerbehidden.

Call Krak en

Waterlevel 3
Ritual
Magic GemCost:3

Summonsahugeoctopoidbeastto serveits caller.
Thebeastis aquaticandcannotleave thesea.

SummonEarthpower

Earthlevel 2
FatigueCost:20-
Areaof Effect:Caster

Theearthwill lendits enduranceto themage.All
earthspellswill be lessdemandingto cast(earth
magicbonus:1) andthe magewill be constantly
invigoratedby the earth's power (reinvigoration:
4).

SummonLesserEarth Elemental

Earthlevel 2
FatigueCost:60-
Range: 1

Thecastersummonsa LesserEarthElementalto
aid him in battle.EarthElementalsarerobustand
regeneratesdamage.They cantrampleenemiesor
strike with mighty �sts. Elementalsshrink when
they arehit by powerful strikes.
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1 CONJURATION 1.4 Conjurationlevel 4

Power of the Spheres

Astral level 1
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Caster

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

ReviveBane

Deathlevel 2
Ritual
Magic GemCost:8
(cannotbecastunderwater)

With this ritual the necromancerrevives a bane
andbindshim to his service.The baneis intelli-
gentandshareshis master'smotives.

AwakenVine Ogre

Naturelevel 3
Ritual
Magic GemCost:1
(cannotbecastunderwater)

The mageawakensa Vine Ogreandpersuadesit
to serve him. The Vine Ogre is a strangecreatu-
re composedof roots,vinesandmoss.They have
thegeneralform of a largehumanoid.Vine Ogres
will returnto their slumberingstateif thereareno
commanderson thebattle�eld.

Call of the Wild

Naturelevel 3
Ritual
Magic GemCost:15
Numberof Effects:20

Summonsa werewolf anda largepackof wolves
in a distantprovince.The werewolf is underthe
commandof its summoner.

1.4 Conjuration level 4

SummonSummerLions

Fire level 3
Ritual
Magic GemCost:15
Numberof Effects:5
(cannotbecastunderwater)

The castersummonsandbinds � ve SummerLi-
ons.TheSummerLion is oneof thefour seasonal
spirits. It is a largeethereallion radiatingheatli-
kethesummersun.It is amagical,mindlessbeing
thatmustbecommandedby amage.

SummonSpring Hawks

Air level 3
Ritual
Magic GemCost:10
Numberof Effects:5
(cannotbecastunderwater)

Thecastersummonsandbinds� veSpringHawks.
TheSpringHawk is oneof thefour seasonalspi-
rits. It is a large etherealhawk able to discharge
lightningbolts.It is amagical,mindlessbeingthat
mustbecommandedby a mage.

SummonWinter Wolves

Waterlevel 3
Ritual
Magic GemCost:5
Numberof Effects:5
(cannotbecastunderwater)

The castersummonsandbinds � ve Winter Wol-
ves.The Winter Wolf is oneof the four seasonal
spirits.It is a largeetherealwolf surroundedby an
icy wind. It is amagical,mindlessbeingthatmust
becommandedby a mage.
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1 CONJURATION 1.4 Conjurationlevel 4

Voiceof Tiamat

Waterlevel 2
Ritual
Magic GemCost:8

Thecasterconjuresup thedreamsof Tiamat,the
ragingsea.Shehasknowledgeof all that lies un-
derneaththe sea.The voice of her dreams,when
rightly interpreted,revealsall sitesof elemental
power in a sea.Thedreamswill �nd their way to
everyoneliving in thatprovince,andthemagical
siteswill no longerbesecret.

SummonFall Bears

Earthlevel 3
Ritual
Magic GemCost:12
Numberof Effects:5
(cannotbecastunderwater)

The castersummonsand binds � ve Fall Bears.
The Fall Bear is oneof the four seasonalspirits.
It is a largeetherealbear. It is amagical,mindless
beingthatmustbecommandedby amage.

Light of the Northern Star

Astral level 3
BattleEnchantment
FatigueCost:100-
Magic GemCost:1

This spellmakesall friendly wizardson thebatt-
le�eld morepowerful in astralmagic(astralmagic
bonus:1).

SummonShadeBeasts

Deathlevel 3
Ritual
Magic GemCost:5
Numberof Effects:5

ThecastersummonsseveralShadeBeaststo serve
him. ShadeBeastsare black houndswith bared
skulls.They areethereal,but arenot aspowerful
asspectresor wights.

SummonLammashtas

Deathlevel 2
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Caster
Numberof Effects:2
(cannotbecastunderwater)

Thecastersummonstwo Lammashtasto thebatt-
le. A Lammashtais a horri�c angelicbeing that
servesthe Lord of the underworld. They are �y-
ing etherealfemalebeingswieldingwraithswords
thatdrain the life from thosewoundedby its bla-
de. They do not serve the casterbut the Lord of
theunderworld. They will probablynotattackthe
casterat thestartof thebattle.

SummonBogBeast

Naturelevel 2
Waterlevel 2
Ritual
Magic GemCost:5
Numberof Effects:3
(cannotbecastunderwater)

The magesummonsandbindsthreeBog Beasts.
BogBeastsarelargepoison-spittingcreaturessur-
roundedby thenoxiousfumesthey breathe.

Strengthof Gaia

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

Thecasterconnectshimselfwith themight of the
living earth.This connectiongiveshim regenera-
tive abilities, increasedstrength,a rougherskin
andincreasednaturemagicpower (naturemagic
bonus:1).
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1 CONJURATION 1.5 Conjurationlevel 5

1.5 Conjuration level 5

Will o' the Wisp

Fire level 1
FatigueCost:100-
Magic GemCost:1
Numberof Effects:3
(cannotbecastunderwater)

ThreeWill o' the Wisps are summonedto help
their summonerin battle.A Will o' theWisp is a
glowing sphere,looking like a light from a bright
lantern.In combatit glows with great intensity,
burninganyonenearby. It is verydif�cult to hit the
Will o' theWisp in combatdueto its greatspeed
andsmallsize.

SummonFir eElemental

Fire level 3
FatigueCost:100-
Magic GemCost:1
Range: 1
(cannotbecastunderwater)

TheCastersummonsa Fire Elementalto aid him
in a battle.Fire Elementalsare dif�cult to harm
anddangerousto benear. Elementalsshrinkwhen
they arehit by powerful strikes.

SummonAir Elemental

Air level 3
FatigueCost:100-
Magic GemCost:1
Range: 1
(cannotbecastunderwater)

ThecastersummonsanAir Elementalto aid him
in battle.Air Elementalscan�y andcansendene-
mies�ying throughtheair. They areverydif�cult
to harm.Elementalsshrink whenthey arehit by
powerful strikes.

Wind Ride

Air level 5
Ritual
Magic GemCost:10
(cannotbecastunderwater)

The air magesummonsa whirlwind in a provin-
ceof his choice.Thewhirlwind will try to �nd a
commanderin the province andtransporthim to
wheretheair mageis located.This spell is anef-
fective way to rescuecorneredcommandersbut
it canalsobe a very effective way to get enemy
commandersoutof theway.

SummonWater Elemental

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

ThecastersummonsaWaterElementalto aidhim
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.EarthElementalsare robust and
regeneratesdamage.They cantrampleenemiesor
strike with mighty �sts. Elementalsshrink when
they arehit by powerful strikes.

7



1 CONJURATION 1.6 Conjurationlevel 6

GhostGrip

Deathlevel 1
FatigueCost:10-
Range: 17+
Areaof Effect:Oneperson
Numberof Effects:5
Damage: 25+
(stun)
Precision:3

The castersummonsenergies from beyond the
grave. Theseenergies target sometroopson the
battle�eld. Thetargetedtroopslosesomeof their
life energy andbecomeexhausted.The effect of
theghostgrip is reducedby heavy armor.

CorpseCandle

Deathlevel 1
Fire level 1
FatigueCost:100-
Magic GemCost:1
Numberof Effects:3
(cannotbecastunderwater)

ThreeCorpseCandlesaresummonedto helptheir
summonerin battle.A CorpseCandleis aglowing
sphere,appearinglike a light from a bright green
lantern.In combatits light intensi�es,andanyone
nearbywill startto decay. It is verydif�cult to hit
theCorpseCandlein combatdueto its greatspeed
andsmallsize.

AcashicRecord

Astral level 3
Ritual
Magic GemCost:25

This spell lets thecastertap informationfrom the
memoryof thespheresto revealthepresenceof all
magicsitesin a givenprovince.The spell cannot
beusedto �nd magicsitesin enemyprovinces.

Howl

Naturelevel 2
FatigueCost:10-
Areaof Effect:Caster
Numberof Effects:3
(cannotbecastunderwater)

The castersummonssomewolves to aid him in
battle.The wolveswill comefrom all directions
andmayevenattacktheenemyfrom behind.

AwakenSleeper

Naturelevel 3
Ritual
Magic GemCost:10
(cannotbecastunderwater)

ThecasterlocatesandawakensaFirbolg from his
eternalsleep.The Firbolg is a hugehumanhero
armedwith ancientweaponswaiting for the �nal
cataclysmicbattlethat will decidethe fateof the
world. The hero is awakenedandmadeto serve
thecasteruntil thattime.TheFirbolg is 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
(cannotbecastunderwater)

The castersummons� ve Valkyries to aid him in
battle.Valkyriesarefemalevanirandhavetheab-
ility to fool humanswith illusions.The valkyries
weregrantedtheability to �y in ancienttimesby
a deadgod who usedthemasmessengersof de-
ath.Thevalkyriesstill possessthepowerof �ight.
They comearmedandreadyfor battlewhensum-
moned.
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1 CONJURATION 1.6 Conjurationlevel 6

Contact Draconians

Air level 3
Ritual
Magic GemCost:45
(cannotbecastunderwater)

Thecastersummonsa tribeof sixteenDraconians
andbindsthemto hisservice.TheDraconiansare
large beingsthat resembleboth humanand dra-
gon.

Contact SeaTroll

Waterlevel 3
Ritual
Magic GemCost:1

ThecastercontactsaSeaTroll andpersuadeshim
to serve in exchangefor thechanceto eata child
or two. SeaTrolls arerobust humanoidcreatures
of hugesize.They arelarger thanordinaryTrolls
but their skin is softer. SeaTrolls are known to
regeneratewoundsandcanenterthesea.

SeaKing' sCourt

Waterlevel 3
Ritual
Magic GemCost:45

Thecastercontactsa SeaKing andhis retinueof
�fteen seatrolls. TheSeaKing is a powerful wa-
ter magewho maygranthumanswater-breathing
abilitiesif they accompany him.

Contact Troll

Earthlevel 3
Ritual
Magic GemCost:1
(cannotbecastunderwater)

The castercontactsa troll andpersuadeshim to
serve in exchangefor the chanceto eat a child
or two. Trolls arerobusthumanoidcreatureswith
stonelike skin. Trolls are known to regenerate
wounds.

Troll King' sCourt

Earthlevel 3
Ritual
Magic GemCost:45
(cannotbecastunderwater)

ThecastercontactsaTroll 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

Astral level 4
Ritual
Magic GemCost:25
(cannotbecastunderwater)

The castercontactsa heavenly Harbinger. The
Harbingeris a powerful angelicbeingarmedwith
aheavenlyhornthatwill blastundeadbeingswith
divinewrath.Theangelis alsoskilled in air magic
andhaspriestlypowers.

SummonSpectre

Deathlevel 3
Ritual
Magic GemCost:10

The necromancersummonsthe spectreof a de-
ad mageandbindsit to his service.The Spectral
Mageis intelligent andshareshis master's moti-
ves.

SummonGhosts

Deathlevel 2
Ritual
Magic GemCost:9
Numberof Effects:2+

Ghostsare the soulsof slain humanssummoned
from theunderworld.Ghostsarefrighteningethe-
realbeingsthatcandrainthelifeforce from living
beings.
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1 CONJURATION 1.7 Conjurationlevel 7

SummonSprites

Naturelevel 1
Air level 1
FatigueCost:100-
Magic GemCost:1
Numberof Effects:6
(cannotbecastunderwater)

Thecastersummonssix spritesto aidhim.Sprites
aresmall faerieswith insectwings.They can�re
elf shotsthat will make their targetsfall asleep.
Spritesaremagicalbeings.

Contact Lamias

Naturelevel 3
Ritual
Magic GemCost:5
Numberof Effects:3+
(cannotbecastunderwater)

Thecasterperformstheritesnecessaryto summon
Lamias,serpentwomen,to aidhim. Themorepo-
werful themagethemoreLamiaswill arriveto aid
thecaster. They have amazingregenerative abili-
ty and,whenkilled, will transforminto blackser-
pentsandcontinue�ghting. If a Lamia is killed a
secondtime,however, shewill remaindead.

Locust Swarms

Naturelevel 3
Ritual
Magic GemCost:8
(cannotbecastunderwater)

The casterunleashesswarms of locustsupon a
province. The swarms will appearas a natural
event.

Contact Lamia Queen

Naturelevel 4
Ritual
Magic GemCost:15
(cannotbecastunderwater)

The casterperformsthe rites necessaryto com-
municatewith andpersuadeaLamiaQueento aid
him. The Lamia Queenis an ancientLamia sor-
ceressof greatpower. Shecarriesanoathrod that
will destroy the mind of thoseit strikes.The La-
mia Queenhasamazingregenerative ability and,
when killed, will transforminto a black serpent
andcontinue�ghting. If sheis killed a secondti-
me,however, shewill remaindead.

1.7 Conjuration level 7

Court of Flames

Fire level 5
Ritual
Magic GemCost:50
(cannotbecastunderwater)

Thecastercallsuponthesupernaturalforcesof �-
re itself andsummonsa King of ElementalFire
accompaniedby �fteen FlameChildren.Theking
is amasterof �re magicandis surroundedby bla-
zing �ames.

Court of Storms

Air level 5
Ritual
Magic GemCost:50
(cannotbecastunderwater)

The castercalls on the supernaturalforcesof the
sky itself andsummonsaQueenof ElementalAir
accompaniedby �fteen Sylphs.The queenis a
masterof air magic,can�y andis etherealin na-
ture.Thequeencancreateadditionalsylphsto aid
her.

10



1 CONJURATION 1.7 Conjurationlevel 7

Court of the Waves

Waterlevel 5
Ritual
Magic GemCost:50

Thecastercalls thesupernaturalforcesof thesea
itself andsummonsa Queenof ElementalWater
accompaniedby �fteen Undines.The Queenis a
masterof watermagicanddif�cult to damagedue
to her nature.Unlesssheis completelykilled in
one combatround shewill heal all her wounds.
Shecannotleave the sea.The Queencan create
additionalundinesto aidher.

Court of Mountains

Earthlevel 5
Ritual
Magic GemCost:50

The castercalls upon the supernaturalforcesof
theearthitself andsummonsa King of Elemental
Earthaccompaniedby �fteen earthgnomes.The
king is amasterof earthmagicandphysicallypo-
werful. Theking cancreateadditionalgnomesto
aidhim.

Angelic Host

Astral level 5
Ritual
Magic GemCost:50
Numberof Effects:6
(cannotbecastunderwater)

ThecastercontactsanArch Angelandasksfor its
aid.TheArch Angel is accompaniedby a hostof
six angelsandmay appearin a distantprovince.
TheArch Angel,armedwith a �aming sword, is a
powerful �re mageandpriest.

SummonMound Fiend

Deathlevel 3
Ritual
Magic GemCost:28
(cannotbecastunderwater)

The necromancersummonsand binds a Mound
Fiend, an apparitionable to reanimatethe dead
and cursehumanswith its hunger. The Mound
Fiend is also a powerful deathmagein his own
right. The Mound Fiend is intelligent andshares
hismaster'smotives.

Harvesterof Sorrows

Deathlevel 4
Ritual
Magic GemCost:20

A Harvesterof Sorrows is Summoned.The Har-
vesteris a messengerof deathanddisease.In the
night it likesto stalkhumans,feedingon their fe-
arsandpains.A provincein which a Harvesterof
Sorrows hashiddenitself will suffer an outbreak
of diseaseandunrest.TheHarvesterwill alsostalk
andspreaddiseaseamongany military unitsin the
province.

Call Wraith Lord

Deathlevel 5
Ritual
Magic GemCost:40
(cannotbecastunderwater)

The castersummonsa Wraith Lord from the un-
derworld to servehim.TheWraithLord is thespi-
rit of an ancientlord summonedfrom the under-
world to takephysicalform. WraithLordsareim-
mortalandwill returnfrom thelandof thedeadif
defeatedin battle.TheWraith Lord is a masterof
deathmagic.
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1 CONJURATION 1.8 Conjurationlevel 8

Contact Couatl

Naturelevel 1
Astral level 1
Ritual
Magic GemCost:40
(cannotbecastunderwater)

Themagecontactsacouatlandpersuadesit to aid
him. Thecouatlis a mythic serpentwith feathery
wings.They areconsideredto be sacredin most
societiesandareknown to bepowerful magesand
priests.

