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PLAYER PACK

Introduction
Returning to Gen Con after a five-year absence: The DCC team tournament! For many years our tournaments
were the stuff of legends, and now they’re back under DCC RPG rules! The Black Heart of Thakulon the Undying
is the first official Dungeon Crawl Classics RPG Open Tournament for Gen Con 2017.
Tournament dungeon crawls are different from normal DCC RPG modules in that they follow the tournament
play structure. Rounds are timed, and teams are awarded points based on their accomplishments in the
adventure. Top-scoring teams advance to the next round. This player pack will familiarize you with the basic
concepts of tournament play, and allow you to choose your pre-generated character.
Winners of this year’s tournament will have their names immortalized for all to admire and envy. Are you and
your handpicked team of reavers up to the challenge?

Schedule
This year’s elimination-style tournament will take place over three rounds with the round one games scheduled
for Thursday and Friday. The top three scoring teams from the first round will advance to the second round on
Saturday, and the top two teams from round two will advance to the finals held on Sunday morning. All games
will take place in the Indiana Convention Center, rooms 125-128.
In addition, the tournament will officially kick off with an opening ceremony on Thursday at 8:30 am just before
the first round one games start at 9:00 am. All tournament participants signed up for games are encouraged to
attend as tournament staff will be going over the information in the player’s pack and will be available to answer
questions from participants.
Finally, the closing ceremonies will be held on Sunday at 2:00 pm at the Goodman Games booth in the Exhibitor
Hall booth #335 where the winners of the tournament will be announced!
Thursday, August 17th

Saturday, August 19th

8:30am Opening Ceremonies

9am - 1pm Round 2

ICC : 125--128

ICC : 125--128 : 10—12

9am - 1pm Round 1, Flight 1

3pm Round 2 Results Posted

ICC : 125--128 : 7--8

2pm - 6pm Round 1, Flight 2
ICC : 125--128 : 8—9

Friday, August 18

th

9am - 1pm Round 1, Flight 3
ICC : 125--128 : 12--13

2pm - 6pm Round 1, Flight 4
ICC : 125--128 : 7--9

9pm Round 1 Results Posted

Sunday, August 20th
9am - 1pm Round 3
ICC : 125--128 : 6--7

2pm Closing Ceremonies
Goodman Games exhibitor booth #335

Player Guidelines
Scoring System: This is a points-based tournament.
Advancement from one round to the next is determined by
the team that has the most points, and they don’t carry over
from round to round. Additionally, a team that quits early
will not advance regardless of points scored (see Don’t Quit
Early).
Earning Points: In the course of your adventure, your team
will earn points by exploring locations and progressing
through the dungeons that imprison the dread Thakulon.
The scoring system awards efficiency in solving the
encounters within the tomb. You will lose points for
unleashing traps or dangers that could have been avoided,
and for allowing your PCs to be reduced to 0 hit points, or
worse, bleeding out.
Your research has revealed that the vaults that imprison the
immortal sorcerer were created by the pantheons of Law,
Neutrality and Chaos. Therefore, you and your allies have
discerned that attempts to summon divine aid, or invoke
your patrons, will offer feeble aid at best. Relying on
otherworldly powers to solve challenges scores negative
points.
If a Team Advances Between Rounds: All their slain PCs are
miraculously recovered and all PCs begin the next round at
full HP. However, used equipment, burned stats, and lost
spells are not regained between rounds. Disapproval resets
between rounds; however any effects are retained for the
duration of the tournament.
Time is of the Essence: The tomb is a dangerous, challenging
place. Each room is a mystery unto itself. It is unlikely that
any tournament group will complete all of level one before
the four-hour time limit is up. The same goes for levels two
and three. Therefore, time is of the essence. The more you
explore before the time limit expires, the more points you
have the opportunity to score, and the greater your chances
of advancement. Groups that advance to the next round
automatically start at the beginning of the next level of the
tomb.
Starting Gong: The tournament gong will be used to keep
official time. Rounds start and end when the tournament
gong goes off.
Games that Start Late: A game that starts late because of a
late or missing player is allowed a 10-minute grace period
after the official start time. After that 10 minutes, each
minute lost is counted against the four-hour time limit. For
example, a game is scheduled to start at 9:00. A player is
late so it starts at 9:05. The game can go to 1:05 with no
penalty. If the late player had instead showed up at 9:25,
however, the game’s four-hour time limit would be

considered expired at 1:10 (four hours past the expiration of
the grace period at 9:10), so the players effectively lose 15
minutes of playing time.
Starting Without a Player: After 10 minutes of waiting for a
missing player, a judge may declare her a no-show and start
the game without her. That character is removed from play
for that round.
Learn Your Character: Full stats for all tournament
characters are in this packet. Learn your character before
the con! This is the best way to start the game quickly.
No Sleep/Recovery: The tomb of Thakulon is in a location
where the standard rules of time and space are not present.
You will not be able to sleep in the dungeon during rounds
to reset disapproval or regain spells.
Trading Items: Your team can trade items between
themselves as they see fit, but only once the round (and
clock) has started. Armor is fitted to the physique of a
specific character, and cannot be traded.
Dice Advisory: Your judge has an official set of dice that will
be used for all rolls. In addition, all rolls will be made in the
open.
Hit Point Tracking: You will be asked by your judge to keep
track of your character’s hit point total in a visible area (like
the edge of the battle mat).
Don’t Quit Early: At any point during the round, a player
may quit, but it doesn’t “take effect” immediately. If you are
in combat, one complete round of combat (from initiative X
to initiative X) is fought. If you quit as a trap is sprung, any
effects of that trap are fully resolved. If you quit during a
save or check, you are considered to have failed it.
Characters of players that quit early are treated as having
been slain, with the associated point penalty.
If an entire team quits early, the team is automatically
eliminated and does not advance.
Words to the Wise: Check with Goodman Games staff in the
dealer's hall booth #335 to verify the start time and location
of your round before it begins.
If you are on a team with people you met at the
tournament, it’s a very good idea to get their phone
numbers or establish a meeting place and time in case you
advance; this has cost teams in the past!
To level the playing field, some rolls (like damage) have
predetermined results.
Character Death: Finally, when a character dies, that player
must leave the table to ring the doom gong to forewarn the
gods. Failure to do so may incur their wrath!

Frequently Asked Questions
I didn’t get in a game! Will you add more slots?
No. As this is the first time we are running the open
tournament for DCC RPG, we are limiting the games to
the nine round one games listed in the event grid.
However, individual teams may have no-shows in the first
round. If teams are able to add players, we will fill them
on a first-come, first served basis with signup sheets at
our booth or just before game time to players with
generic tickets. Come by Thursday morning to sign up.
Filling no-show seats is not permitted in the second and
third round.
How many PCs are there in each game?
Five.
Then why are there seven characters?
Each team chooses five of the seven characters to make
up their party. The two not picked are not used in the
tournament.
How do I advance in the tournament?
Advancement is based on points scored in the round. The
highest-ranked teams will advance: the top three to
round two, and the top two to round three. Teams that
quit early are eliminated regardless of points.
How do I score points?

slot is filled by the next-highest scoring team from the
previous round.
Can someone take my place on the team?
No substitutions are allowed. Sorry.
What happens to my character, then?
One character per player. If you’re absent, your character
is considered lost in the tomb forever. You won’t lose
points for his or her death, but the character is out of the
game.
What if I miss round two but I can make round three?
When you missed round two, your character is lost, and is
not available for subsequent rounds.
What if I’m late?
There is a ten-minute grace period after the official round
start time. After it passes, the game either starts with
whichever players are present or is forfeited and passed
on to the alternate team if insufficient players are
present.
How do I know if my team is an alternate team?
We will announce alternate teams with the advancement
information.
When do results get announced?

Advancement will be posted at the Goodman Games
Points are scored for exploring the dungeon, solving
booth and website, and in the public areas of the gaming
puzzles, defeating monsters, avoiding obstacles, acquiring
hall near where the sessions were held. Round one
items, and learning the secrets of the tomb.
advancement will be announced Friday night after the
When is an area “explored”?
last session is scored (around 9pm). Round two
Your judge determines this, but in general it means you
advancement will be announced Saturday afternoon after
interacted meaningfully with the encounter of that area. the last session has been scored (around 3pm).
Poking in your nose and leaving does not count as having What if I spot an error on the character sheet?
“explored” the area.
Any errors are unintentional, but the pre-generated
Do I need to preregister for rounds two and three?
characters are played as they are in this Player’s Pack.
No. Rounds two and three appear in preregistration
What if I disagree with my Judge?
strictly for scheduling purposes. You do not need to
Judges have the final say and the full support of the
preregister.
Tournament Organizer. If you disagree with your Judge,
Do I need a generic event ticket for later rounds?
accept his or her ruling. Afterward, feel free to bring it to
No. Advancement automatically qualifies the participants the attention of the Tournament Organizer. Disruptive or
for the following round.
disrespectful behavior will not be tolerated. The judge
reserves the right to disqualify a team or individual that
What if I have a time conflict with the round two or
gets out of hand. That said, we’ve never had to disqualify
three slot?
a team, which says much about the caliber of
This is a team tournament, and advancement occur as a
sportsmanship the tournament teams display.
team. The minimum number of players for a team to
advance is three, otherwise that team forfeits its slot. The

The Tournament in DCC RPG
Gen Con 2017 is the first time that the DCC open tournament format is being run using DCC RPG rules. The
judges have discussed the rules and module extensively prior to “going live” at Gen Con. In the interests of
consistency and fair play, we are disclosing in advance how certain game elements will be handled.
Fair warning: These rules will be run as stated here during the tournament, regardless of official errata,
customer service opinion, or what’s in the rulebooks.
Dice Chain: The tournament uses the official dice chain rules from the DCC RPG core book as follows. In
addition, the maximum die for dice chain bonuses is a d30:
d3 – d4 – d5 – d6 – d7 – d8 – d10 – d12 – d14 – d16 – d20 – d24 – d30
Mighty Deeds: Players can describe the mighty deed however they like, but the judge will always apply within a
specific set of parameters that best fits the description and the desired result. Results always last only until the
end of the following round.
Divine Aid: The forces of gods are weak within the prison of Thakulon, for even the gods fear the release of their
ancient nemesis. A cleric must succeed on a DC 15 spell check, and suffers the disapproval regardless if the
casting was successful or not.
The gods are unable to answer specific requests – and can only hope that their aid serves their devotees. So that
teams compete fairly, the results of castings is static. Each time the cleric successfully invokes divine aid he must
choose one of the following:
•
•

The caster receives the blessing of their god. The cleric, or any one PC the caster designates, receives
+3d to a single roll. The bonus may be held until needed, but does not carry over between rounds.
OR the caster, or a PC he designates, may re-attempt a roll that failed the previous round (for instance, a
failed recover the body or failed spell check).