Li ving Castle

Naturelevel 4
Waterlevel 1
Ritual
Magic GemCost:50

Thecasterconjuresa castleof living kelp andal-
gae.The castlecanonly be createdin a friendly
sea.Thisspellcannotbecastabovethewaves.

1.8 Conjuration level 8

Earth Attack

Earthlevel 4
Ritual
Magic GemCost:5

A hugeearthelementalwill appearin a province
of thecaster'schoice.Hereit will travel underthe
groundandsearchfor enemycommanders.When
it �nds oneit will riseoutof thegroundandstrike
it down. The EarthElementaldisappearswhenit
hascompletedthistask,or if it can't �nd anenemy
commander.

Guardians of the Deep

Waterlevel 6
Ritual
Magic GemCost:60

Seamonsterswill helpthelocalmilitia defendun-
derwaterprovincesaslongasthisspellis in effect.
A small local defenceis requiredfor theenchant-
mentto have any effect. The global enchantment
will lastuntil it is dispelledor thecasterdies.

Well of Misery

Deathlevel 6
Ritual
Magic GemCost:80

This mighty ritual is a blessingto units across
theworld. Diseases,old age,suffering, andpains
are all bereft of someof their essence.All ma-
lign energiesaredrainedfrom the world andare
concentratedon the Well of Misery, effectively
giving thecastera hugeincomeof magicalgems
of death.Tax revenueis slightly increasedin all
countriesin theworld. Thespell lastsuntil some-
onedispelsit or thecasterdies.

Manifestation

Deathlevel 3
Ritual
Magic GemCost:5
(cannotbecastunderwater)

With thisspellanAshenAngel is summonedwith
the promiseof an opportunityto kill a comman-
der in this realmandto bring his soulbackto the
Lord of the Netherworld. The AshenAngel will
appearin a provinceof themage's choice.There
is a 50 percentchancethat a commanderis dee-
medsuitablefor the AshenAngel. If no suitable
commanderis found the Angel will returnto the
mageandkill him instead.A commanderthat is
horrormarkedrunsa greaterrisk of beingchosen
by theAngel.
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1 CONJURATION 1.9 Conjurationlevel 9

Wild Growth

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

Vinesandrootssproutfrom theground,grabbing
all enemieswithin reach.Strongtargetswill soon
breakfree from the vines,but weaker onesmay
remainstuckfor a long time.

FaerieCourt

Naturelevel 5
Ritual
Magic GemCost:40
(cannotbecastunderwater)

ThecastersummonsaFaeryQueenandtricksher
into servitude.The Queenis accompaniedby a
court of spritesandcan summonmore if neces-
sary. TheFaeryQueenis skilled in natureandair
magicsandis a masterof illusions.

1.9 Conjuration level 9

Call Abomination

Astral level 4
Waterlevel 2
Ritual
Magic GemCost:25

The castersummonsan Abomination from the
netherplanes.The beastis hugeand horrible to
behold,capableof shreddingthemindsof weaker
beingswith its gaze.

Legion of Wights

Deathlevel 6
Ritual
Magic GemCost:30
Numberof Effects:20
(cannotbecastunderwater)

The necromancersummonstwenty wights from
the underworld to serve him. Wights are power-
ful undeadwarriorsarmedwith banebladesand
full chainarmors.

GhostRiders

Deathlevel 4
Ritual
Magic GemCost:5
Numberof Effects:33

This spell summons33 undeadhorsemenled by
a wraith lord of the netherworld. The horsemen
will wreakhavoc upona provinceof the caster's
choice.Thehorsemenarenotunderthecontrolof
their summoner.

EnchantedForest

Naturelevel 7
Ritual
Magic GemCost:90
(cannotbecastunderwater)

Creaturesmadefrom roots,vines andmosswill
rise in the forests.TheseVine Men are readyto
�ght for thegodthathasawakenedthem.Theef-
fectivenessof thespelldependson thestrengthof
thegod'sdominionandthegrowth ratein thepro-
vince.The spell lastsuntil someonedispelsit or
thecasterdies.
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2 ALTERATION 2.1 Alterationlevel 1

2 Alteration
The Schoolof Alteration dealswith changeand
controloverphysicalreality.

Air Shield

Air level 1
FatigueCost:10-
Areaof Effect:Caster
(cannotbecastunderwater)

Theair shieldsolidi�es theair abovethecasterto
protecthim from incomingmissiles.

Twist Fate

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

Thecasterchangeshis future fate.Twist Fatene-
gatesthe�rst successfulstrikeagainsttheonepro-
tectedby this spell.

Hand of Dust

Deathlevel 1
FatigueCost:10-
Range: 1
Areaof Effect:Oneperson
Damage: 6+
(armornegating)

The left handof the casterbecomesdeadlyand
turnsanything it touchesto ashes.Thespell is li-
mited in power but ignoresarmor. A successful
attackroll is requiredto hit thetarget.

2.1 Alteration level 1

Fir eResistance

Fire level 1
FatigueCost:5-
Areaof Effect:Caster

This spell makesthe castertotally immuneto all
normal�re spellsaswell asmostmagicalones.It
alsonegatestheheateffectsof �ery creaturessuch
asAbysiansandsalamanders.

ChargeBody

Air level 1
FatigueCost:5-
Areaof Effect:Caster

When a charged body is struck in meleecom-
bat, electricity will strike both combatants.The
damagecausedby the electricalcharge is dead-
ly andbypassestheprotectionof armor. Oncehit,
the mage's body will becomedischargedand, if
themagesurvives,will needto berecharged.

Aim

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

Thoseaffectedby thisspellwill getincreasedpre-
cision. This increasesthe chanceof hitting with
missileweaponsor spells.

ResistLightning

Air level 1
FatigueCost:5-
Areaof Effect:Caster

This spell makes the caster totally immune to
lightningboltsandsimilar electricaleffects.
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2 ALTERATION 2.1 Alterationlevel 1

FalseFetters

Air level 2
FatigueCost:10-
Range: 12+
Areaof Effect:2+
Precision:0
(magic resistancenegates)

Illusionary fettersform aroundtheanklesof 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

Thisspellmakesthecastertotally immunetocold.
It alsonegatesthechill effect causedby someun-
deadbeings.

ResistFir e

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

This spell makesthe castertotally immuneto all
normal�re spellsaswell asmostmagicalones.It
alsonegatestheheateffectsof �ery creaturessuch
asAbysiansandsalamanders.

Fistsof Ir on

Earthlevel 1
FatigueCost:30-
Range: 1
Areaof Effect:Oneperson
Numberof Effects:1+
Damage: 16+

Thecasterenchantshis hands,transformingthem
into pistonsableto strikedown eventhelargestof
foes.Theassaultlastsonly oneroundandthetar-
getedunit mustbein reach.Themagicianattacks
thetargetmultiple timeswith increasedskill. The
damageof thespell increaseswith thestrengthof
thecaster.

Earth Grip

Earthlevel 1
FatigueCost:10-
Range: 11+
Areaof Effect:Oneperson
Precision:5

Themageorderstheearthto swallow asingletar-
get. If the target is affectedhe will be unableto
moveunlesshesucceedsin breakingfree.

Earth Might

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

Givesasmallnumberof unitsincreasedstrength.

Armor of Achilles

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

Totally destroysthetarget'sarmor. Thisspelldoes
notaffectmagicalarmors.
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2 ALTERATION 2.2 Alterationlevel 2

Hand of Death

Deathlevel 2
FatigueCost:5-
Range: 1
Areaof Effect:Oneperson
Damage: 40+
(armornegating)

The left handof the casterbecomesdeadlyand
destroys anything 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

Thisspellgrantsthemagesuperiorvisionandac-
curacy for bothspellcastingandarchery.

PoisonTouch

Naturelevel 1
FatigueCost:5-
Range: 1
Areaof Effect:Oneperson

By touchingatargetthemagiciancanpoisonhim.
A successfulattackroll is requiredto hit thetarget,
but armoroffersnoprotection.

ResistPoison

Naturelevel 1
FatigueCost:5-
Areaof Effect:Caster

Thisspellmakesthecastertotally immuneto poi-
son.The spell doesnot neutralizepoisonalready
affectingthetarget.

Barkskin

Naturelevel 1
FatigueCost:5-
Areaof Effect:Caster

Theskinof thecasteris transformedinto a rough,
bark-likehide.Thehidegivesabasicprotectionof
10 or increasestheprotectionby 1 if it is already
10or above.

Luck

Astral level 1
FatigueCost:20-
Range: 1
Areaof Effect:1

The casterchangesthe future fatesof somesol-
diers close by. Thoseaffected have a �fty per-
centchanceof notbeingwoundedfrom blowsthat
wouldotherwisehurt them.

2.2 Alteration level 2

Combustion

Fire level 1
FatigueCost:10-
Range: 14+
Areaof Effect:Oneperson
Precision:100
(cannotbecastunderwater)

Thetargetedenemyis setablaze.Thespellignores
enemyarmor, but it is notalwaysstrongenoughto
kill thevictim. Also, rain or snow will put out the
�ames veryquickly.
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2 ALTERATION 2.3 Alterationlevel 3

PhantasmalWarrior

Air level 1
FatigueCost:10-
Range: 1+

The illusionist createsa phantasmalwarrior that
attackstheenemy. Thesewarriorsmove spasmo-
dically, sometimemoving far and sometimenot
moving atall.

Mirr or Image

Air level 1
FatigueCost:10-
Areaof Effect:Caster

Thisspellcreatesillusionaryimagesof thecaster.
A skilledair magewill getmoreimagesthanaless
skilled one.The imageswill surroundthe mage
andmake it hardfor enemiesto �gure out which
oneto strike. The spellendsassoonasthemage
is wounded.

Quickness

Waterlevel 1
FatigueCost:20-
Areaof Effect:Caster

Quicknessincreasesthe speedof the casterand
enhanceshis 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 themselves
from the ground. During the struggle,they are
unableto moveor attack.

Stoneskin

Earthlevel 1
FatigueCost:10-
Areaof Effect:Caster

Theskinof thecasteris transformedinto a rough,
stone-like hide.Thehidegivesa basicprotection
of 15,or increasestheprotectionby 2 if it is alre-
ady15or above.

Body Ethereal

Astral level 1
FatigueCost:30-
Range: 1
Areaof Effect:1

Thecaster's bodybecomeshazyandtransparent.
He can passthroughobstaclesand non-magical
weaponshave a seventy-� ve percentchanceof
missinghim in combat.

2.3 Alteration level 3

Immolation

Fire level 2
FatigueCost:20-
Areaof Effect:7
Damage: 12+
(armorpiercing)
(cannotbecastunderwater)

Thecasterburstsinto white-hot�ames,badlybur-
ning everyonewithin range.Armor offers little
protectionagainstthe �ames. The spell will con-
sumethecasterif heis unprotected.
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2 ALTERATION 2.4 Alterationlevel 4

Inner Sun

Fire level 1
Astral level 1
Ritual
Magic GemCost:1

Thisspellprovidesamageawayto retaliatewhen
attacked by undeadwarriors.When the mageis
slain,a shower of light will shootforth from the
body andburn all undeadbeingsin the vicinity.
The Inner Sunspell is a ritual andwill last until
themageis killed.

Mistf orm

Air level 2
FatigueCost:10-
Areaof Effect:Caster

Themage's bodybecomesmist.Striking themist
that makesup the mage's body causesthe mage
very little damage.The mistform will end if the
magegetshit exceptionallyhard,or whenhit by a
magicalweapon.

GhostWolves

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

Theillusionistcreatestwo phantasmalwolvesthat
attacktheenemy.

Numbness

Waterlevel 2
FatigueCost:20-
Range: 15+
Areaof Effect:1
Precision:100
(cannotbecastunderwater)

The casterfreezeshis enemies.Frozenunits are
slowedandsuffer from fatigueeachturn.

Ir onskin

Earthlevel 1
FatigueCost:40-
Areaof Effect:Caster

Theskin of thecasteris transformedinto a hard,
metallichide.Thehidegivesa basicprotectionof
20,or increasestheprotectionby 3 if it is already
20or above.

Protection

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

This spell works just like the Barkskinspell, ex-
ceptthat it affectsall units in an areaandcanbe
castfrom longdistance.

2.4 Alteration level 4

Blindness

Fire level 1
FatigueCost:20-
Range: 15+
Areaof Effect:Oneperson
Precision:100
(magic resistancenegates)

A verybright light �ashesin thetarget'seyes.The
targetwill bepermanentlyblindedunlessthespell
is resisted.
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2 ALTERATION 2.4 Alterationlevel 4

Wind Guide

Air level 2
FatigueCost:100-
Magic GemCost:1
Range: 5
Areaof Effect:Battle�eld
Precision:0
(cannotbecastunderwater)

Makesall friendly unitsshootmoreaccurately.

WolvenWinter

Waterlevel 3
Ritual
Magic GemCost:5

Thecastercursesadistantprovincewith adrama-
tic fall in temperature.The magecan target any
provinceof his choiceandthoseaffectedwill not
know whohascastthisspellon them.

Destruction

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

The armor of several soldiersare destroyed and
fall to thegroundin uselessheaps.Magicalarmors
arenotaffected.

Curseof Stones

Earthlevel 3
FatigueCost:300-
Magic GemCost:3
Areaof Effect:Battle�eld
(magic resistancenegateseasily)

Thearmamentsof affectedunitsgrow heavy and
cumbersome.Eachstepwill exhaustthe victims,
and�ghting canprovedisastrousto heavily armed
soldiers.

Blight

Earthlevel 2
Deathlevel 1
Ritual
Magic GemCost:5

The casterunleashesa blight upona distantpro-
vince.

Drain Life

Deathlevel 4
FatigueCost:10-
Range: 20+
Areaof Effect:Oneperson
Damage: 14+
(armornegating)
Precision:100
(doesnotaffectinanimatetargets)

Thecasterdrainslife forcefrom thetarget,adding
it to his own healthandendurance.

ElementalFortitude

Naturelevel 1
FatigueCost:20-
Areaof Effect:Caster

Increasesresistanceto �re, coldandlightning.

Swarm

Naturelevel 1
FatigueCost:100-
Magic GemCost:1
Numberof Effects:20+
(cannotbecastunderwater)

The castersummonsandtransformsseveral dra-
gon�ies. The enlargedinsectsaren't very dange-
rousbut will surelydisturbthosethey attack.
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2 ALTERATION 2.5 Alterationlevel 5

2.5 Alteration level 5

Incinerate

Fire level 3
FatigueCost:20-
Range: 25+
Areaof Effect:Oneperson
Damage: 18+
(armornegating)
Precision:100

A single target is consumedby �ames from the
inside.Armor doesnot protectagainstthis spell.
It cantarget victims over long distancesandit is
one of the very few �re spells that can be 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.Thephantasmsattacktheenemy.
but will sometimesmovein unpredictableways.

BoneMelter

Waterlevel 3
Naturelevel 2
FatigueCost:20-
Range: 13+
Areaof Effect:1
Damage: Death
Precision:3
(doesnotaffectinanimatetargets)
(magic resistancenegates)

Whenaffectedby this spell the targetswill melt
anddissolveinstantly, resultingin aquickandcer-
tain death.Etherealunits are nearly immune to
thisspell.

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.Theinvulnerabilitygivesthecastera
basicprotectionvalueof 30.

Petrify

Earthlevel 4
FatigueCost:40-
Range: 15+
Areaof Effect:1
Damage: Death
Precision:3
(magic resistancenegates)

The castertransformssometargetspermanently
into stone.

Baleful Star

Astral level 3
Ritual
Magic GemCost:7
(cannotbecastunderwater)

Thecasterinvokesthegreatmale�cantandforces
the evil star to take a conjunctive position in the
heavensabove oneprovince,causingunfortunate
eventsandevil deedsto occur.

Ar ouseHunger

Deathlevel 3
Ritual
Magic GemCost:5
Numberof Effects:9+
(cannotbecastunderwater)

Thenecromancercursestenbeingsin a far away
province with undeath.The victims will become
ghoulsthatserve thenecromancer.
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2 ALTERATION 2.6 Alterationlevel 6

Mother Oak

Naturelevel 5
Ritual
Magic GemCost:50
(cannotbecastunderwater)

The oldestandmightiestof all oaksin the realm
is enchantedto becomethegreatestoakthereever
was.Themotheroakproducesmagicalacornsthat
canbeharvestedandmadeinto naturegems.The
enchantmentlastsuntil someonedispelsit or the
casterdies.

2.6 Alteration level 6

FalseHorr or

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

The illusionist createsa frightening illusion of a
horror. Ordinarymenwill surelyfalterat thesight
of a horrorbut thosebraveenoughto �ght theap-
paritionwill �nd it quitevulnerable.

FrozenHeart

Waterlevel 1
FatigueCost:20-
Range: 20+
Areaof Effect:Oneperson
Damage: 10+
(armornegating)
Precision:100
(doesnotaffectinanimatetargets)

Thevictim'sheartis instantlyfrozen.

Ir on Bane

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

Thearmorof all soldiersonthebattle�eld will rust
andbecomeweakened.Weakenedarmorscanbe
destroyedby ahardblow from aweapon.Magical
armorsarenotaffected.

Control

Astral level 3
FatigueCost:100-
Magic GemCost:1
Range: 15+
Areaof Effect:Oneperson
Precision:100
(magic resistancenegates)

The casteralters the natureof a magicalbeing,
makingit servehim insteadof its creator.

SoulVortex

Deathlevel 3
FatigueCost:40-
Areaof Effect:Caster

Anyonecloseto thenecromancerwill gethis life
forcedrainedfrom him.Thelife forcewill beused
by thenecromancerto restorehis own healthand
endurance.

MassProtection

Naturelevel 3
FatigueCost:100-
Magic GemCost:1
Range: 5
Areaof Effect:Battle�eld
Precision:0

This powerful spellgivesBarkskinto all friendly
unitson theentirebattle�eld.
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2 ALTERATION 2.7 Alterationlevel 7

2.7 Alteration level 7

PhoenixPyre

Fire level 2
FatigueCost:20-
Areaof Effect:Caster
(cannotbecastunderwater)

This spell gives the mage limited immortality.
Whenthemageis slainhewill explodein a cloud
of �re andreappearsomewhereelseon thebattle-
�eld. The spell lastsfor the entirebattleno mat-
ter how many timesthemageis killed. However,
beingkilled is exhausting,and the spell will not
work while themageis unconscious.

PhantasmalAttack

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

The mageprojectsan illusionary army at a pro-
vince far away. The mageis able to control the
army into killing any enemieslocatedthere.The
illusionaryarmywill dissolve oncetheattackhas
beencompletedor if thereareno enemiesin the
targetedprovince.

FogWarriors

Air level 5
FatigueCost:300-
Magic GemCost:3
Range: 1
Areaof Effect:Battle�eld

The bodiesof all friendly troopsbecomemisty
andalmostimpossibleto damage.A unit's mist-
form will endif it is hit by anexceptionallyhard
blow or by a magicweapon.

Seaof Ice

Waterlevel 6
Ritual
Magic GemCost:80

All lakesandseasin theworld arefrozenby this
powerful enchantment.Thismakestravel between
land and seaimpossible,exceptby magicalme-
anssuchasteleportation.Thefrozenseasalsostop
Vanheimfrom sailing.Theenchantmentlastsuntil
someonedispelsit or thecasterdies.

Marble Warriors

Earthlevel 3
FatigueCost:100-
Magic GemCost:1
Range: 5
Areaof Effect:25
Precision:0

The castertransformsthe skin of his friends in-
to a hardmarble-like hide. The warriorsbecome
marblewhiteandalmostimpossibleto damage.

Battle Fortune

Astral level 4
FatigueCost:400-
Magic GemCost:4
Range: 1
Areaof Effect:Battle�eld

The casterchangesthe fatesof soldiersin battle.
All friendly units receive unnaturalluck for the
restof thebattle.Eachhit againsta lucky unit has
a �fty percentchanceof notwoundinghim.

Transformation

Naturelevel 3
Ritual
Magic GemCost:10
(doesnotaffectinanimatetargets)

Thecasteris transformedinto a randomcreature.
This is not without risk, however, asthe caster's
mindandbodymaybedamagedin theprocess.
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2 ALTERATION 2.9 Alterationlevel 9

2.8 Alteration level 8

Fata Mor gana

Air level 7
Ritual
Magic GemCost:90

Phantasmalservants will appearthroughoutthe
nationandassistthepopulationin everydaywork
aswell asthe defenceof theprovinces.The pre-
senceof the phantasmswill decreaseunrestand
increaseincomeand productionin all provinces
of theNation.Theenchantmentlastsuntil it is di-
spelledor thecasterdies.

Wizard' sTower

Earthlevel 4
Ritual
Magic GemCost:50

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

Doom

Astral level 4
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

Cursesall enemyunits on the battle�eld. Cursed
unitshave badluck in combat.A cursecannever
beremoved.

Disintegrate

Deathlevel 2
FatigueCost:10-
Range: 20+
Areaof Effect:Oneperson
Damage: Death
(armornegating)
Precision:100
(magic resistancenegates)

The necromancerpointsa bony �nger at a target
who instantlyturnsto dust.

Polymorph

Naturelevel 3
FatigueCost:200-
Magic GemCost:2
Range: 15+
Areaof Effect:10+
Precision:5
(doesnotaffectinanimatetargets)
(magic resistancenegates)

Many enemiesaretransformedinto swine.

2.9 Alteration level 9

Wish

Astral level 9
Ritual
Magic GemCost:100

Thisritual tapstheprimalpowersfrom beyondthe
spheres.By projectionof his own will upon the
principleof beginning,thecastercanaffecttheve-
ry processesof creationandreceive ananswerto
his wish. Therearemany thingsto wish for, but
the outcomeis not alwaysgood.If you want so-
methinggoodandsafeyoucantry wishingfor an
artifactor magicgems.
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2 ALTERATION 2.9 Alterationlevel 9

Utterdark

Deathlevel 9
Ritual
Magic GemCost:100

The world is covered by a blanket of utter
darkness.All living beingsmustusetorchesto see
evenafew feetin front of themselves.Undeadand
blind beingsare unaffectedby the darkness.All
provinceshave their incomesandresourcesredu-
cedby 90 percent.The spell lastsuntil someone
dispelsit or thecasterdies.
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3 EVOCATION 3.1 Evocationlevel 1

3 Evocation
TheSchoolof Evocationdealswith theprojection
of raw magical power. Most Evocations are
elementalin nature.

Fir eFlies

Fire level 1
FatigueCost:10-
Range: 15+
Areaof Effect:Oneperson
Numberof Effects:6
Damage: 6
(armorpiercing)
Precision:-2
(cannotbecastunderwater)

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+
Damage: 10
Precision:1
(cannotbecastunderwater)

The casterhurls several stonestowards enemy
units. The shardsare not very powerful, but can
severelydamagelightly armoredunits.Thenum-
ber of shardshurled dependson the skill of the
caster.

3.1 Evocation level 1

Burning Hands

Fire level 1
FatigueCost:5-
Range: 1
Areaof Effect:1
Damage: 13+
(armorpiercing)
(cannotbecastunderwater)

Flameswill issueforth fromthemage'shands,kil-
ling anyonein front of him.

Fir eDarts

Fire level 1
FatigueCost:20-
Range: 15+
Areaof Effect:Oneperson
Numberof Effects:3+
Damage: 10
(armorpiercing)
Precision:4
(cannotbecastunderwater)

With thisspella magecan�re many burningmis-
siles towardshis enemies.A powerful �re mage
can �re the darts in rapid successionover long
range.Thespellis quiteuselessagainstheavily ar-
moredmenandis bestusedto eliminateandscare
away themostpoorlyarmoredtroops.

FlameBolt

Fire level 2
FatigueCost:20-
Range: 25+
Areaof Effect:Oneperson
Damage: 22+
(armorpiercing)
Precision:2
(cannotbecastunderwater)

With thisspellamagecansendapowerful bolt of
�ame towardsa target.
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3 EVOCATION 3.1 Evocationlevel 1

ShockingGrasp

Air level 1
FatigueCost:3-
Range: 1
Areaof Effect:Oneperson
Damage: 18+
(armornegating)

Shockinggraspcausesa target at closerangeto
spasmviolently asenergiespassfrom thecasters
handsthroughhis body. The shockinggraspcan
causeconsiderableharm.Armor offersnoprotec-
tion.

Slime

Waterlevel 1
FatigueCost:20-
Range: 15+
Areaof Effect:1
Precision:2
(magic resistancenegates)
(cannotbecastunderwater)

Thecasterhurlsaball of sticky gooathisenemies.
Enemiesstuckin theslimewill movemoreslowly
andhave troubledefendingthemselves.

Cold Bolt

Waterlevel 2
FatigueCost:20-
Range: 30+
Areaof Effect:Oneperson
Damage: 19+
Precision:3
(cannotbecastunderwater)

A boltof intensecoldissuesforth from thecaster's
hands.It canbehurledoververy longdistances.

Geyser

Waterlevel 1
Fire level 1
FatigueCost:5-
Range: 10+
Areaof Effect:1
Damage: 6+
(armorpiercing)
Precision:3

A steaminghot bolt of waterrushesfrom thecas-
ters hands.The water splashesupon impact and
affectseveryonein a smallarea.Armor canoffer
goodprotectionfrom theboiling water.

Acid Spray

Waterlevel 2
Fire level 1
FatigueCost:20-
Range: 2
Areaof Effect:3
Damage: 10
(armorpiercing)
Precision:0
(cannotbecastunderwater)

Themageextendshis hands,sprayingacidat his
enemies.Theacidsprinklesoverquitealargearea
andthemagemightalsobehit if heis notcareful.

Astral Projection

Astral level 1
Ritual
Magic GemCost:2

Thecaster's mind is separatedfrom his bodyand
travelstheastralplanesin searchof military infor-
mation.His mind andbody areconnectedwith a
silvery cord,which canbedetectedby unfriendly
astralmages.Oncedetected,thecordof themage
can be severed- a traumaticexperienceindeed.
Eachcastingof this ritual allows themageto scry
on oneprovince.The useof extra magicalgems
increasesthedurationof theritual.

26



3 EVOCATION 3.2 Evocationlevel 2

Star Fir es

Astral level 1
FatigueCost:5-
Range: 26+
Areaof Effect:Oneperson
Numberof Effects:2
Damage: 9+
(armornegating)
Precision:5
(cannotbecastunderwater)

Thecasterfocusesthelights of severalstellarbo-
diesandprojectsthemontohis enemies.

3.2 Evocation level 2

Fir eBlast

Fire level 2
FatigueCost:20-
Range: 5
Areaof Effect:1
Damage: 14+
(armorpiercing)
Precision:0
(cannotbecastunderwater)

A powerful blastof �ery energiesstrike a small
areacloseto thecaster.

Flare

Fire level 3
FatigueCost:50-
Range: 20+
Areaof Effect:1
Damage: 19+
(armorpiercing)
Precision:1
(cannotbecastunderwater)

With this spell a magecan senda ball of �ame
towardshis enemies.The�are canhit several tar-
gets.

Sulphur Haze

Fire level 2
Air level 1
FatigueCost:20-
Range: 18+
Areaof Effect:4+
Precision:0
(cannotbecastunderwater)

Thisspellcreatesseveralcloudsof toxic mist that
remainon the battle �eld. Units passingthrough
thesemistswill suffer from sorethroatsandpoi-
soning.

Cold Blast

Waterlevel 2
FatigueCost:20-
Range: 5
Areaof Effect:1
Damage: 19+
Precision:0
(cannotbecastunderwater)

A powerful blastof coldstrikesasmallareaclose
to thecaster.

Rain

Waterlevel 2
BattleEnchantment
FatigueCost:100-
Magic GemCost:1
(cannotbecastunderwater)

Thisspellcreatesaheavy rainuponthebattle�eld.
This makes it harderto �y , and the heateffects
of Abysiansandotherhot creaturesareseverely
reduced.Firemagicis moredif�cult to useduring
heavy rain, asall non-underwater�re spellshave
their fatiguecostdoubled.
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3 EVOCATION 3.3 Evocationlevel 3

Lightning Bolt

Air level 2
FatigueCost:10-
Range: 20+
Areaof Effect:Oneperson
Damage: 14+
(armornegating)
Precision:7

Themagehurlsa bolt a lightning towardsanene-
my. The lightning bolt canbe hurledquite accu-
rately over long distancesand is very useful for
eliminatingheavily armoredtargets.

ShockWave

Air level 2
FatigueCost:10-
Range: 1
Areaof Effect:6
Damage: 9+
(armornegating)

An electricshockwavewill hit alargeareain front
of thecaster. Thisis averydangerousspellto cast,
asan unlucky castermight alsoget killed by the
electricshock.

Rust Mist

Earthlevel 2
Waterlevel 1
FatigueCost:30-
Range: 15+
Areaof Effect:6+
Precision:0
(cannotbecastunderwater)

Highly corrosive mists appearon the battle�eld.
Troopspassingthroughthemist will seetheir ar-
mor corrodeand weaken. Weakenedarmorscan
bedestroyedby a hardblow from a weapon.

Solar Rays

Astral level 2
FatigueCost:20-
Range: 30+
Areaof Effect:1
Damage: 12+
(armorpiercing)
Precision:100
(cannotbecastunderwater)

Thisspellinvokesraysof solar�re thatsetundead
targetsablaze.

Ar caneProbing

Astral level 1
Ritual
Magic GemCost:2

Thecasterprojectshis astralself in anattemptto
locatesitesof astralpower. This spellcanonly be
usedto searchfor magicin friendly provinces.

3.3 Evocation level 3

Fir eball

Fire level 2
FatigueCost:20-
Range: 20+
Areaof Effect:1
Damage: 16+
(armorpiercing)
Precision:1
(cannotbecastunderwater)

The hallmarkof �re magic, this spell allows the
mageto throw a ball of �ame towardhisenemies.
Theball is quitedif�cult to aim,but doesconside-
rabledamagewhereit lands.
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3 EVOCATION 3.3 Evocationlevel 3

Fir eCloud

Fire level 3
FatigueCost:20-
Range: 20+
Areaof Effect:3+
Damage: 8
(armorpiercing)
Precision:1
(cannotbecastunderwater)

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

Storm

Air level 3
BattleEnchantment
FatigueCost:100-
Magic GemCost:1
(cannotbecastunderwater)

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

FreezingMist

Waterlevel 3
Air level 1
FatigueCost:20-
Range: 20+
Areaof Effect:4+
Damage: 1
(armornegating)
Precision:1
(cannotbecastunderwater)

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

Acid Bolt

Waterlevel 2
Fire level 1
FatigueCost:30-
Range: 15+
Areaof Effect:1
Damage: 16+
(armorpiercing)
Precision:3
(cannotbecastunderwater)

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

Magma Bolts

Earthlevel 1
Fire level 1
FatigueCost:20-
Range: 14+
Areaof Effect:Oneperson
Numberof Effects:3
Damage: 21+
Precision:2
(cannotbecastunderwater)

Threebolts of magmashoot towardsthe enemy
at high speed.Anyonestruckby a bolt will most
likely dieunlessprotectedby veryheavy armor.

Magic Duel

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

Challengesanotherastralmageto a mentalduel.
Only oneof themagescansurvive this duel.The
mostpowerful astralmageis alsothemostlikely
winner.
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3 EVOCATION 3.4 Evocationlevel 4

Healing Light

Astral level 1
Naturelevel 1
FatigueCost:20-
Range: 15+
Areaof Effect:1
Precision:100
(cannotbecastunderwater)

A cascadeof warm andwonderful light showers
the targets.Woundsclosein the light and pains
ease.

SleepCloud

Naturelevel 2
FatigueCost:20-
Range: 17+
Areaof Effect:3+
Damage: 46+
(armornegating)
Precision:3
(magic resistancenegates)
(cannotbecastunderwater)

Thisspellcreatesacloudof sedativespores.Units
caughtin thecloudwill fall asleepif they remain
therefor too long.

3.4 Evocation level 4

Holy Pyre

Fire level 2
FatigueCost:20-
Range: 25+
Areaof Effect:3
Damage: 7+
(armorpiercing)
(triple damagevsundead)
Precision:1
(cannotbecastunderwater)

The holy pyre burnsliving targetsandconsumes
undeadones.Undeadbeingstake increasedda-
magefrom theholy pyre.

Fateof Oedipus

Fire level 4
Ritual
Magic GemCost:75

The casterpunishesa magefor having claimed
theEyesof God.Themage's eyesareblastedby
brilliance,hiseyesocketsemptiedforever, andthe
Eyesof Godnolongobservetheworld. Thisspell
canonly be castif the Eyesof the God enchant-
mentis active.