Disapproval: Disapproval results are standardized to reduce the variation between teams.
Sacrifices: Due to the limited divine influence within the prison, a cleric may not make sacrifices to his deity in
order to regain favor.
Invoke Patron: Like the gods, few patrons are willing to disturb Thakulon’s tomb. And like divine aid, the results
are static. On successful casting:
•
•

The caster receives +2d to a single roll of their choice. This cannot be given to another PC.
OR the caster regains one lost spell.

Manifestations: Manifestations are not used for wizards or elves.
Mercurial Magic: Mercurial magic effects are not used for wizards or elves.
Spell checks: Wizards, clerics, and elves may choose lesser manifestations of a spell by burning a point of Luck if
not normally allowed.
Corruptions: Are used but have no mechanical benefits or penalties.

Adventure Background
The codification of magic originated with the Seven Immortal Sorcerers of Lemuria. Chief among their order was
Thakulon. Fearing his might, yet unable to slay the undying black magician, the Gods of Creation dismembered
the fell sorcerer and scattered his body to the Nine Worlds. The sorcerer’s heart was placed within a prison-tomb
of three concentric vaults. Each of the three pantheons – Neutrality, Law and Chaos – took it upon themselves to
craft one level of the tomb, each seeking to outdo the others. For deep within the tomb, the Heart of Thakulon
still yearns for its freedom.
But you’re no hero. You’re an adventurer: a reaver, a cutpurse, a heathen-slayer, a tight-lipped warlock guarding
long-dead secrets. You seek gold and glory, and if a few undying sorcerers are freed in the seeking – well, you’ll
probably never live to tell the tale.

Pre-generated Characters
On the following pages, you will find character sheets for the seven pre-generated characters. Remember that a
tournament-standard adventuring party is only five characters, so the players must pick five of the seven pregens to include on their journey. Gear may be traded by PCs once the round begins. Armor is the sole exception,
being fitted to the physique of each character. Parties do not have access to gear from unused characters.

Cleric of Cthulhu's Grimoire
Created by the Sorcerer's Grimoire. Visit Purple Sorcerer Games at www.purplesorcerer.com for more free tools.
Dungeon Crawl Classics and DCC RPG are trademarks of Goodman Games. For additional information, visit www.goodman-games.com or contact info@goodman-games.com.

Detect Magic
Level: 1

Range: 30 or more

Duration: 2 turns

Casting Time: 2 actions

Save: Will vs. spell check DC (sometimes)

The cleric knows if there has been an enchantment laid upon a person, place or thing within range. The range is a cone, 30 long and 30 wide
at its end, emanating from the clerics holy symbol.

Spell Results
1-11: Failure.
12-13: The cleric is aware of magical enchantment on any object or creature within range. This includes weapons or armor worn by a creature, as well as
spells. The cleric cannot distinguish which portions of the targets are magical. For example, a creature enchanted by a spell or carrying a magical weapon or
item registers simply as magical, so the true extent and nature of the magic is not always evident. The cleric does not receive any information on the nature of
the magical enchantment, only its existence. Intelligent magic creatures and creations that wish to hide their magical nature can do so with a Will save.
Objects behind 3 of wood, 1 of solid metal, or 1 of stone are not detected.
14-17: The cleric is aware of magical enchantment on any object or creature within range. This includes weapons or armor worn by a creature, as well as
spells. The cleric cannot distinguish which portions of the targets are magical. For example, a creature enchanted by a spell or carrying a magical weapon or
item registers simply as magical, so the true extent and nature of the magic is not always evident. The cleric does not receive any information on the nature of
the magical enchantment, only its existence. Objects behind 3 of wood, 1 of solid metal, or 1 of stone are not detected.
18-19: The cleric can determine exactly which objects or creatures are magically enchanted within range. He can tell if different weapons or items of
equipment on a creature are enchanted and whether a creature that registers as magical overall does so because of its cloak (for example) or because of
something inherent in its blood. Further, the cleric receives a rough gauge of the magics strength, revealed as the approximate level of a spell, the general
range of bonus (or plus) for weapons or armor, and so on. Objects behind 3 of wood, 1 of solid metal, or 1 of stone are not detected.
20-23: The cleric can determine exactly which objects or creatures are magically enchanted within range. In addition, the spell reveals creatures of
non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The cleric can distinguish between magical creatures and non-mortal
creatures. He can tell if different weapons or items of equipment on a creature are enchanted and whether a creature that registers as magical overall does so
because of its cloak (for example) or because of something inherent in its blood. Further, the cleric receives a rough gauge of the magics strength, revealed as
the approximately level of a spell, the general range of bonus (or plus) for weapons or armor, and so on. Objects behind 3 of wood, 1 of solid metal, or 1 of
stone are not detected.
24-27: The cleric can determine exactly which objects or creatures are magically enchanted within range. In addition, the spell reveals creatures of
non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The cleric can distinguish between magical creatures and non-mortal
creatures. He can tell if different weapons or items of equipment on a creature are enchanted and whether a creature that registers as magical overall does so
because of its cloak (for example) or because of something inherent in its blood. Further, the cleric receives a very precise understanding of the magics
strength and nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward portal spell. Finally, the spell functions through any sort of
impeding material (stone, wood, or iron, at any distance within range).
28-29: To an extended range of 120, the cleric can determine exactly which objects or creatures are magically enchanted. In addition, the spell reveals
creatures of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The cleric can distinguish between magical creatures and
non-mortal creatures. He can tell if different weapons or items of equipment on a creature are enchanted and whether a creature that registers as magical
overall does so because of its cloak (for example) or because of something inherent in its blood. Further, the cleric receives a very precise understanding of
the magics strength and nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward portal spell. Finally, the spell functions through
any sort of impeding material (stone, wood, or iron, at any distance within range).
30-31: To an extended range of 120 and for an extended duration of 4 turns, the cleric can determine exactly which objects or creatures are magically
enchanted. In addition, the spell reveals creatures of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The cleric can
distinguish between magical creatures and non-mortal creatures. He can tell if different weapons or items of equipment on a creature are enchanted and
whether a creature that registers as magical overall does so because of its cloak (for example) or because of something inherent in its blood. Further, the
cleric receives a very precise understanding of the magics strength and nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward
portal spell. Finally, the spell functions through any sort of impeding material (stone, wood, or iron, at any distance within range).
32+: To an extended range of line-of-sight and for an extended duration of a full hour, the cleric can determine exactly which objects or creatures are
magically enchanted. In addition, the spell reveals creatures of non-mortal origin (e.g., extraplanar creatures, demons, devils, celestials, un-dead, etc.). The
cleric can distinguish between magical creatures and non-mortal creatures. He can tell if different weapons or items of equipment on a creature are enchanted
and whether a creature that registers as magical overall does so because of its cloak (for example) or because of something inherent in its blood. Further, the
cleric receives a very precise understanding of the magics strength and nature: he knows an item is a +2 sword or that a door is guarded by a level 3 ward
portal spell. Finally, the spell functions through any sort of impeding material (stone, wood, or iron, at any distance within range).
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Food of the Gods
Level: 1

Range: 30

Duration: 24 hours (see below)

Casting Time: 1 turn

Save: N/A

The cleric calls upon the power of his deity to feed the masses. This spell either
makes inedible food edible or magically creates viands when no other food and drink
is available. Magically-created food is a spongy, grey, and bland-tasting substance
that spoils after 24 hours. Magically-created water is clean rainwater that remains
drinkable for as long as it is properly stored.

Spell Results
1-11: Failure.
12-13: The cleric can purify enough pre-existing spoiled food and tainted water to feed up to
1d6+CL people. This spell merely makes normally inedible food edible and has no effect on
poison. This result does not create new food or water from thin air.
14-17: The cleric creates food and water from thin air, creating enough to feed 5+CL people.
18-19: The cleric creates food and water from thin air, creating enough to feed 10+CL people.
20-23: The cleric creates food and water from thin air, creating enough to feed 15+CL people.
24-27: The cleric creates food and water from thin air, creating enough to feed 20+CL people.
28-29: The cleric creates enough food and water from thin air to feed 30+CL people or
produces a revitalizing heroic feast for 5 people. The food and drink of a heroic feast imparts
all the benefits of a full nights sleep, restores a single point of temporary ability damage, and
heals 1d4+CL points of damage.
30-31: The cleric produces a revitalizing heroic feast for 10 people. The food and drink of a
heroic feast imparts all the benefits of a full nights sleep, restores up to two points of
temporary ability damage, and heals 1d6+CL points of damage.
32+: The earth opens up to provide a cornucopia of food and drink for the clerics faithful
followers. All foodproducing locations within the clerics line of sight burst forth to provide
food and water. This includes natural sources, such as fields and fruit trees that are suddenly
laden with grain and food; civilized sources, such as market baskets and cooking pots, which
are suddenly filled with delicious substances; and even the animals of the wild, which march
forth and rest at the feet of the cleric, offering themselves for slaughter. This divine spectacle
produces enough nourishing food to provide a solid meal for up to 100 people. Moreover, the
choicest meals produce a single revitalizing heroic feast for 15 people. The food and drink of a
heroic feast imparts all the benefits of a full nights sleep, restores up to three points of
temporary ability damage, and heals 1d10+CL points of damage.

Created by the Sorcerer's Grimoire. Visit Purple Sorcerer Games at www.purplesorcerer.com for more free tools.
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Holy Sanctuary
Level: 1

Range: Self or more

Duration: 1 round or more

Casting Time: 1 action

Save: Will save vs. spell check

The cleric invokes a place of sanctuary where he and his allies are safe from harm.