Thunder Strik e

Air level 3
FatigueCost:50-
Range: 40+
Areaof Effect:1
Damage: 26+
(armornegating)
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 stunanddamageanyonene-
arby.

Hurricane

Air level 3
Ritual
Magic GemCost:5
(cannotbecastunderwater)

The casterunleashesa violent hurricaneupon a
province,devastatingthe countryside.The hurri-
canewill appearasa naturalevent.
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3 EVOCATION 3.5 Evocationlevel 5

Acid Rain

Waterlevel 3
Fire level 1
FatigueCost:30-
Range: 25+
Areaof Effect:4+
Damage: 8
(armorpiercing)
Precision:3
(cannotbecastunderwater)

Highly acidic�uids pourdown from thesky, sho-
weringa limited areawith corrosive bile. Thear-
morand�esh of thosehit will suffer.

BladeWind

Earthlevel 3
FatigueCost:80-
Range: 20+
Areaof Effect:Oneperson
Numberof Effects:52+
Damage: 14
Precision:10
(cannotbecastunderwater)

Thecasterthrowsahugeswarmof swirling blades
towardshis enemies.Thebladewind is anexcel-
lent spell againstlight troops,but almostuseless
againstheavily armoredones.

Nether Bolt

Astral level 1
Deathlevel 1
FatigueCost:15-
Range: 20+
Areaof Effect:1
Damage: 20+
(armorpiercing)
Precision:2
(magic resistancenegates)

Themage�res abolt of darkenergiestowardshis
enemies.Thosewhosurvivethebolt maybecome
feeble-mindedby thestrangeenergiesit releases.

3.5 Evocation level 5

Falling Fir es

Fire level 3
FatigueCost:30-
Range: 25+
Areaof Effect:3+
Damage: 12
(armorpiercing)
Precision:1
(cannotbecastunderwater)

This spell calls down a rain of searing�ames on
theenemy.

Falling Frost

Waterlevel 3
FatigueCost:20-
Range: 25+
Areaof Effect:5+
Damage: 17+
Precision:0
(cannotbecastunderwater)

Boltsof breathtakingfrostbombardanarea.Cold
resistancewill protectthe targetsandagile units
canalsoavoid thebolts.

Orb Lightning

Air level 1
FatigueCost:10-
Range: 15+
Areaof Effect:Oneperson
Numberof Effects:1+
Damage: 13+
(armornegating)
Precision:2

With this spell a powerful magecan �ing a hu-
genumberof lightningboltstowardshisenemies.
Themagecancastonelightning bolt perskill le-
vel in thepathof air.
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3 EVOCATION 3.5 Evocationlevel 5

Perpetual Storm

Air level 5
Ritual
Magic GemCost:70

An enormousstormwill blow constantlyover the
entireworld. This will reducethe incomesof all
landprovinces.Suppliesarescarceastransporta-
tion is dif�cult andsailingand�ying is impossib-
le. Shootingin battleis impossibleand�re magic
dif�cult to use.The enchantmentlastsuntil it is
dispelledor thecasterdies.

Earthquake

Earthlevel 4
FatigueCost:300-
Magic GemCost:3
Areaof Effect:Battle�eld
Damage: 8
(armorpiercing)
(cannotbecastunderwater)

With a thunderingboom the groundheaves and
erupts,throwing soldiersinto crevices that close
aftera few seconds.

Gifts fr om Heaven

Earthlevel 3
Astral level 1
FatigueCost:50-
Range: 40+
Areaof Effect:1
Numberof Effects:3
Damage: 50
Precision:-3
(cannotbecastunderwater)

A strangewhizzingsoundemanatesfrom thehea-
vens.Soonthreemeteors,glowing with astral�re,
plummetfrom thestellarsphereontobattle�eld.

Stellar Cascades

Astral level 2
FatigueCost:20-
Range: 30+
Areaof Effect:5
Damage: 25
(stun)
(armorpiercing)
Precision:100
(cannotbecastunderwater)

Light from astellarbodywill showerdownupona
groupof enemies.Everyonecaughtin theshower
of light will becomeexhaustedasthe light sucks
energy throughtheir skin.

PoisonCloud

Naturelevel 3
FatigueCost:20-
Range: 26+
Areaof Effect:4+
Precision:-1
(cannotbecastunderwater)

Thecastercreatesacloudof noxioussporesdang-
erousto men.The cloud remainson the battle�-
eld for sometimeandeveryoneenteringthecloud
will beaffectedby its poison.

Healing Mists

Naturelevel 3
Air level 1
FatigueCost:20-
Range: 13+
Areaof Effect:9+
Precision:3
(cannotbecastunderwater)

A cloud of �ne mist appearson the battle�eld.
Anyoneinsidethemistwill havetheirwoundsma-
gically healed.
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3 EVOCATION 3.6 Evocationlevel 6

3.6 Evocation level 6

FlameEruption

Fire level 2
FatigueCost:30-
Range: 5
Areaof Effect:15
Damage: 14+
(armorpiercing)
Precision:0
(cannotbecastunderwater)

This spellworkslike theBurningHandsspellex-
ceptthatthe�ames covera muchlargerarea.

Wrathful Skies

Air level 3
BattleEnchantment
FatigueCost:200-
Magic GemCost:2
(cannotbecastunderwater)

The sky turnsdark and lightning strikesall over
thebattle�eld. This spell is mosteffective during
astorm.

Magma Eruption

Earthlevel 3
Fire level 1
FatigueCost:30-
Range: 25+
Areaof Effect:5+
Damage: 23+
Precision:0
(cannotbecastunderwater)

A showerof magmaandrocksshootsoutfrom the
ground.Anyone standingnear the eruptionwill
�nd himself struckby the full force of the spell
andonly averyheavy armorcanhelphim survive
it.

Mind Hunt

Astral level 4
Ritual
Magic GemCost:2

Thecaster's mind is separatedfrom his bodyand
travels theastralplanesin searchof enemycom-
manders'minds.Hismindandbodyareconnected
with a silvery cord,which canbedetectedby un-
friendly astralmages.Oncedetected,the cord of
themagecanbesevered- a traumaticexperience
indeed.Eachcastingof this ritual allowsthemage
to �nd andattackoneenemycommanderin aspe-
ci�c province. The attackwill be either a Mind
Burnor SoulSlayspell,dependingonwhichspell
thecasterknows.Therewill benoattackif hedo-
esn't know eitherof thosespells.

Astral Fir es

Astral level 3
Fire level 1
FatigueCost:20-
Range: 25+
Areaof Effect:4+
Damage: 13+
(armornegating)
Precision:100
(magic resistancenegates)

Astral �res consumethe essenceof materialsas
ordinary �res consumewood. Even stoneswill
burn with the hazy blue �ames characteristicof
theseotherworldly �res. This is theonly �re that
will burnunderwater.
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3 EVOCATION 3.7 Evocationlevel 7

The Wrath of God

Astral level 5
Air level 3
Ritual
Magic GemCost:70

With this enchantment,lighting will strike the
enemiesof thegodnomatterwherethey are.Ho-
wever the lightning bolts strike most powerfully
in provinceswherethe god hasa strongdomini-
on. The enchantmentlastsuntil someonedispels
it.

Cloud of Death

Deathlevel 4
FatigueCost:10-
Range: 25+
Areaof Effect:9+
Damage: 9+
(armornegating)
Precision:-3
(magic resistancenegates)
(cannotbecastunderwater)

A largeanddeadlycloudwill form uponthebatt-
le�eld. Thecloudwill remainonthebattle�eld for
sometimebeforedissolving.

BaneFir e

Deathlevel 3
Fire level 1
FatigueCost:30-
Range: 25+
Areaof Effect:1
Damage: 53+
(armorpiercing)
Precision:1
(cannotbecastunderwater)

TheBaneFire is asickly greenish�ame thatis sa-
id to burn in the braziersof the underworld. The
green�ame consumesthelife forceof thoseburnt
evenaftertheoriginal �ame hasgoneout.Every-
onecloseto theinitial eruptionmaybeaffectedby
thedecayingeffectsof theBaneFire.

Wailing Winds

Deathlevel 4
Air level 1
BattleEnchantment
FatigueCost:100-
Magic GemCost:1
(cannotbecastunderwater)

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

3.7 Evocation level 7

Fir eStorm

Fire level 5
BattleEnchantment
FatigueCost:500-
Magic GemCost:5
(cannotbecastunderwater)

A massive stormof �re is unleashedon the batt-
le�eld. Everyoneon thebattle�eld will beburned
to cinderswithin minutes.Thestormlastsfor the
durationof thebattleor until the�re magedies.

Ice Strik e

Waterlevel 2
FatigueCost:20-
Range: 20
Areaof Effect:2+
Damage: 18
Precision:1
(cannotbecastunderwater)

The casterhurls a ball of ice at his enemies.
When the ball strikes it explodesinto thousands
of ice shards.Cold resistanceoffersno protection
againstthis spell,but heavy armordoes.
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3 EVOCATION 3.7 Evocationlevel 7

Murdering Winter

Waterlevel 5
Ritual
Magic GemCost:30

A sudden,furiousblizzardwill strikeanenemyar-
my campin a provinceof themage's choice.The
blizzard is very powerful andwill kill mostnor-
malmenunlessthey arelocatedin ahotprovince.
The spell will be extremelypowerful if it is cast
in a very cold province.Thereis still a very high
chancethatpartof theenemyarmywill not be in
thearmycampwhentheblizzardstrikes.

Acid Storm

Waterlevel 4
Fire level 1
BattleEnchantment
FatigueCost:300-
Magic GemCost:3
(cannotbecastunderwater)

Thewholebattle�eld is showeredin highly corro-
sive �uids pouringdown from theheavens.

Shimmering Fields

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

The casterunleashesa stormof electricdischar-
geson the enemies.The shimmering�eld is not
selective andcandestroy friendsaswell asene-
miesif notusedcarefully.

Rain of Stones

Earthlevel 3
Air level 1
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld
Damage: 14
(cannotbecastunderwater)

Thesky blackensandrumblingsoundsechoover
thebattle�eld. Stonesandrocksbegin to fall from
theheavens,strikingdown soldiers.

Wind of Death

Deathlevel 4
Air level 1
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld
(magic resistancenegateseasily)
(cannotbecastunderwater)

With this horrible spell thenecromancerreleases
a wind thick with thestenchof opengraves.The
wind is silent andicy cold andrendsthe �esh of
living beings.With aneffectsimilarto leprosy, the
�esh of thoseaffectedturnspaleandcracksopen
leaving barebones.Only deathwill stopthepro-
cess.
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3 EVOCATION 3.9 Evocationlevel 9

Nether Darts

Astral level 1
Deathlevel 1
FatigueCost:15-
Range: 20+
Areaof Effect:Oneperson
Numberof Effects:15+
Damage: 20+
(armorpiercing)
Precision:0
(magic resistancenegates)

Themage�res darkenergiestowardshisenemies.
Thosewho survive the bolt may becomefeeble-
mindedby the strangeenergiesit releases.Even
weakmagescan�re a largenumberof theother-
worldly darts.

3.8 Evocation level 8

SecondSun

Fire level 8
Ritual
Magic GemCost:80

The castercreatesa hugeball of �re in the sky.
ThisSecondSunwill alwaysshine,dayandnight,
resultingin severeeffectsacrosstheentireworld.
Provinceswill becomehotteranddrier every turn
until the SecondSunis destroyed.This enchant-
ment lastsuntil someonedispelsit or the caster
dies.

Maelstrom

Waterlevel 6
Ritual
Magic GemCost:80

A huge magical maelstromis createdin a sea.
The maelstromconstantlysucksin hugeamount
of waterand�lters out its magicalessence.This
resultsin a hugeamountsmagicgemsfor thecas-
ter. Theenchantmentlastsuntil someonedispelsit
or thecasterdies.

Astral Tempest

Astral level 5
BattleEnchantment
FatigueCost:200-
Magic GemCost:2

Thecasterunleashesanastralstormuponthebatt-
le�eld. The storm is physically undetectablebut
everyunit thatis notmindlesstakesdamageasthe
stormrips theverysoulsfrom their bodies.

3.9 Evocation level 9

Flamesfr om the Sky

Fire level 5
Ritual
Magic GemCost:20
(cannotbecastunderwater)

With this spell themagehurlsa stormof �aming
ballstowardsanenemyprovince.The�ame storm
will strikeanenemyarmycampwithin theprovin-
cewith enormousforce.Most of theunitspresent
in thecampwill probablydie from this powerful
attack,but sincetheentirearmyis rarelygathered
in onecampatagiventime,only half of thetarget
province's army canbe expectedto be struckby
the�ames.

FlameStorm

Fire level 4
FatigueCost:200-
Magic GemCost:2
Range: 15+
Areaof Effect:40
Damage: 14+
(armorpiercing)
Precision:0
(cannotbecastunderwater)

A showerof �re shootsout from thecastershands
andstrikes the enemyranks.The �ame storm is
extremelypowerful andcan annihilateentire ar-
mies.
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3 EVOCATION 3.9 Evocationlevel 9

VolcanicEruption

Fire level 3
Earthlevel 3
Ritual
Magic GemCost:15
(cannotbecastunderwater)

The casterunleashesa volcaniceruptionupona
distantprovince,destroying the landsandkilling
thepeople.

Tidal Wave

Waterlevel 5
Ritual
Magic GemCost:15

Thecasterunleashesa hugetidal wave upona di-
stantprovince,destroying thelandsandkilling the
people.
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4 CONSTRUCTION 4.3 Constructionlevel 5

4 Construction
The Schoolof Constructiondealswith realizing
thepowersinherentin artisticallycraftedobjects.

4.1 Construction level 1

CorpseMan Construction

Air level 1
Deathlevel 1
Ritual
Magic GemCost:1
(cannotbecastunderwater)

A streamof lightning is channeledinto a human
corpse,reawakeningit. Thereawakenedcorpseis
mindlessandobeys its creatorasbestit can.

4.2 Construction level 3

Legionsof Steel

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

Thearmorof onewholeunit of soldiersis tempe-
redwith magicmakingthemmoredurable.

Construct Manikin

Naturelevel 1
Deathlevel 1
Ritual
Magic GemCost:10
Numberof Effects:10
(cannotbecastunderwater)

Thisritual letsvinesandrootsanimatehumanske-
letons.Thebeingsthuscreatedareknown asma-
nikins. Manikin areundeadandwill fall apartif
left on thebattle�eld withoutundeadleadership.

4.3 Construction level 5

Crusher Construction

Earthlevel 3
Ritual
Magic GemCost:15
(cannotbecastunderwater)

CreatesoneCrusher. A Crusheris amagicallyani-
matedrock constructionof immensestrength.It
is almostinvulnerableandstrikeswith stony �sts.
The Crusheris a magicalconstructand will fall
apartif left on thebattle�eld without magicalle-
adership.

WoodenConstruction

Naturelevel 3
Ritual
Magic GemCost:5
(cannotbecastunderwater)

Createsone Lumber Construct,a magically ani-
matedwoodenconstructionresemblinga human.
Theconstructwill fall apartif left on thebattle�-
eldwithoutmagicalleadership.

Construct Mandragora

Naturelevel 2
Deathlevel 1
Ritual
Magic GemCost:10
Numberof Effects:5+
(cannotbecastunderwater)

This ritual lets vines and roots animatehuman
corpses.The wight-like beingsthus createdare
known asmandragoras.Mandragorasareundead
andwill fall apartif left on thebattle�eld without
undeadleadership.
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4 CONSTRUCTION 4.5 Constructionlevel 9

4.4 Construction level 7

Weaponsof Sharpness

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

A large numberof friendly units aregifted with
weaponssosharpthatthey cancutthrougharmors
and�esh with equalease.

Forgeof the Ancients

Earthlevel 5
Ritual
Magic GemCost:80

Theancientforgeof thegreatone'sservantsis re-
constructed.The magic of the forge will reduce
the needfor magic essencewhen forging magic
items. It also enablesmagesto createmore po-
werful items.

MechanicalMen

Earthlevel 2
Ritual
Magic GemCost:15
Numberof Effects:10
(cannotbecastunderwater)

The castermakes ten MechanicalMen to serve
him. Thefragileskeletalstructureof theconstruct
is coveredwith a full platearmorand is given a
metal shield and a sword. The iron men are not
affectedby heat,cold, shockor poison.They are
mindless,magicalbeingsandwill ceaseto func-
tion whenleft withoutmagicalleadership.