Spell Results
1-11: Failure.
12-13: Enemies find it difficult to focus on attacking the cleric. They are distracted, and the cleric is more easily able
to dodge their attacks. All attacks against the cleric for the next round suffer a -2 penalty.
14-17: Enemies are compelled to focus their attacks against other targets. As long as an attacker can reasonably attack
some other target instead of the cleric, it must choose to do so. In order to resist this compulsion and attack the cleric,
an enemy must make a Will save vs. spell check DC. If the cleric is the only reasonable target, the creature need not
make a save to attack the cleric. This effect lasts for 1 turn. It is immediately dispelled if the cleric attacks or takes
aggressive action in any way.
18-19: Enemies are compelled to focus their attacks against other targets. As long as an attacker can reasonably attack
some other target instead of the cleric, it must choose to do so. In order to resist this compulsion and attack the cleric,
an enemy must make a Will save vs. spell check DC. This Will save is required even if the cleric is the only
reasonable target. This effect lasts for 1 turn. It is immediately dispelled if the cleric attacks or takes aggressive action
in any way.
20-23: Enemies are compelled to focus their attacks against other targets. As long as an attacker can reasonably attack
some other target instead of the cleric, it must choose to do so. Creatures of 3 HD or less cannot attack the cleric in
any manner. Creatures of 4 HD or more may attempt a Will save to resist the compulsion and attack the cleric. This
Will save is required even if the cleric is the only reasonable target. This effect lasts for 1 turn. It is immediately
dispelled if the cleric attacks or takes aggressive action in any way.
24-27: The cleric can create a holy sanctuary that includes himself and up to two allies within 5. The other protected
allies must remain within 5 or the effect ends. Enemies are compelled to focus their attacks against other targets. As
long as an attacker can reasonably attack some other target instead of the cleric and his protected allies, it must choose
to do so. Creatures of 3 HD or less cannot attack in any manner; creatures of 4 HD or more may attempt a Will save
to resist the compulsion. This effect lasts for 1 turn. It is immediately dispelled if the cleric or any of his protected
allies attack or take aggressive action in any way.
28-29: The cleric may designate a place as a holy sanctuary. This must be a single building or self-contained location
up to 5,000 square feet in area; e.g., a church, forest grove, or cave. This effect lasts for 1d7 days. Creatures within
this place share the benefits of a holy sanctuary as follows, provided they are in the service of the clerics deity:
enemies of less than 6 HD cannot attack unless they use magical weapons, and enemies of 7+ HD or those using
magical weapons must make a Will save vs. spell check DC to attack. The effect on any one individual is dispelled if
that creature makes an aggressive action. Note that enemies can still enter the place and converse with its residents;
they simply cannot attack or make other aggressive actions.
30-31: The cleric may designate a place as a holy sanctuary. This must be a single building or self-contained location
up to 5,000 square feet in area; e.g., a church, forest grove, or cave. This effect lasts for 1d7+3 weeks. Creatures
within this place share the benefits of a holy sanctuary as follows, provided they are in the service of the clerics deity:
enemies of less than 6 HD cannot attack unless they use magical weapons, and enemies of 7+ HD or those using
magical weapons must make a Will save vs. spell check DC to attack. The effect on any one individual is dispelled if
that creature makes an aggressive action. Note that enemies can still enter the place and converse with its residents;
they simply cannot attack or make other aggressive actions.
32+: The cleric may designate a place as a holy sanctuary. This must be a single building or self-contained location
up to 10,000 square feet in area; e.g., a church, forest grove, or cave. The place designated as a holy sanctuary
becomes sanctified forever, as long as the clerics deity retains respect for the clerics work and actions. Creatures
within this place share the benefits of a holy sanctuary as follows, provided they are in the service of the clerics deity:
enemies of less than 6 HD cannot attack unless they use magical weapons, and enemies of 7+ HD or those using
magical weapons must make a Will save vs. spell check DC to attack. The effect on any one individual is dispelled if
that creature makes an aggressive action. Note that enemies can still enter the place and converse with its residents;
they simply cannot attack or make other aggressive actions.
Created by the Sorcerer's Grimoire. Visit Purple Sorcerer Games at www.purplesorcerer.com for more free tools.
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Protection from Evil
Level: 1

Range: Self or more

Duration: 1 turn per CL

Casting Time: 1 action

Save: Varies

The cleric calls upon his deity to protect him from harm. He is protected even if he is not aware of
the danger. The definition of evil is based on the cleric: generally it encompasses creatures of
opposed alignment, those unholy to the clerics deity, and those with clear harmful intent.
Depending on the strength of the spell, it may detect even more subtle dangers. This spell may be
reversed to protect from good.

Spell Results
1-11: Failure.
12-13: The cleric receives a +1 bonus to saving throws made against evil effects, evil creatures, un-dead,
demons, and anything else unholy to his faith.
14-17: The cleric receives a +1 bonus to saving throws made against evil effects, evil creatures, un-dead,
demons, and anything else unholy to his faith. In addition, all attempts to attack the cleric by evil or unholy
creatures are made at a -1 penalty.
18-19: The cleric receives a +1 bonus to saving throws made against evil effects, evil creatures, un-dead,
demons, and anything else unholy to his faith. In addition, all attempts to attack the cleric by evil or unholy
creatures are made at a -1 penalty. Finally, all wounds suffered from evil or unholy sources have their damage
reduced by 1 point per die (minimum damage 1 point per die).
20-23: In relation to evil effects, evil creatures, and anything else unholy to the clerics faith, the cleric and all
allies within a 10 radius receive a +1 bonus to saving throws against evil creatures, enemy attack rolls against
them suffer a -1 penalty, and damage suffered from evil sources is reduced by 1 point per die (minimum
damage 1 point per die).
24-27: In relation to evil effects, evil creatures, and anything else unholy to the clerics faith, the cleric and all
allies within a 20 radius receive a +2 bonus to saving throws against evil creatures, enemy attack rolls against
them suffer a -2 penalty, and damage suffered from evil sources is reduced by 2 points per die (minimum
damage 1 point per die).
28-29: In relation to evil effects, evil creatures, and anything else unholy to the clerics faith, the cleric and all
allies within a 30 radius receive a +3 bonus to saving throws against evil creatures, enemy attack rolls against
them suffer a -3 penalty, and damage suffered from evil sources is reduced by 3 points per die (minimum
damage 1 point per die).
30-31: Evil effects, evil creatures, and anything else unholy to the clerics faith find it painful to come near the
cleric. Any such creature that advances within 40 of the cleric takes 1d4+CL damage each round on the clerics
activation. This is automatic as a consequence of being near the cleric. Additionally, the cleric and all allies
within a 40 radius receive a +4 bonus to saving throws against evil creatures, enemy attack rolls against them
suffer a -4 penalty, and damage suffered from evil sources is reduced by 4 points per die (minimum damage 1
point per die).
32+: Evil effects, evil creatures, and anything else unholy to the clerics faith find it painful to come near the
cleric. Any such creature that advances within 40 of the cleric takes 2d6+CL damage each round on the clerics
activation. This is automatic as a consequence of being near the cleric. Additionally, the cleric and all allies
within a 40 radius receive a +4 bonus to saving throws against evil creatures, enemy attack rolls against them
suffer a -4 penalty, and damage suffered from evil sources is reduced by 4 points per die (minimum damage 1
point per die).
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Resist Cold or Heat
Level: 1

Range: Self or more

Duration: 1 round or more

Casting Time: 1 action

Save: N/A

The cleric repels the chilling effects of cold or heat, protecting himself and others. He can withstand
such conditions without discomfort. When casting the spell, the cleric chooses which effect to resist
(heat or cold). It is possible to cast the spell twice and create a resistance to both effects.