GolemConstruction

Astral level 3
Earthlevel 2
Ritual
Magic GemCost:30
(cannotbecastunderwater)

TheGolemis a clayconstructionthatis givenlife
by thedivine namesinscribedon its surface.The
Golem is physically strongand skilled in astral
magic.The Golem cannotcommandtroops,ho-
wever, nor will it retreatfrom battle.

4.5 Construction level 9

Ir on Dragon

Earthlevel 3
Ritual
Magic GemCost:20
(cannotbecastunderwater)

The castermakes a mechanicaldragoncovered
with thick iron plates.Theiron dragonis tremen-
douslylarge,almostinvulnerable,andunaffected
by heat,cold, shock and poison.They are able
to �y andcan tramplesmallerbeings.Iron Dra-
gonsaremindless,magicalbeingsandwill cease
to functionwhenleft without magicalleadership.

MechanicalMilitia

Earthlevel 5
Ritual
Magic GemCost:80

MechanicalMenwill helpthelocalmilitia defend
their provincesas long as this spell is in effect.
A small local defenceis requiredfor theenchant-
mentto have any effect. The global enchantment
will lastuntil it is dispelledor thecasterdies.
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5 ENCHANTMENT 5.1 Enchantmentlevel 1

5 Enchantment
TheSchoolof Enchantmentfocusesonbestowing
magicalpropertiesto persons,objects,or entire
worlds.

5.1 Enchantment level 1

Fir eShield

Fire level 1
FatigueCost:5-
Areaof Effect:Caster
(cannotbecastunderwater)

A wall of �re surroundsthemage.Anyonetrying
to strike themagein meleecombatwill beburned
by the�re shield�rst. Thepowerof the�re shield
is determinedby themage'sskill in �re magic.

Flight

Air level 2
FatigueCost:20-
Range: 5
Areaof Effect:Oneperson
Precision:0
(cannotbecastunderwater)

Grantsoneunit theability to �y .

Breathof Winter

Waterlevel 2
FatigueCost:20-
Areaof Effect:Caster

Thecasteris surroundedby extremecold. Anyo-
ne closeto the casterwill suffer severe damage
from thecold. Thecasterbecomesimmuneto all
coldeffectswhencastingthisspell.TheBreathof
Winterworksbestin coldprovinces.

ResistMagic

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

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

Animate Skeleton

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

The necromancerenchantsthe bonesof a fallen
warrior giving him falselife. Skeletonswill fall
apartif left on thebattle�eld without a comman-
der.

Animate Dead

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

Thenecromanceranimatesa lifelesscorpseto un-
holy service.Thesoullesswill fall apartif left on
thebattle�eld withoutundeadleadership.

Reanimation

Deathlevel 1
Ritual
Magic GemCost:5
Numberof Effects:10

The necromancerenchants ten well-prepared
corpsesand gives them false life. Skeletonsare
undeadandwill fall apartif left on thebattle�eld
withoutundeadleadership.
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5 ENCHANTMENT 5.2 Enchantmentlevel 2

Heal

Naturelevel 1
FatigueCost:20-
Range: 1
Areaof Effect:1

This spellhealstargetswithin reachof thecaster.
Every targetin a smallareais affected.

5.2 Enchantment level 2

Friendly Curr ents

Waterlevel 2
BattleEnchantment
FatigueCost:100-
Magic GemCost:1

This spell makes the water currentsaid the cas-
terandall his allies.Thoseaidedby this spellcan
movefurthereveryturn,andarelessexhaustedby
�ghting. This spellcanonly becastunderwater.

Astral Weapon

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

Themageenchantshis weaponswith etherealpo-
wer. An etherealweaponpassesthrougharmors
andstrikesthetarget'sbodydirectly.

RaiseSkeletons

Deathlevel 2
FatigueCost:40-
Range: 5
Numberof Effects:5
Precision:-2

Thenecromancerenchantsthebonesof � vewarri-
ors,giving themfalselife. Skeletonswill fall apart
if left onthebattle�eld withoutundeadleadership.

RaiseDead

Deathlevel 2
FatigueCost:40-
Range: 5
Numberof Effects:5
Precision:-2

Thenecromanceranimates� ve corpsesto unholy
service.Soullesswill fall apartif left on thebatt-
le�eld withoutundeadleadership.

ReviveKing

Deathlevel 1
Ritual
Magic GemCost:3
(cannotbecastunderwater)

Theking is dead,long live theking. With this ri-
tual the necromancerrevives a moundking and
binds him to his service.The king is intelligent
andshareshismaster'smotives.

PersonalRegeneration

Naturelevel 2
FatigueCost:40-
Areaof Effect:Caster
(doesnotaffectinanimatetargets)

Gives the casterregenerative powers. More po-
werful naturemageswill regeneratefasterthan
lesspowerful onesand inanimatemagescannot
beaffectedby thisspellat all.
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5 ENCHANTMENT 5.4 Enchantmentlevel 4

5.3 Enchantment level 3

Mists of Deception

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

Createsa magicmist on thebattle�eld. Fromthis
mist phantasmalwarriorsemergeto battlenearby
enemies.

Strengthof Giants

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

Givesanentiresquadincreasedstrength.

Astral Shield

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

A shieldof astralenergiesformsaroundthemage.
Anyonetrying to strike throughtheshieldwill ha-
ve their mind struckunconsciousby the force of
theshield.Magic resistancemaynegatetheeffect
of theshieldandallow enemiesto strikethemage.
Thepowerof theastralshieldis greaterfor mages
thatarehighly skilled in astralmagic.

CreateRevenant

Deathlevel 2
Ritual
Magic GemCost:9
(cannotbecastunderwater)

The necromancersummonsa spirit from the un-
derworld and makes it possessa humancorpse.
Therevenantthuscreatedhassomeknowledgeof
deathmagic.

Regeneration

Naturelevel 3
FatigueCost:40-
Range: 13+
Areaof Effect:1
Precision:0
(doesnotaffectinanimatetargets)

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

5.4 Enchantment level 4

Flaming Arr ows

Fire level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld
(cannotbecastunderwater)

The mageenchantsthe arrows of all friendly ar-
cherson thebattle�eld. Thearrows burst into �a-
measthey are�red, doingconsiderabledamageto
their targets.The�aming arrows aremagicaland
will hurtetherealbeings.

Cloud Trapeze

Air level 2
Ritual
Magic GemCost:3
(cannotbecastunderwater)

Thecasterswingshimselfupandawaywith incre-
diblespeed,landingin a provincefaraway.

Thunder Ward

Air level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

Thisspellmakesall friendly unitstotally immune
to damageandstuneffectscausedby lightning.
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5 ENCHANTMENT 5.5 Enchantmentlevel 5

SeekingArr ow

Air level 3
Ritual
Magic GemCost:4

The castersendsan enchantedarrow acrossthe
world to �nd a suitableheartto penetrate.Thear-
row will targetoneleaderin aprovinceof thecas-
ter'schoice.

Fir eWard

Waterlevel 3
Earthlevel 2
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

This spell makesthe entirearmy totally immune
to all normal�res aswell asmostmagicalones.It
alsonegatesthe heateffect of hot creaturessuch
asAbysiansandsalamanders.

Astral Healing

Astral level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

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

Antimagic

Astral level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

The magesealsthe minds of all friendly units
againstmalignspells.Theunitswill receiveincre-
asedmagic resistancefor the remainderof the
battle.

Behemoth

Deathlevel 3
Ritual
Magic GemCost:10
(cannotbecastunderwater)

The necromancerhas mastereda dark ritual
enablinghim to reanimatethe largestof all be-
ings.The former elephantis preserved in a state
of perpetualdecayby a revenantmagewho con-
stantlyfuelstheBehemothwith energiesfrom the
underworld. The most importantpart of the rea-
nimation ritual is the binding of a mage's spirit
to the Behemoth.This direct spiritual control of
the Behemothgives it high magic resistance.As
all themage'senergiesareusedin controllingand
preservingthebeast,it is unableto castspells.

PoisonWard

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

Makes all friendly units immuneto naturalpoi-
sons.

5.5 Enchantment level 5

Fir eFend

Fire level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld

Thisspellmakesthecaster'sarmytotally immune
to all normal �res aswell asmostmagicalones.
It alsonegatestheeffectof �ery creaturessuchas
Abysiansandsalamanders.
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5 ENCHANTMENT 5.5 Enchantmentlevel 5

Arr ow Fend

Air level 3
FatigueCost:100-
Magic GemCost:1
Areaof Effect:Battle�eld
(cannotbecastunderwater)

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
alsonegatesthechill effect causedby someunde-
adbeings.

Enliven Gargoyle

Earthlevel 3
Air level 1
Ritual
Magic GemCost:10

A largeandgrotesquewingedstatueis givenfal-
selife by thispowerful enchantment.Thegargoy-
le is very dif�cult to destroy, but will revert to an
inanimatestateif thereareno magesleft on the
battle�eld.

Ritual of Returning

Astral level 2
Ritual
Magic GemCost:3

Themagewill returnto thehomecitadelatonceif
heis woundedwhile undertheeffectof this spell.
Theeffect lastsuntil themagehasbeenwounded
andreturnedhome.This ritual will resultin swift
deathfor amageif thehomecitadelhasbeencon-
queredby theenemy.

The Eyesof God

Astral level 5
Ritual
Magic GemCost:50

Thisenchantmentenablesthemageto seeall pro-
vincesin theworld.Dominionscanbeseenin gre-
atdetail,but incomecannotbedeterminedexactly
andmagicalresourcescannotbeseenatall. Troop
movementscanbe seenin greatdetail insidethe
god's own dominion.Patrolling units will �nd it
mucheasierto detectenemyscoutsand to quell
unrest.The enchantmentlastsuntil someonedi-
spelsit or thecasterdies.

PaleRiders

Deathlevel 3
Ritual
Magic GemCost:10
Numberof Effects:20+
(cannotbecastunderwater)

Thenecromancerenchantsthebonesof 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 necromancerenchantsthe bodiesof the de-
adandcallsforth a hordeof skeletalwarriorsand
soulless.Skeletonsand soullessare undeadand
will fall apartif left on thebattle�eld without un-
deadleadership.
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5 ENCHANTMENT 5.6 Enchantmentlevel 6

Faery Trod

Naturelevel 3
Ritual
Magic GemCost:10

The mageleadshis army into a magic forest to
�nd a faery trod. The army follows this strange
paththroughfaerielandsandwill �nally arrive in
a distantprovince.Thedestinationprovincemust
beunderthe in�uence of theGod's dominionfor
thisspellto work.

Gift of Health

Naturelevel 5
Ritual
Magic GemCost:40

This gift grantsexcellenthealthto all loyal sub-
jectsinsidethe God's dominion.The gifted ones
receiveextra hit pointsandmayevenhealperma-
nentbattleaf�ictions. Theenchantmentlastsuntil
someonedispelsit or thecasterdies.

Foul Vapors

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

Poisonousgaswill begin to seepfrom theground
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.

5.6 Enchantment level 6

Eternal Pyre

Fire level 6
Ritual
Magic GemCost:80
(cannotbecastunderwater)

A hugeblazingpyre lights up the landscape.The
pyreneverburnsoutandtheheatis strongenough
to createtwenty magicalgemsimbued with �re
power eachseason.The enchantmentlastsuntil
someonedispelsit or thecasterdies.

Heat fr om Hell

Fire level 4
BattleEnchantment
FatigueCost:200-
Magic GemCost:2
(cannotbecastunderwater)

Theentirebattle�eld is struckby heatworsethan
the hottestof deserts.This heatsoonrendersall
units on the battle�eld unconscious,after which
death is certain.This spell is most effective in
warmprovinces.

Domeof Solid Air

Air level 5
Ritual
Magic GemCost:20
(cannotbecastunderwater)

A domemadeout of air is createdover the en-
tire provincethat themageis locatedin. The do-
mewill protecttheprovincefrom many spellsthat
originateoutsidethewardedprovince.While un-
disturbed,the spell will last inde�nitely, but if a
spellpassesthroughthedome,or if themagewho
castthedomedies,it will shatterinstantly. Thedo-
mehasa 80percentchanceof stoppingeachspell
thattriesto passthroughit.
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5 ENCHANTMENT 5.6 Enchantmentlevel 6

Grip of Winter

Waterlevel 4
BattleEnchantment
FatigueCost:200-
Magic GemCost:2

The entire battle�eld is harrowed by enormous
cold. This cold quickly rendersall units on the
battle�eld unconscious,after which deathis cer-
tain. TheGrip of Winter is mosteffective in cold
provinces.

FrostDome

Waterlevel 5
Ritual
Magic GemCost:15

A frost domeis createdover the entireprovince
wherethe spell is cast.Any spellscastinto this
domethis will triggerthedeadlytrap.A powerful
frostblastwill �nd its wayto theenemymageand
freezehim to death.Every spell castinto thedo-
mehasa30percentchanceof beingdestroyedby
thefrostdome.Themoremagicgemsput into the
spell,the longerit will last. If themagewho cast
thedomedies,it will dissolve instantly.

Richesfr om Beneath

Earthlevel 5
Ritual
Magic GemCost:70

Resourcesaremucheasierto comeby in provin-
cesunderfriendly dominion.Thisglobalenchant-
ment will make it possibleto producemilitary
units much fasterthan before.The enchantment
lastsuntil it is dispelledor thecasterdies.

Enliven Statues

Earthlevel 3
Ritual
Magic GemCost:20
Numberof Effects:10+

Tenor morestatuesaregivenfalselife by this po-
werful enchantment.Powerful magescanenchant
morethan�fteen statueswith onecastingof this
spell.The statuesaredif�cult to destroy but will
revert to an inanimatestateif thereareno mages
left on thebattle�eld.

Opposition

Astral level 3
FatigueCost:20-
Range: 15+
Areaof Effect:Oneperson
Damage: Death
Precision:100
(magic resistancenegates)

The castercreatesa supernaturalforce diametri-
callyopposedto atargetmagicalbeing.If thespell
is powerful enoughthemagicalbeingwill be di-
senchantedandceaseto exist.

Domeof Ar caneWarding

Astral level 4
Ritual
Magic GemCost:10

An astraldomeis createdover theentireprovince
that the mageis locatedin. The domewill pro-
tect the province from many spellsthat originate
from outsidethewardedprovince.Themorema-
gic gemsput into thespell,the longerit will last.
If themagediesthedomedissolvesinstantly. The
domehasa 50 percentchanceof stoppingeach
spellthattriesto passthroughit.
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5 ENCHANTMENT 5.7 Enchantmentlevel 7

Twiceborn

Deathlevel 2
Ritual
Magic GemCost:10
(doesnotaffectinanimatetargets)

With this ritual thenecromancerenchantshisown
body to protecthimself from death.If the necro-
manceris slainheis revivedasawight mage.For
theritual to work thenecromancerhasto die wit-
hin a friendly dominion.

Rigor Mortis

Deathlevel 4
BattleEnchantment
FatigueCost:100-
Magic GemCost:1

Thenecromancercausesthejointsof bothfriends
andenemiesstiffen astheir bodiessuffer the fate
of thenewly dead.Thereis no immediatecurefor
the spell, but it endsafter the battle.Undeadare
notaffectedby thespell.

ReanimateAr chers

Deathlevel 2
Fire level 1
Ritual
Magic GemCost:5
Numberof Effects:10
(cannotbecastunderwater)

The necromancerenchants ten well-prepared
corpsesand gives them falselife. The skeletons
arethenequippedwith magicbowsfueledby their
eternalhate.Arrows �red from thesebows will
burst into thegreen�ames of bane�re. Skeletons
areundeadandwill fall apartif left on thebattle-
�eld withoutundeadleadership.

Relief

Naturelevel 3
FatigueCost:20-
Range: 13+
Areaof Effect:Battle�eld
Precision:0

This spell reducesthefatigueof all friendly units
on thebattle�eld.

5.7 Enchantment level 7

Domeof Flaming Death

Fire level 4
Ritual
Magic GemCost:8
(cannotbecastunderwater)

An invisible webof �re magicis createdover the
entireprovincewherethisspellis cast.Any enemy
spellscastinto theprotectedprovincewill trigger
thedeadlytrap.A powerful blastof �re will �nd
its way to the enemymageandburn him to cin-
ders.Themoremagicgemsput into thespell,the
longerthedomelasts.If themagethatcastthedo-
me dies,the domedissolvesinstantly. The dome
doesnot stop enemyspellsthat passthroughit,
but it maystoptheenemymagefrom evercasting
spellsagain.