Spell Results
1-11: Failure.
12-13: The cleric counteracts the harmful effects of cold or heat upon his body. He can ignore up to 5 points of
cold or heat/fire damage in the next round. If more than 5 points is sustained, subtract 5 from the total dice
result to determine the final damage suffered.
14-17: The cleric counteracts the harmful effects of cold or heat upon his body. He can ignore up to 5 points of
cold or heat/fire damage for a number of rounds equal to 1d6+CL. If more than 5 points is sustained in a given
round, subtract 5 from the total dice result to determine the final damage suffered.
18-19: The cleric counteracts the harmful effects of cold or heat upon his body. He can ignore up to 10 points
of cold or heat/fire damage for a number of rounds equal to 1d8+CL. If more than 10 points is sustained in a
given round, subtract 10 from the total dice result to determine the final damage suffered.
20-23: The cleric counteracts the harmful effects of cold or heat upon his body. He can ignore up to 10 points
of cold or heat/fire damage for a number of rounds equal to 1d8+CL. If more than 10 points is sustained in a
given round, subtract 10 from the total dice result to determine the final damage suffered. In addition, the
cleric also receives a +4 bonus to all saving throws to resist cold- or heat-based effects.
24-27: The cleric can protect others as well as himself. The cleric produces a sphere of resistance that
emanates 10 from his location. Everyone within this sphere can resist up to 10 points of cold or heat damage
per round and receive a +2 bonus to all saving throws against cold- or heat-based effects. The cleric must
concentrate to maintain the sphere, which can remain functioning for up to 1 turn.
28-29: The cleric can protect others as well as himself. The cleric produces a sphere of resistance that
emanates 20 from his location. Everyone within this sphere can resist up to 20 points of cold or heat damage
per round and receive a +4 bonus to all saving throws against cold- or heat-based effects. The cleric must
concentrate to maintain the sphere, which can remain functioning for up to 1 turn.
30-31: The cleric can protect others as well as himself. The cleric produces a sphere of resistance that
emanates 20 from his location. Everyone within this sphere can resist up to 20 points of cold or heat damage
per round and receive a +4 bonus to all saving throws against cold- or heat-based effects. The sphere continues
to function, without concentration, for a number of rounds equal to 1d10+CL. Each time it is about to expire,
the cleric can concentrate for one round to extend the effect another 1d10+CL rounds, to a maximum duration
of one hour.
32+: The cleric can protect others as well as himself. The cleric produces a sphere of resistance that emanates
50 from his location. Everyone within this sphere can resist up to 30 points of cold or heat damage per round
and receive a +6 bonus to all saving throws against cold- or heat-based effects. The sphere continues to
function, without concentration, for a number of turns equal to 1d6+CL. Each time it is about to expire, the
cleric can concentrate for one round to extend the effect another 1d6+CL turns, to a maximum duration of one
day.
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Word of Command
Level: 1 Range: 30 or more Duration: 1 round or more Casting Time: 1 round Save: Will save vs. spell check
The cleric speaks a powerful word that carries with it the commanding will of his deity. Creatures
hearing the word are bound to obey. The word must be a single word, which must describe an action.
For example, go, attack, retreat, speak, swim, grovel, silence, and so on. The word must be spoken in
the direction of a single sentient target within range. That target receives a Will save to resist; if failed,
it must obey the command for its next round. The command is interpreted by the creatures natural
thought processes; e.g., issuing an attack command to an herbivore may have a different response
than to a carnivore. The word of command cannot be longer in length than a single word and may be
subject to misinterpretation. If the command is completely contrary to a creatures natural instinct, it
receives a +4 bonus to its Will save to resist; for example, commanding a desert lizard to swim or any
command of suicide.

Spell Results
1-11: Failure.
12-13: The cleric can speak a word at a target within 30. If the creature fails its save, it must obey the command
for one round.
14-17: The cleric can speak a word at a target within 30. If the creature fails its save, it must obey the command
for a number of rounds equal to 1d6+CL.
18-19: The cleric can speak a word at a target within 30. He may combine the word of command with a gesture
that clarifies its intent. For example, attack or go with a pointed finger. If the creature fails its save, it must obey
the command for a number of rounds equal to 1d6+CL.
20-23: The cleric can speak a word at a target within 60. He may combine the word of command with a gesture
that clarifies its intent. For example, attack or go with a pointed finger. If the creature fails its save, it must obey
the command for a number of turns equal to 1d6+CL.
24-27: The cleric can speak a word at multiple targets within 60 of his location. He can target up to six creatures,
each of whom must be within range and within line of sight. The same command applies to all targets, and each
target receives its own save. The cleric may combine the word of command with a gesture that clarifies its intent.
For example, attack or go with a pointed finger. If a target fails its save, it must obey the command for a number
of turns equal to 1d6+CL.
28-29: The cleric can speak a word at multiple targets within a range of up to 200. He can target up to 1d6 targets
per caster level, each of whom must be within range and within line of sight. The same command applies to all
targets, and each target receives its own save. The cleric may combine the word of command with a gesture that
clarifies its intent. For example, attack or go with a pointed finger. If a target fails its save, it must obey the
command for a number of days equal to 1d7+CL. The target receives a new Will save each morning.
30-31: The cleric can speak a word at multiple targets within a range of up to a mile. He can target up to 50
targets per caster level (yes, 50), each of whom must be within range and within line of sight. The same
command applies to all targets. Targets of 2HD or less are automatically affected; higher-level targets each
receive their own save. The cleric may combine the word of command with a gesture that clarifies its intent. For
example, attack or go with a pointed finger. The clerics voice is magically amplified such that all targets can hear
him. If a target fails its save, it must obey the command for a number of days equal to 1d7+CL. The target
receives a new Will save each morning.
32+: The cleric can speak a word at all targets he can see. He can choose to exclude up to 10 targets per caster
level, but otherwise all targets within line of sight are affected. The same command applies to all targets. Targets
of 3HD or less are automatically affected; higher-level targets each receive their own save. The cleric may
combine the word of command with a gesture that clarifies its intent. For example, attack or go with a pointed
finger. The clerics voice is magically amplified such that all targets can hear him. If a target fails its save, it must
obey the command for a number of days equal to 1d7+CL. The target receives a new Will save each morning.
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Divine Symbol
Level: 2

Range: Self

Duration: 1d6 rounds or more

Casting Time: 1 round

Save: N/A

The cleric channels the divine power of his deity into his holy symbol, which becomes a rallying
point for the faithful, a weapon of righteousness, and a bane to the unholy.

Spell Results
1-13: Failure.
14-15: For a duration of 1d6 rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +1 enchantment. It deals 1d8+1 damage (modified by Str, as usual), with an additional +2 damage
bonus against unholy creatures.
16-19: For a duration of 2d6+CL rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +1 enchantment. It deals 1d10+1 damage (modified by Str, as usual), with an additional +2
damage bonus against unholy creatures.
20-21: For a duration of 2d6+CL rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +2 enchantment. It deals 1d10+2 damage (modified by Str, as usual), with an additional +2
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +1 bonus to saving throws and morale checks.
22-25: For a duration of 3d6+CL rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +2 enchantment. It deals 1d12+2 damage (modified by Str, as usual), with an additional +4
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +1 bonus to saving throws and morale checks.
26-29: For a duration of 3d6+CL rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +2 enchantment. It deals 1d14+2 damage (modified by Str, as usual), with an additional +4
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +1 bonus to saving throws and morale checks. Finally, the cleric also receives a +4 bonus to
all spell checks to turn unholy while using his holy symbol when under the influence of this spell.
30-31: For a duration of 3d6+CL rounds, the cleric can attack with his holy symbol as if it were a magical
weapon of +3 enchantment. It deals 1d16+3 damage (modified by Str, as usual), with an additional +4
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +2 bonus to saving throws and morale checks. Finally, the cleric also receives a +4 bonus to
all spell checks to turn unholy while using his holy symbol when under the influence of this spell.
32-33: For a duration of 1d6+CL days, the cleric can attack with his holy symbol as if it were a magical
weapon of +4 enchantment. It deals 1d16+4 damage (modified by Str, as usual), with an additional +4
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +2 bonus to saving throws and morale checks. Finally, the cleric also receives a +6 bonus to
all spell checks to turn unholy while using his holy symbol when under the influence of this spell.
34+: For a duration of 1d6+CL days, the cleric can attack with his holy symbol as if it were a magical
weapon of +4 enchantment. It deals 1d20+5 damage (modified by Str, as usual), with an additional +4
damage bonus against unholy creatures. In addition, as long as the cleric is visible to his allies and followers,
they receive a +2 bonus to saving throws and morale checks. Finally, the cleric also receives a +6 bonus to
all spell checks to turn unholy while using his holy symbol when under the influence of this spell.
Created by the Sorcerer's Grimoire. Visit Purple Sorcerer Games at www.purplesorcerer.com for more free tools.
Dungeon Crawl Classics and DCC RPG are trademarks of Goodman Games. For additional information, visit www.goodman-games.com or contact info@goodman-games.com.

Lotus Stare
Level: 2

Range: Sight

Duration: 1 round or more

Casting Time: 1 round

Save: Will vs. spell check DC

The cleric hypnotizes a target with the incomprehensible depths of the lotus stare.