MassFlight

Air level 4
FatigueCost:200-
Magic GemCost:2
Areaof Effect:Battle�eld
(cannotbecastunderwater)

The castergrantsevery friendly soldier on the
battle�eld theability to �y .
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5 ENCHANTMENT 5.7 Enchantmentlevel 7

GhostShip Armada

Waterlevel 4
Deathlevel 3
Ritual
Magic GemCost:60

This spell will awaken the deadAdmiral Torgrin
andmake him �ght for your cause.The Admiral
will attackrandomcoastalprovincesthatarecon-
trolled by your enemies.The enchantmentlasts
until it is dispelled,the casterdies,or the Admi-
ral andhis armadais defeated.If the Admiral is
notcompletelydefeated,theentirearmadawill be
renewedfor thenext battle.

Earth Blood DeepWell

Earthlevel 6
Ritual
Magic GemCost:80
(cannotbecastunderwater)

A well, deeperthanany other, is created.Thiswell
doesnot bring water, but blood from theearthit-
self.Theearthbloodis thenmadeinto magicearth
gemsthatcanbeusedfor magicrituals.This glo-
bal enchantmentlastsuntil it is dispelledor the
casterdies.

Solar Brilliance

Astral level 5
BattleEnchantment
FatigueCost:500-
Magic GemCost:5
(cannotbecastunderwater)

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

Stellar Focus

Astral level 5
Ritual
Magic GemCost:30
(cannotbecastunderwater)

This spell focusesthe light of the night sky into
a crystalsphere.The light in the sphereis so in-
tenseandpurethata pearlwill startto grow from
it. The light is powerful enoughto produce� ve
magic astralgemsper turn. The spell lastsuntil
someonedispelsit or thecasterdies.

Carrion Reanimation

Deathlevel 1
Ritual
Magic GemCost:2
Numberof Effects:7+

The necromancerenchantsseveral deadbodies,
giving themfalselife. With this spell a powerful
necromancercancreatelargenumbersof undead
servantsfor a verysmallcostin magicresources.

Life after Death

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

This spellgivesall friendly unitsa secondchance
to live.An affectedunit thatdiewill riseagainasa
soullessbeingandcontinueto �ght. Undeadunits
arenotaffectedby this spell.
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5 ENCHANTMENT 5.8 Enchantmentlevel 8

AwakenTreelord

Naturelevel 5
Ritual
Magic GemCost:50
(cannotbecastunderwater)

Thetreelordsareancientliving treesthatwereon-
cealiveandverypowerful.Now they aredormant,
becomingslower in mind andbodyeverypassing
year. Thesedying treelordscanbereawakenedby
the useof naturemagic. A reawakenedtreelord
will serveits awakeneruntil thetreelorddies.Tre-
elordshavevery long lifespans.

ForestDome

Naturelevel 5
Ritual
Magic GemCost:10

Vegetationwill grow into a domethat coversthe
entire province where the spell is cast.The do-
mewill protecttheprovincefrom many spellsthat
originateoutsidethe wardedprovince. If left un-
disturbed,the forest domewill last forever. Ho-
wever, if a �re spell is absorbedby the dome,it
will catch�re andbedestroyed.If thecasterdies
thedomewill wither anddie. Thedomehasa 30
percentchanceof stoppingeachspell thatpasses
throughit.

5.8 Enchantment level 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
their incomereduced.Theenchantmentlastsuntil
someonedispelsit or thecasterdies.

Ritual of Rebirth

Deathlevel 4
Ritual
Magic GemCost:15
(cannotbecastunderwater)

Revivesa previouslyslainheroby theancientRi-
tualof Rebirth.Theritual mummi�es thedeadhe-
ro beforebringingtheherobackto life. Only great
heroesfrom the Hall of Famecanbe resurrected
by this ritual. The ritual can be performedmul-
tiple timeson a singlehero.Inanimateor undead
beingsarenotaffectedby this spell

MassRegeneration

Naturelevel 4
FatigueCost:200-
Magic GemCost:2
Areaof Effect:Battle�eld
(doesnotaffectinanimatetargets)

Givesregenerativepowersto all friendly unitson
theentirebattle�eld. Doesnot work on inanimate
targets.

Haunted Forest

Naturelevel 5
Deathlevel 1
Ritual
Magic GemCost:60
(cannotbecastunderwater)

Vineswill mergewith anyonekilled in theGod's
dominion,creatingan undeadmanikin. The ma-
nikin will �ght any enemiesof theGodfor ashort
while beforeit is totally dissolved by the vines.
Undeador inanimatebeingsare not affectedby
thespell.Theenchantmentlastsuntil someonedi-
spelsit or thecasterdies.
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5 ENCHANTMENT 5.9 Enchantmentlevel 9

5.9 Enchantment level 9

Thetis Blessing

Waterlevel 5
Ritual
Magic GemCost:50

Allowsall troopsin theworld to enterthesea.The
enchantmentlastsuntil someonedispelsit or the
casterdies.

Ar caneNexus

Astral level 8
Ritual
Magic GemCost:150

Thismightyenchantmentabsorbsmagicalenergi-
es worldwide and replenishesthe caster's magi-
cal resources.Half of all magicgemsusedto cast
spellsandto createmagicitemswill beabsorbed
into the ArcaneNexus and will be collectedby
theownerof theenchantment.Thepurity of Astral
andBloodmagicmakesit impossiblefor theNex-
usto absorbany magicwhenthesetypesof spells
arecast,but all othertypesof magicwill haveso-
me of their power absorbedby the Nexus. Even
whennospellsarecastor no itemsareforged,the
Nexus will absorbsomemagic energy from the
world. The spell lastsuntil someonedispelsit or
thecasterdies.

Army of the Dead

Deathlevel 5
Ritual
Magic GemCost:10
Numberof Effects:39

Animatesan entirearmy of longdeadwarriorsin
a distantprovince.Thearmy is underthecontrol
of thenecromancer.

Lichcraft

Deathlevel 5
Ritual
Magic GemCost:25
(cannotbecastunderwater)

Thedeathmagehasdiscoveredhow to removethe
visceraof anothernecromancer, makinghim im-
mortal.Thecastingmageperformstheritual of li-
chcrafton a willing necromancerin returnfor his
eternalservitude.The necromanceris thentrans-
formed into an immortal being of greatmagical
power known asa demilich.By removing thevi-
sceraof thenecromancerandhiding it, thecaster
canensuretheimmortalityandloyalty of thesub-
ject.Shouldthebodyof thedemilichbephysical-
ly destroyed,anew oneis formedfrom thedustof
deadhumans.

Gift of Nature'sBounty

Naturelevel 7
Ritual
Magic GemCost:70

All life in the god's dominion is blessed.Grain
growsmorequickly, themustardtastesbetter, the
ducksarefatter, andall living creaturesmateand
givebirth to young.Theincomeof landsunderthe
god'sdominionis greatlyincreased.Theenchant-
ment lastsuntil someonedispelsit or the caster
dies.
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6 THAUMATURGY 6.1 Thaumaturgy level 1

6 Thaumaturgy

TheSchoolof Thaumaturgy dealswith thearcane
fabricunderneathphysicalreality. Mind-affecting
spellsaswell asteleportationspellsareexamples
of thaumaturgical rituals.

Touch of the Desert

Waterlevel 1
FatigueCost:20-
Range: 1
Areaof Effect:1
(doesnotaffectinanimatetargets)
(magic resistancenegates)
(cannotbecastunderwater)

TheTouchof theDesertwill affect a small num-
berof enemieswith severedehydration.Theene-
miesmuststandadjacentto thecasterfor thespell
to takeeffect.Thedehydratedtargetswill become
moreandmoreexhaustedandmayeventuallylo-
seconsciousness.Thedurationof thedehydration
dependsonthemagicresistanceof thetargets.Un-
deadbeingsandconstructsarenotaffectedby this
spell.

SleepTouch

Naturelevel 1
FatigueCost:10-
Range: 1
Areaof Effect:Oneperson
Damage: 115+
(stun)
(armornegating)
(doesnotaffectinanimatetargets)
(magic resistancenegates)

By touchingthetarget,themagemakesthetarget
unnaturallytired.

6.1 Thaumaturgy level 1

Desiccation

Waterlevel 2
FatigueCost:20-
Range: 11+
Areaof Effect:1
Precision:100
(doesnotaffectinanimatetargets)
(magic resistancenegates)
(cannotbecastunderwater)

This spell will affect a small numberof targets
with severe dehydration.The dehydratedtargets
will becomemore andmore exhaustedandmay
eventuallyloseconsciousness.Thedurationof the
dehydrationdependson the magic resistanceof
the targets.Undeadbeingsandconstructsarenot
affectedby this spell.

Farstrik e

Earthlevel 2
Astral level 1
FatigueCost:5-
Range: 34+
Areaof Effect:Oneperson
Damage: 17+
Precision:5

Thecasteropensarift in spaceandstrikesthrough
it with a �st ashardassteel.The strengthof the
casteraddsto thedamageof thespell.

Blink

Astral level 1
FatigueCost:10-
Areaof Effect:Caster

Thecastercreatesaninstabilityin spacethattrans-
portshim to anotherpositionon thebattle�eld.
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6 THAUMATURGY 6.1 Thaumaturgy level 1

Returning

Astral level 2
FatigueCost:200-
Magic GemCost:2
Areaof Effect:Caster

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

Communion Master

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

Themagewho hascastthis spellcanusethema-
gic power of the mageswho have castCommu-
nion Slave. The fatiguethat comesfrom casting
spellswill be distributed amongall communion
members,andthecommunionmasterwill alsobe
able to castmore powerful spells than he could
alone.While in communion,all spells that 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

Astral level 1
FatigueCost:20-
Areaof Effect:Caster

Thecasteropenshismindto allow othermagesto
guidehis magicpower. Mageswho want to take
advantageof the communionmustcastthe spell
CommunionMaster(or carryan appropriatema-
gic item).Beinga communionslave canbedang-
erousif therearemultiplecommunionmasters,or
if the masteris moreskilled than the slave. The
communionmastercancontinueto drain energy
from the communionslaveseven if they become
unconscious.Thiscanbefatal.

Horr or Mark

Astral level 2
FatigueCost:20-
Range: 20+
Areaof Effect:Oneperson
Precision:100

The Horror Mark is an astral beacononly per-
ceivableby horrors.Horrors,powerful astralbe-
ings,primarily attackmarkedpeople.Thisspellis
theonly way to directHorrorsandavoid disaster
shouldonebesummoned.

Dust to Dust

Deathlevel 1
FatigueCost:20-
Range: 20+
Areaof Effect:1
Damage: 22+
(armornegating)
Precision:0

The magedestroys undeadbeingsby unraveling
the magicthat holdsthemtogether. The spell af-
fectsall undeadin a smallarea.Neithermagicre-
sistancenor armoroffersany protectionfrom this
spell.

Decay

Deathlevel 1
FatigueCost:20-
Range: 15+
Areaof Effect:Oneperson
Precision:3
(magic resistancenegates)

This spellmakesthe�esh of living beingswither
anddecay, leaving barebone.
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6 THAUMATURGY 6.2 Thaumaturgy level 2

Frighten

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

Thespell �lls thetargetedunit with fear.

SevenYear Fever

Naturelevel 1
Fire level 1
FatigueCost:50-
Range: 15+
Areaof Effect:1
Precision:2
(doesnotaffectinanimatetargets)
(magic resistancenegates)

Thecastercursessometargetswith a horriblefe-
ver thatnever ends.Thevictims will not beseve-
rely affectedduringcombatbut their woundswill
never heal,and the victim will slowly die in the
following years.

Curse

Naturelevel 1
Astral level 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 noprotectionagainstbeingcursed
andit canneverberemoved.

6.2 Thaumaturgy level 2

Bondsof Fir e

Fire level 1
FatigueCost:20-
Range: 10+
Areaof Effect:Oneperson
Precision:3
(cannotbecastunderwater)

Shacklesof �re will trap the victim of this spell.
If thevictim tries to escape,theshacklesbecome
exceedinglyhot.Otherwisetheheatstaysbearab-
le. A high moraleis requiredto �ght theheatand
escape.Trying to escapemayverywell kill a less
sturdyman.

Augury

Fire level 2
Ritual
Magic GemCost:2
(cannotbecastunderwater)

Thecasterpoursoil onapile of soil from adistant
provinceandsetsit ablaze.The �ick ering �ames
will revealall hiddensitesof �ery powersin the
province.

Auspex

Air level 2
Ritual
Magic GemCost:2
(cannotbecastunderwater)

The casterlistensto the winds andobserves the
�ight of birds. The winds will carry legendsof
magicalplacesand ancientstorms.If the winds
are correctly interpreted,the castergainsknow-
ledgeof sitesof air power in a distantprovince.
Thisspellcannotbecastatanenemyprovince.

53



6 THAUMATURGY 6.3 Thaumaturgy level 3

GnomeLor e

Earthlevel 2
Ritual
Magic GemCost:2

The casterbestows upon himself the knowledge
of gnomesto �nd placesof earthpower. Thespell
will �nd all magicearthsitesin afriendlyprovince
of thecaster'schoice.

Mind Burn

Astral level 2
FatigueCost:20-
Range: 30+
Areaof Effect:Oneperson
Damage: 12+
(armornegating)
Precision:100
(magic resistancenegates)

Thecastertriesto overloadthemindof thetarget.
If successful,thetargetexperiencesoverwhelming
painashismind is damaged.Thespellis veryac-
curateandalways�nds its intendedtarget.

Haruspex

Naturelevel 2
Ritual
Magic GemCost:2

Thecasteropensthebelliesof newly slaughtered
animalsandobservestheir livers.Thestateof the
liversrevealdistantlocationsof naturepower.

Sleep

Naturelevel 2
FatigueCost:20-
Range: 20+
Areaof Effect:Oneperson
Damage: 110+
(stun)
(armornegating)
Precision:4
(doesnotaffectinanimatetargets)
(magic resistancenegates)

The target is madeunnaturallytired by this en-
chantment.

6.3 Thaumaturgy level 3

Rage

Fire level 2
FatigueCost:20-
Range: 20+
Areaof Effect:Oneperson
Precision:100
(magic resistancenegates)

The spell �lls the heart of a man with furious
anger. The ragingunit will attackanything near-
by, evenfriends.

SailorsDeath

Waterlevel 3
FatigueCost:20-
Range: 20+
Areaof Effect:1
Damage: 14+
(armornegating)
Precision:1
(doesnotaffectinanimatetargets)
(magic resistancenegates)

The lungsof a small numberof targetsare�lled
with water. Any target that cannotbreathewater
will takeseveredamage.
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6 THAUMATURGY 6.4 Thaumaturgy level 4

Astral Window

Astral level 2
Ritual
Magic GemCost:3

Thecasteropensan arcanerift throughwhich he
canobserve distantlands.The rift closesafter a
while but the durationcanbe prolongedif extra
magicgemsareusedin thecasting.Eachcasting
of this ritual allows themageto scryon onepro-
vince.

Teleport

Astral level 3
Ritual
Magic GemCost:2

With this spell the magecantransporthimself to
any provincein theworld,nomatterhow faraway
it is.

Panic

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

This spell will causepanic to spreadamongthe
enemies.

6.4 Thaumaturgy level 4

Prison of Fir e

Fire level 3
FatigueCost:30-
Range: 15+
Areaof Effect:3+
Precision:2
(cannotbecastunderwater)

This spellworks like Bondsof Fire, but it affects
a largernumberof units.

Paralyze

Astral level 2
FatigueCost:20-
Range: 29+
Areaof Effect:Oneperson
Damage: 150
(stun)
(armornegating)
Precision:100
(magic resistancenegates)

The casteroverloadsthe target's mind, rendering
him unconscious.

Vengeanceof the Dead

Astral level 3
Deathlevel 1
Ritual
Magic GemCost:3
(magic resistancenegates)

Themagewill contactthedeadsoulsof all thepe-
ople or creaturesthat the target hasslain. These
deadsoulswill thenbe guidedto the dreamsof
the target,wherethey canattackhim in a horrib-
le nightmare.Themagewill ensurethatthetarget
is pulled strongly into the nightmare,so that he
staysdeadif thedeadsoulsaresuccessfulin kil-
ling him. This spelldoesnot work onmindlessor
undeadbeingsandthetargetmusthaveslainunits
in combatfor the spell to work. Oneprovince is
chosenfor thespellandthegreatestbutcherin that
provincewill betargetedfor thenightmare.

Terror

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

Thisspellwill terrify thetargets.
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6 THAUMATURGY 6.5 Thaumaturgy level 5

Gift of Reason

Naturelevel 4
Ritual
Magic GemCost:20

This gift grantscommanderstatusanda sharpin-
tellectto any onebeing.Thetargetunit mustbein
thesameprovinceasthecaster.

6.5 Thaumaturgy level 5

RagingHearts

Fire level 4
Ritual
Magic GemCost:10

Furywill startto grow in theheartsof all peoplein
an entireprovince.Thoseaffectedwill soonstart
to kill andplundertheir fellow citizens.A mage
can target any province of his choice,and those
affectedwill not know who hascastthis spell on
them.

Confusion

Air level 3
FatigueCost:10-
Range: 15+
Areaof Effect:1
Precision:3
(magic resistancenegates)

Thespellwill confusethemindsof agroupof sol-
diers.Theconfusedunitscaneasilyattackfriends
insteadof enemies.

SoulSlay

Astral level 3
FatigueCost:20-
Range: 30+
Areaof Effect:Oneperson
Damage: Death
Precision:100
(magic resistancenegates)

The casterattemptsto rip the target's mind from
his body. If successful,thespellwill slay the tar-
get.

Gateway

Astral level 3
Ritual
Magic GemCost:10

The castercreatesa rift in the fabric of spaceal-
lowing him to stepthroughwith all troopsunder
his commandand enter a distant province. The
gateway closeswhen all the troopshave passed
through.

Burden of Time

Deathlevel 5
Ritual
Magic GemCost:70

This evil enchantmentwill make everyonein the
world ageata highly acceleratedrate.Unrestwill
increasein theentireworld andsoldierswill soon
becomecrippledanduseless.While this enchant-
ment is active the world will becomemore and
moredesolateuntil everyonedies.Undeadandin-
animatebeingsarenotaffected.Thespelllastsun-
til someonedispelsit or thecasterdies.
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6 THAUMATURGY 6.6 Thaumaturgy level 6

Control the Dead

Deathlevel 2
FatigueCost:20-
Range: 10+
Areaof Effect:1
Precision:0
(magic resistancenegates)

Thecastertakescontroloversomeundeadbeings.
Powerful undeadwill be ableto resistthe necro-
mancer.

Growing Fury

Naturelevel 4
BattleEnchantment
FatigueCost:100-
Magic GemCost:1

A growing fury will affectall friendly unitson the
battle�eld. They will �nd themselves becoming
more and more ferociousand will go berserkat
theslightestprovocation,evenif they arenotusu-
ally ableto doso.

6.6 Thaumaturgy level 6

EnslaveMind

Astral level 4
FatigueCost:20-
Range: 15+
Areaof Effect:Oneperson
Precision:100
(magic resistancenegates)

Thecasterenslavesthebodyandmind of onetar-
get.Thevictim loseshiswill, alongwith hisabili-
ty to commandandcastmagic.All thePretender
Godsareimmuneto this spell.

Vortex of Returning

Astral level 4
FatigueCost:300-
Magic GemCost:3
Areaof Effect:Battle�eld

The castercreatesa rift in spacethat carriesthe
entirearmy back to the homeprovince on astral
currents.

Wither Bones

Deathlevel 3
FatigueCost:50-
Range: 25+
Areaof Effect:6+
Damage: 16+
(armornegating)
Precision:-1

This spell is thenightmareof necromancers.The
spell destroys undeadbeingsby unraveling the
magicthat holdsthemtogether. The spell affects
all undeadin a largearea.Neithermagicresistan-
cenor armoroffer protectionfrom this spell.

Leprosy

Deathlevel 5
Ritual
Magic GemCost:10
(doesnotaffectinanimatetargets)
(magic resistancenegates)

The mageconjuresforth a wastingdiseaseupon
anenemyarmyin adistantprovince.Diseasedtar-
getswill never regainany lost hit pointsandwill
take damageevery seasonthey arealive. Undead
andinanimatebeingsarenotaffectedby thisspell.
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6 THAUMATURGY 6.7 Thaumaturgy level 7

Foul Air

Deathlevel 5
Air level 1
Ritual
Magic GemCost:75
(cannotbecastunderwater)

The air will becomepollutedby a deadlydisea-
sewhenthis enchantmentis cast.Anyonewho is
woundedwill instantly becomediseaseddue to
the foul air. This enchantmentaffects the entire
world andwill lastuntil dispelledor thecasterdi-
es.Unrestwill increaseworldwide while the en-
chantmentis active.

6.7 Thaumaturgy level 7

Purgatory

Fire level 6
Ritual
Magic GemCost:60
(cannotbecastunderwater)

Holy �re will strike undeadenemycreaturesin
thegod'sdominion.Themorepowerful dominion
themoreundeadwill bekilled. This enchantment
lastsuntil someonedispelsit or thecasterdies.

Dark Skies

Air level 5
Ritual
Magic GemCost:50
(cannotbecastunderwater)

Black cloudsbillow forth andcover the landsof
yourdominion.All enemiesunderyourdominion
will perceive theheavensasdarkandoppressing.
Thestrongerthedominionis themorefearful the
skies.The dark skiesseverely lower the morale
of thoseaffected.Theenchantmentlastsuntil it is
dispelledor thecasterdies.

Lur eof the Deep

Waterlevel 6
Ritual
Magic GemCost:70

Sirenswill start to emerge from the deepswhen
this powerful enchantmentis cast.Thesirenswill
sing to enemytroopsandlure themdown to cer-
tain deathin the deeps.The lure is strongestin
a coastalor seaprovincewith strongfriendly do-
minion. Inland provinces,or provinceswithin an
enemydominionarenot affectedat all. This glo-
balenchantmentcanonly becastin anunderwater
laboratoryandit will lastuntil someonedispelsit
or thecasterdies.

TelesticAnimation

Astral level 3
Ritual
Magic GemCost:5

Themagecraftsastatueandplacesagoldenplate
inscribedwith divine nameswithin its head.The
statueis thusanimatedby divine power andwill
speakthewill of thePretenderGod.Thestatueis
imbuedwith greatpriestlypowers,but is immobi-
le.

Plague

Deathlevel 4
FatigueCost:100-
Magic GemCost:1
Range: 10
Areaof Effect:1
Precision:0
(doesnotaffectinanimatetargets)
(magic resistancenegates)

With thisspellthemagewill bringamagicplague
onsomevictims.Themagicplaguekills andspre-
adsat an enormousrate.It doesnot take long to
catchthediseasefrom aninfectedfriend,nordoes
it take long to die onceyou areinfected.Undead
beingsarenotaffectedby this magicplague.
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6 THAUMATURGY 6.9 Thaumaturgy level 9

Charm

Naturelevel 3
FatigueCost:30-
Range: 13+
Areaof Effect:Oneperson
Precision:100
(magic resistancenegates)

The victim of a charmspell will becometotally
loyal to the casterof the spell. A charmedcom-
manderwill retain all his specialskills and ma-
gic itemsandusethemfor thebene�t of his new
master. All thePretenderGodsareimmuneto this
spell.

6.8 Thaumaturgy level 8

GaleGate

Air level 5
Ritual
Magic GemCost:60
(cannotbecastunderwater)

Thecasteropensarift in spacecreatingagateinto
a realmof storms.Hugeamountsof aerialmagic
areeffectivelychanneledthroughthisgate,produ-
cing twentyair gemseachturn. Theenchantment
lastsuntil it is dispelledor thecasterdies.

SoulDrain

Astral level 5
Deathlevel 5
BattleEnchantment
FatigueCost:500-
Magic GemCost:5

TheCastercreatesa well of unlife on thebattle�-
eld andopensa channelbetweenhimselfandthe
well. Everysoulonthebattle�eld takesdamageas
their soulsrushfrom their bodiesinto thewell to
healandreinvigoratethecaster.

Black Death

Deathlevel 5
Ritual
Magic GemCost:15

The necromancercurses a province with the
blackdeath.This plaguewill kill thousandsupon
thousandsof people.The spell is targetedat the
generalpopulationandwill probablynotaffectthe
military unitsin theprovince.

6.9 Thaumaturgy level 9

Master Enslave

Astral level 8
FatigueCost:800-
Magic GemCost:8
Areaof Effect:Battle�eld
(magic resistancenegateseasily)

The casterunleashesvastarcanepowers,ripping
thefreewill from his foes,turningtheminto loyal
thralls.Thethrallswill aidthecasteruntil they die.
Thereisnowaytobreakfreeonceenslavedby this
spell.

UndeadMastery

Deathlevel 7
FatigueCost:700-
Magic GemCost:7
Areaof Effect:Battle�eld
(magic resistancenegateseasily)

Thecastertakescontroloverall undeadbeingson
theentirebattle�eld. Powerful undeadwill beable
to resistthespell.
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7 BLOOD MAGIC 7.1 BloodMagic level 1

7 Blood Magic

TheSchoolof Blood is bannedin mostsocieties.
The School of Blood differs from the arcane
Schoolsof Magic. The Path of Blood and the
Schoolof Blood arestudiedandpracticedtoget-
her. Bloodmagicspellsaresimilar to conjurations
but aresetapartby thefactthat they needsacri�-
cial bloodto work.

Bleed

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Range: 15+
Areaof Effect:Oneperson
Precision:0
(doesnotaffectinanimatetargets)
(magic resistancenegates)

Thebleedspellcausesthevictim'snose,ears,and
mouthto pouroutblood.Theeffect is aprolonged
andpainfuldeath.Magicresistancecannegatethe
effect.

7.1 Blood Magic level 1

Blood Burst

Blood level 1
FatigueCost:200-
BloodSlaveCost:2
Range: 15+
Areaof Effect:1
Damage: 11+
(armornegating)
Precision:5
(doesnotaffectinanimatetargets)
(cannotbecastunderwater)

Thebleedspellcausesthevictims' bloodto explo-
de.Neitherarmornormagicresistancecanprotect
the targets.Thespell demandslargequantitiesof
sacri�cial blood and will exhausteven the most
powerful of mages.

Blood Heal

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Caster
(doesnotaffectinanimatetargets)
(cannotbecastunderwater)

Themagespills thebloodof a bloodslave andis
healedin return.

Sabbath Master

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Caster
(cannotbecastunderwater)

By castingthis spell themagecantake command
of a Sabbathandaddthepowerof othermagesto
hisown. Thisspellis similar to CommunionMas-
terandcanbeusedto commanda communion.

Sabbath Slave

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Caster
(cannotbecastunderwater)

By castingthis spell the mageallows his magic
powers to be guidedby a Sabbathmaster. This
spell is similar to CommunionSlave andcanbe
usedto participatein a communion.

Pain Transfer

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Caster
(cannotbecastunderwater)

Woundstaken by themagewill be transferredto
bloodslavesin thevicinity.
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7 BLOOD MAGIC 7.2 BloodMagic level 2

Reinvigoration

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Caster
(cannotbecastunderwater)

By sacri�cing oneblood slave the magewill re-
moveall of his fatigue.

SummonImp

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Range: 1
Numberof Effects:5
(cannotbecastunderwater)

Thecastersummonssomeimps to aid him in the
battle.Imps arelowly devils summonedfrom in-
fernowith bloodsacri�ces.Born in infernal �res,
they are�re resistantbut do not radiatethe infer-
nalheatof morepowerful devils. Impscan�y .

Bind SpineDevil

Blood level 2
Ritual
BloodSlaveCost:3
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tact and bind a Spine Devil. Spine Devils are
spine-covered,winglessdemonsthat �ght with
two venomousclaws. The spinescovering their
bodiesarepoisonousandanyoneattackingthem
with shortweaponsmight getpoisoned.

Blood Boil

Blood level 1
Fire level 1
FatigueCost:50-
Range: 11+
Areaof Effect:Oneperson
Damage: 11+
(armornegating)
Precision:3
(doesnotaffectinanimatetargets)
(magic resistancenegates)

Boils the blood of the chosenvictim. This spell
usesmuchpower from thepathof �re andis one
of thefew bloodmagicspellsthatdoesn't require
hugeamountsof sacri�cial blood.

Bind BoneFiends

Blood level 2
Deathlevel 1
Ritual
BloodSlaveCost:6
Numberof Effects:3
(cannotbecastunderwater)

Thecastersacri�cesseveralbloodslavesto sum-
monandbind threeBoneFiendsfrom therealms
of thedead.BoneFiendsarestrangeskeletalde-
monsbelievedto betheremainsof deaddevils.

7.2 Blood Magic level 2

Bowl of Blood

Blood level 2
Ritual
BloodSlaveCost:2
(cannotbecastunderwater)

The caster�lls a bowl with blood,mixes it with
soil from adistantlandandobservesthe� vesigns.
Thesignswill revealall sitesof bloodin thatpro-
vince.
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7 BLOOD MAGIC 7.3 BloodMagic level 3

Agony

Blood level 2
FatigueCost:100-
BloodSlaveCost:1
Range: 25+
Areaof Effect:4+
Damage: 1
(armornegating)
Precision:2
(doesnotaffectinanimatetargets)
(magic resistancenegates)
(cannotbecastunderwater)

Themagekills oneor morebloodslavesin anex-
tremelypainful way andtransferstheir pain onto
a large numberof enemies.Being struckby this
pain is unbearableandhasa truly devastatingef-
fect on morale.Undeadunits arenot affectedby
thisspell.

Bind Fiend

Blood level 2
Ritual
BloodSlaveCost:5
Range: 1
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tact and bind a Fiend of Darkness.Fiends of
Darknessarecoal-blackdemonssummonedfrom
thevoid. They �ght with venomousclawsandha-
ve bat-like wings.Fiendsof darknessareableto
hidein thenightandarestealthy.

Hell Power

Blood level 3
FatigueCost:300-
BloodSlaveCost:3
Areaof Effect:Caster
(cannotbecastunderwater)

By sacri�cing a largenumberof bloodslavesthe
casterattractsattention from the Netherworlds.
Fiendsfrom beyond grant the castertremendous
physicalandmagicalpowers(magicbonus:2) for
onebattle.The price for this power is unwanted
attentionfrom otherhorrors.For everyminutethe
battlelasts,thereis achancethatahorrorwill ma-
terializein thevicinity of thecaster.

7.3 Blood Magic level 3

LeechingTouch

Blood level 1
FatigueCost:20-
Range: 1
Areaof Effect:Oneperson
Damage: 15+
(armornegating)
(doesnotaffectinanimatetargets)

Themagetriesto toucha targetandwill drainso-
meof thetarget's life forceif successful.Thelife
forcedrainedwill beusedto healandreinvigorate
themage.
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7 BLOOD MAGIC 7.4 BloodMagic level 4

Bind Devil

Blood level 2
Fire level 2
Ritual
BloodSlaveCost:7
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tact andbind a Devil. Devils are infernal beings
of greatstrength.They areborn in the �res of in-
fernoandareimperviousto heatand�ame. Their
glowing bodiesradiateheatandfrom their shoul-
dersgrow bat-likewings.Devils arearmedwith a
tridentandtheir barbedtails cansting opponents
in closecombat.

Bind FrostFiend

Blood level 2
Waterlevel 2
Ritual
BloodSlaveCost:7
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tactandbindaFrostFiend.FrostFiendsaredevils
of the icy realmsof inferno. In theconstantwars
of infernotheFrostFiendsarefearedby all �ery
devils. FrostFiendswearrobesof wovenice and
areconstantlysurroundedby a icy wind.They wi-
eldicerodsandcanunleashblastsof infernalcold
upontheir enemies.

CrossBreeding

Blood level 1
Naturelevel 1
Ritual
BloodSlaveCost:15
Numberof Effects:20+
(cannotbecastunderwater)

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 serve their creator. Luck is requiredto
breedthemorepowerful creatures.

AwakenDark Vines

Blood level 1
Naturelevel 3
Ritual
BloodSlaveCost:12
(cannotbecastunderwater)

Thecasterspills sacri�cial blood in thedepthsof
darkforeststo awakenforcesthathavesleptsince
thecomingof man.TheDark Vinesarehugebe-
astscomposedof roots,vines,andblood-drenched
moss.

7.4 Blood Magic level 4

Bind Serpent Fiends

Blood level 1
Ritual
BloodSlaveCost:8
Numberof Effects:3
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tact and bind three SerpentFiends.SerpentFi-
endsarebat-winged,serpentlikedemonssummo-
nedfrom thevoid. Their bite is highly venomous.

Hell�r e

Blood level 1
Fire level 2
FatigueCost:100-
BloodSlaveCost:1
Range: 20+
Areaof Effect:3
Numberof Effects:2
Damage: 9+
(armorpiercing)
Precision:0
(cannotbecastunderwater)

The casteropensa channelto inferno through
which dark �ames of thesulphurlake pour. Tho-
seburnedby thehellish�ames will suffer infernal
pains.
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7 BLOOD MAGIC 7.5 BloodMagic level 5

Bind Storm Demon

Blood level 2
Air level 2
Ritual
BloodSlaveCost:7
(cannotbecastunderwater)

The castersacri�cesseveral blood slavesto con-
tact and bind a Storm Demon. Storm Demons
are devils of the tempestrealm. The bodiesof
theStormDemonsconsistpartly of stormclouds.
They areetherealandcanunleashblastsof infer-
nal lightningupontheir enemies.

Bind Ice Devil

Blood level 3
Waterlevel 3
Ritual
BloodSlaveCost:30
(cannotbecastunderwater)

Thebloodmagesacri�cesseveralbloodslavesto
contactandbind an Ice Devil. Ice Devils arethe
rulersof theicy realmsof inferno.Their largebo-
diesarecomposedof ice andthey areconstantly
surroundedby a wind of infernalcold. Ice Devils
arepowerful magesof water, but it is their phy-
sicalmight thatsetsthemapartasgeneralsof the
infernalwars.

Bind DemonKnight

Blood level 2
Earthlevel 2
Ritual
BloodSlaveCost:6
(cannotbecastunderwater)

Thecastersacri�cesseveralbloodslavesto sum-
monandbindaDemonKnight to hisservice.The
demonknightis anarmoreddemonriding ademo-
nic steedwith glowing red eyes.Demonknights
arehorribleto beholdandtheirmerepresencewill
causepanicamongweaker troops.

Call LesserHorr or

Blood level 2
Astral level 2
FatigueCost:200-
BloodSlaveCost:2
Range: 5
Areaof Effect:Oneperson
Precision:-2
(cannotbecastunderwater)

Thecastersacri�ceshumanbloodto attracta les-
serhorror. Thebeingwill feedonthefearandsuf-
feringof dyingsoldiersandwill continueto attack
everyoneon thebattle�eld until slain.

Rain of Toads

Blood level 3
Naturelevel 1
Ritual
BloodSlaveCost:10
(cannotbecastunderwater)

Thecastercreatesahorribleomen,turningthefal-
ling rain in a targetprovinceinto 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 resistancenegates)
(cannotbecastunderwater)

Thecasterbindsanenemysoulto his service.
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7 BLOOD MAGIC 7.6 BloodMagic level 6

Horde fr om Hell

Blood level 4
Ritual
BloodSlaveCost:20
Numberof Effects:25
(cannotbecastunderwater)

Thecastersendsa hordeof impsled by a devil to
a distantprovince.Thehorderemainsafterbattle
andmaycontinueto wreakhavoc in neighboring
provinces.

Bloodletting

Blood level 4
FatigueCost:400-
BloodSlaveCost:4
Areaof Effect:Battle�eld
Damage: 1
(armornegating)
(magic resistancenegates)
(cannotbecastunderwater)

With this arduousspell the magetries to drain
blood from everyonein the vicinity. All drained
bloodwill beaddedto themage's life force.

Father Illearth

Blood level 3
Earthlevel 4
Ritual
BloodSlaveCost:50
(cannotbecastunderwater)

The blood mage spills sacri�cial blood on the
groundto taintandbindaKing of ElementalEarth
to his service.Thespirit is horribly taintedby the
blood and losessomeof its connectionwith the
earth.In return,it gainsknowledgeof the power
andcravingsof blood.

SendLesserHorr or

Blood level 2
Astral level 3
Ritual
BloodSlaveCost:9
(cannotbecastunderwater)

Thecastersendsa lesserhorrorto attacka distant
province.The lesserhorror will try to annihilate
any armynothiding insideafortressbeforedisap-
pearing.

7.6 Blood Magic level 6

Harm

Blood level 2
FatigueCost:100-
BloodSlaveCost:1
Range: 25+
Areaof Effect:2+
Precision:100
(doesnotaffectinanimatetargets)
(magic resistancenegates)
(cannotbecastunderwater)

This spell causessevere damageto the victims'
chestsandstomachs.Theunfortunatevictimswill
startto coughupbloodandwill mostlikely never
fully recover from the harmdoneto them.Inani-
matebeingsareimmuneto thisspell.

Bind Heliophagus

Blood level 5
Ritual
BloodSlaveCost:55
(cannotbecastunderwater)

The blood magesacri�ces several blood slaves
to contactandbind a Heliophagusto serve him.
Wingedandpowerful, theHeliophagiileadthear-
miesof theAbyss.They arecomposedof darkness
but their claws andhornsaregoldenandenchan-
ted.Their ability to becomeinvisible in shadows
makesthemtruly horrible.Heliophagiiareskilled
in bloodmagic.
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7 BLOOD MAGIC 7.6 BloodMagic level 6

Bind Ar ch Devil

Blood level 4
Fire level 2
Ritual
BloodSlaveCost:55
(cannotbecastunderwater)

Thebloodmagesacri�cesseveralbloodslavesto
contactandbindanArch Devil to servehim.Arch
Devils arethe lords of �ery inferno.Wingedand
powerful, they lead the armiesof inferno. They
wield greattridentsandcanusetheir barbedtail
to lashout at enemies,but it is their skill with �re
magicthatmakesthemtruly fearsome.Arch De-
vils radiateheatand are imperviousto heatand
�ames.

Bind Pazuzu

Blood level 4
Air level 2
Ritual
BloodSlaveCost:55
(cannotbecastunderwater)

Thebloodmagesacri�cesseveralbloodslavesto
contactandbind thelord of theStormDemons.It
is rumoredthat thereonly is onesuchlord. The
Pazuzuis the lord of infernal storms.A hugefe-
atheryhumanwith four greatwings,it haslegsof
a hen,but no head.The demonhasgreatpowers
over theair.

Illwinter

Blood level 5
Waterlevel 3
Ritual
BloodSlaveCost:120
(cannotbecastunderwater)

Thecastersacri�cesthebloodof innocentvirgins
in an attemptto revive the old Rimtursars,anci-
ent giantsof terrible might and ancestorsof Jo-
tun. The giantsareslow to awaken but their pre-
sencewill causeblizzardsandseverecoldall over
the world. The Ill winter is the most fearedof all
omensand unrestwill increaseworldwide. The
spell lastsuntil someonedispelsit or the caster
dies.

Call Horr or

Blood level 3
Astral level 3
FatigueCost:300-
BloodSlaveCost:3
Range: 5
Areaof Effect:Oneperson
Precision:-2
(cannotbecastunderwater)

Thecastersacri�ceshumanbloodto attractahor-
ror. Thebeingwill feedon the fearandsuffering
of dying soldiersandwill continueto attackeve-
ryoneon thebattle�eld until all aredead.
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7 BLOOD MAGIC 7.7 BloodMagic level 7

Reascendance

Blood level 4
Astral level 1
Ritual
BloodSlaveCost:50
(cannotbecastunderwater)

By sacri�cing enoughbloodthecastershattersthe
infernal prison of a Fallen Angel, allowing it to
reascendto the earthlyspheres.The Fallen Ang-
el will gladly serve its liberator and will useall
its powersto further his goals.The Angel wasa
powerful userof �re magic beforehis fall from
grace.Now it haslearnedto useblood magicas
well.

7.7 Blood Magic level 7

Leech

Blood level 1
FatigueCost:100-
BloodSlaveCost:1
Range: 20
Areaof Effect:1
Damage: 25+
(armornegating)
Precision:0
(doesnotaffectinanimatetargets)
(cannotbecastunderwater)

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

Blood Rain

Blood level 3
BattleEnchantment
FatigueCost:300-
BloodSlaveCost:3
(cannotbecastunderwater)

Bloodpoursdown overa largeareacausingpanic
in theenemyranks.Undeadbeingsarenot affec-
tedby thisspell.

Curseof Blood

Blood level 3
Deathlevel 4
Ritual
BloodSlaveCost:55
(cannotbecastunderwater)

Thecastercreatesa VampireLord by cursingthe
blood of a suitablehumanservant.The Vampire
Lord is an immortalbeingof greatmagicpowers
ableto curseotherswith thecurseof vampirism.

Blood Rite

Blood level 2
Deathlevel 2
Ritual
BloodSlaveCost:26
Range: 1
Numberof Effects:6+
(cannotbecastunderwater)

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

Astral Corruption

Blood level 6
Astral level 6
Ritual
BloodSlaveCost:166
(cannotbecastunderwater)

Thishorribleritual is whatcausedbloodmagicto
bebannedin ancienttimes.With anawesomesac-
ri�ce, the fabric of astralspacebecomestainted
with blood. All spell castingusesthe taintedar-
canaand attractsthe attentionof horrors.Every
time a non-bloodmagicritual is castor a magic
item is forged,thereis a chancethata horrorwill
follow the arcane�o w andattackthe mage.The
spelllastsuntil someonedispelsit or thecasterdi-
es.

67



7 BLOOD MAGIC 7.9 BloodMagic level 9

7.8 Blood Magic level 8

Rushof Strength

Blood level 3
FatigueCost:100-
BloodSlaveCost:1
Areaof Effect:Battle�eld
(cannotbecastunderwater)

By sacri�cing a blood slave all friendly units re-
ceive increasedphysicalstrengthfor theduration
of thebattle.

The Looming Hell

Blood level 7
Ritual
BloodSlaveCost:150
(cannotbecastunderwater)

Devils will appearin the dreamsof someunfor-
tunateenemieswhenever they try to sleep.These
devils, throughvariousthreats,will try to persua-
detheirvictims to sell theirsoulsandjoin themin
thekilling of their own commander. Thestrength
of thethreatsdependon thestrengthof theGod's
dominion,but extremecourageis alwaysrequired
to defy thedevils. Thedevils aretotally powerless
if they areunableto persuadeany victims, which
may well happenshouldthe enemycommander
bemorefearedthanthey are.Thespell lastsuntil
someonedispelsit or thecasterdies.

Impr ovedCrossBreeding

Blood level 2
Naturelevel 2
Ritual
BloodSlaveCost:20
Numberof Effects:40+
(cannotbecastunderwater)

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 serve their creator. Luck is requiredto
breedthemorepowerful creatures.

SendHorr or

Blood level 3
Astral level 4
Ritual
BloodSlaveCost:15
(cannotbecastunderwater)

The castersendsa horror to attacka distantpro-
vince.Thehorrorwill annihilateany armythat is
nothiding insidea fortressbeforedisappearing.

Thr eeRed Seconds

Blood level 5
Ritual
BloodSlaveCost:120
(cannotbecastunderwater)

The castersummonsa hordeof imps and com-
mandsthem to raisea fortress.In three red se-
condsamightycitadelis built in aprovinceof the
caster'schoice.

7.9 Blood Magic level 9

Forcesof Darkness

Blood level 6
Ritual
BloodSlaveCost:50
Numberof Effects:14+
(cannotbecastunderwater)

ThecastersummonsandbindsthirteenFiendsof
Darkness.Fiendsof Darknessarecoal-blackde-
monssummonedfrom the void with humansac-
ri�ces. They �ght with venomousclaws andhave
bat-likewings.Fiendsof darknessareableto hide
in thenight andarestealthy.
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Infer nal Forces

Blood level 5
Fire level 2
Ritual
BloodSlaveCost:50
Numberof Effects:7+
(cannotbecastunderwater)

The castersummonsand bindseight Devils and
twenty Imps. Devils are infernal beingsof great
strength.They arebornin the�res of infernoand
are imperviousto heatand �ame. Their glowing
bodiesradiateheatandbat-like wingsgrow from
theirshoulders.They arearmedwith a tridentand
theirbarbedtail canstingopponentsin closecom-
bat.

Infer nal Tempest

Blood level 5
Air level 2
Ritual
BloodSlaveCost:50
Numberof Effects:7+
(cannotbecastunderwater)

Thecasterunleashesaninfernaltempest.With the
galecomeseighthavoc-wreakingStormDemons.
The casterbinds themto his servicebeforethey
candestroy his laboratory. StormDemonsarede-
vils of thetempestrealm.Thebodiesof theStorm
Demonsconsistpartly of stormclouds.They are
etherealandcanunleashblastsof infernal light-
ningupontheir enemies.

Forcesof Ice

Blood level 5
Waterlevel 2
Ritual
BloodSlaveCost:50
Numberof Effects:8+
(cannotbecastunderwater)

ThecastersummonsandbindsnineFrostFiends.
FrostFiendsaredevils of theicy realmsof inferno.
In the constantwars of inferno the Frost Fiends
are fearedby all �ery devils. Frost Fiendswear
robesof wovenice andareconstantlysurrounded
byaicy wind.They wield icerodsandcanunleash
blastsof infernalcoldupontheir enemies.

Infer nal Crusade

Blood level 5
Earthlevel 2
Ritual
BloodSlaveCost:50
Numberof Effects:8+
(cannotbecastunderwater)

The caster summons and binds nine Demon
Knights.DemonKnightsarearmoreddemonsri-
ding demonicsteedswith glowing red eyes.De-
monKnightsarehorribleto beholdandtheirmere
presencewill causepanicamongweaker troops.
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Banishment

Priestlevel 2
FatigueCost:0
Range: 20+
Areaof Effect:4+
Damage: 10+
(armornegating)
Precision:0
(magic resistancenegates)

With thisprayerthepriestcanbanishalargenum-
berof undeadbeings.Theundeadswill takeseve-
redamageunlessthey manageto resistthebanish-
ment.

Blessing

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

This prayer can be use to bless the priest or
a group of holy warriors. Blessedunits receive
increasedstrength,morale and attackskill. The
blessinglaststheentirebattle.

Divine Armaments

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

This prayerwill grant a small numberof troops
the ability to strike with �re and anyone hit by
their weaponswill alsobe burnedby searing�a-
me.Theprayerwill only affectsacredtroopssuch
aspriestsor �agellants.Theeffect lastsfor thedu-
rationof thebattle

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 after the
soldiershave actuallybecomescared,which is li-
kely to happenassoonastheirfriendsstartfalling.

Divine Blessing

Priestlevel 4
FatigueCost:0
Range: 12+
Areaof Effect:Battle�eld
Precision:100

Thisis thesameastheBlessingprayer, exceptthat
it affectsall holy unitson theentirebattle�eld.

Fanaticism

Priestlevel 4
FatigueCost:0
Range: 1
Areaof Effect:Battle�eld

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

Holy Avenger

Priestlevel 4
FatigueCost:0
Areaof Effect:Caster

Any harmdoneto thecastingpriestwill resultin
adivinebolt striking in themidstof theenemy.
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Smite

Priestlevel 5
FatigueCost:0
Range: 10+
Areaof Effect:Oneperson
Damage: 20
(armornegating)
Precision:100
(magic resistancenegates)

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

Unholy Power

Unholypriestlevel 1
FatigueCost:0
Range: 10+
Areaof Effect:1
Precision:100

With this prayeran unholy priestcangrantextra
speedandattackskill to asmallnumberof undead
beings.

Unholy Protection

Unholypriestlevel 1
FatigueCost:0
Range: 10
Areaof Effect:1
Precision:100

With this prayeranunholypriestgrantsmagicre-
sistanceto asmallnumberof undeadbeings.This
extra magicresistanceis very usefulif theenemy
hasprieststhatcanbanishtheundead.

Unholy Wrath

Unholypriestlevel 2
FatigueCost:0
Range: 10+
Areaof Effect:1
Precision:100

This prayergrantsthepower of fear to anunholy
creature.Theaffectedcreaturewill spreadfear to
all enemiesthatarecloseto him.Unholycreatures
thatcanbeaffectedby this prayeraretheKnights
of theUnholySepulchre.

Anathema

Unholypriestlevel 3
FatigueCost:0
Range: 25
Areaof Effect:1
Precision:100

The Ermorianpriestcursesan enemypriestor a
smallgroupof holy enemyunits.Thecursedones
have a greatlyincreasedchanceof obtainingper-
manentbattleaf�ictions if they arewounded.

Protectionof the Sepulchre

Unholypriestlevel 4
FatigueCost:0
Range: 10
Areaof Effect:Battle�eld
Precision:100
(magic resistancenegateseasily)

With this prayeranunholypriestgrantsmagicre-
sistanceto mostundeadbeingson thebattle�eld.
This extra magic resistanceis very useful if the
enemyhasprieststhatcanbanishtheundead.
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Power of the Sepulchre

Unholypriestlevel 5
FatigueCost:0
Areaof Effect:Battle�eld

TheErmorianpriest�lls all his subjectswith the
powerof theunholysepulchre.Theeffect is iden-
tical to Unholy Power but this prayeraffectsall
undeadbeingsin thebattle.

Wrath of the Sepulchre

Unholypriestlevel 5
FatigueCost:0
Areaof Effect:Battle�eld

TheErmorianpriestgrantsthepowerof fearto all
Knights of the Unholy Sepulchreon the battle�-
eld.
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