Spell Results
1-13: Failure.
14-15: Making eye contact with one target, the cleric forces it to stare into the swirling hypnotics of his gaze. The target receives a Will save. If it
fails, then as long as the cleric concentrates fully and maintains eye contact, the creature is held immobile and cannot take any action. If eye
contact is broken either voluntarily by the cleric or because the target is severely jostled, blindfolded, or otherwise removed from the clerics sight
then the target regains its senses and can act as normal.
16-19: Making brief eye contact with one target, the cleric forces it to stare into the swirling hypnotics of his gaze. The target receives a Will
save. If it fails, then the cleric can break contact and the target remains hypnotized for 1d6+CL rounds or until the hypnosis is broken. An attack
or other physical trauma (including a vigorous shaking by an ally) will break the hypnosis. While the target is hypnotized, it acts on commands
issued by the cleric, although it performs them as if a drugged zombie, moving at half-speed and taking a -2 penalty to all actions. The commands
can be of any type, even those that are self-destructive. The target is considered to have animal-level intelligence while affected, so its ability to
execute complex instructions (or cast spells, if it is a spellcaster) will be inhibited.
20-21: Making brief eye contact with one target, the cleric forces it to stare into the swirling hypnotics of his gaze. The target receives a Will
save. If it fails, then the cleric can break contact and the target remains hypnotized for 2d6+CL rounds. The hypnosis cannot be broken by
physical means (i.e., an attack or jostling). While the target is hypnotized, it acts on commands issued by the cleric, although it performs them as
if a drugged zombie, moving at half-speed and taking a -2 penalty to all actions. The commands can be of any type, even those that are
self-destructive. The target is considered to have animal-level intelligence while affected, so its ability to execute complex instructions (or cast
spells, if it is a spellcaster) will be inhibited.
22-25: Making brief eye contact with one target, the cleric forces it to stare into the swirling hypnotics of his gaze. The target receives a Will
save. If it fails, then the cleric can break contact and the target remains hypnotized for 1d4+CL days. The hypnosis cannot be broken by physical
means (i.e., an attack or jostling). While the target is hypnotized, it acts on commands issued by the cleric, although it performs them as if a
drugged zombie, moving at half-speed and taking a -2 penalty to all actions. The commands can be of any type, even those that are
self-destructive for the target. The target is considered to have animal-level intelligence while affected, so its ability to execute complex
instructions (or cast spells, if it is a spellcaster) will be inhibited. The target receives a fresh Will save each day to end the effect before the spells
duration expires.
26-29: Making brief eye contact with multiple targets, the cleric forces them to stare into the swirling hypnotics of his gaze. The cleric can affect
up to 10 targets in a gaze cone up to 40 long and 40 wide at its endpoint. The targets receive a Will save. For any target that fails, the cleric can
break contact and the target remains hypnotized for 1d8+CL days. The hypnosis cannot be broken by physical means (i.e., an attack or jostling).
While the target is hypnotized, it acts on commands issued by the cleric, although it performs them as if a drugged zombie, moving at half-speed
and taking a -2 penalty to all actions. The commands can be of any type, even those that are self-destructive. The target is considered to have
animal-level intelligence while affected, so its ability to execute complex instructions (or cast spells, if it is a spellcaster) will be inhibited. The
target receives a fresh Will save each day to end the effect before the spells duration expires.
30-31: Making brief eye contact with multiple targets, the cleric forces them to stare into the swirling hypnotics of his gaze. The cleric can affect
up to 10 targets in a gaze cone up to 40 long and 40 wide at its endpoint. The targets receive a Will save. For any target that fails, the cleric can
break contact and the target remains hypnotized for 1d8+CL weeks. The hypnosis cannot be broken by physical means (i.e., an attack or jostling).
While the target is hypnotized, it acts on commands issued by the cleric, although it performs them as if a drugged zombie, moving at half-speed
and taking a -2 penalty to all actions. The commands can be of any type, even those that are self-destructive. The target is considered to have
animal-level intelligence while affected, so its ability to execute complex instructions (or cast spells, if it is a spellcaster) will be inhibited. The
target receives a fresh Will save each day to end the effect before the spells duration expires.
32-33: Making brief eye contact with multiple targets, the cleric forces them to stare into the swirling hypnotics of his gaze. The cleric can affect
up to 20 targets in a gaze cone up to 80 long and 80 wide at its endpoint. The targets receive a Will save. For any target that fails, the cleric can
break contact and the target remains hypnotized for 1d8+CL weeks. The hypnosis cannot be broken by physical means (i.e., an attack or jostling).
While the target is hypnotized, it acts on commands issued by the cleric to the best of its normal, non-hypnotized ability. Targets move at normal
speed and take no penalties to their actions while hypnotized. They retain their normal intelligence and can cast spells as normal (if applicable).
However, they are still obviously hypnotized, for their eyes swirl with the strange patterns of the lotus. The target receives a fresh Will save each
week to end the effect before the spells duration expires.
34+: Making brief eye contact with multiple targets, the cleric forces them to stare into the swirling hypnotics of his gaze. The cleric can affect all
targets in a gaze cone up to 80 long and 80 wide at its endpoint. Creatures of 2 HD or less are automatically affected; other targets receive a Will
save. For affected targets, the cleric can break contact and the target remains hypnotized for 1d8+CL weeks. The hypnosis cannot be broken by
physical means (i.e., an attack or jostling). While the target is hypnotized, it acts on commands issued by the cleric to the best of its normal,
non-hypnotized ability. Targets move at normal speed and take no penalties to their actions while hypnotized. They retain their normal
intelligence and can cast spells as normal (if applicable). However, they are still obviously hypnotized, for their eyes swirl with the strange
patterns of the lotus. The target receives a fresh Will save each week to end the effect before the spells duration expire
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Stinging Stone
Level: 2

Range: Objects touched

Duration: See below

Casting Time: 1 turn

Save: Fort vs. spell check DC

The cleric transforms an object into a poisonous creature. For example, the cleric can change a sling stone into a spider, an arrow to
an asp, or a staff into a serpent. The specifics are as follows: At low levels of effect (see below), the cleric can transform a small
object into a poisonous spider. The object can be a coin, gem, sling stone, apple, beer mug, or other such small thing. The spell
descriptions below assume a sling stone is used. For the spells duration, the object retains its natural shape until it touches an enemy.
So, for example, the cleric can hide a gemstone in a chest, which transforms into a spider when grasped; or launch an attack with his
sling, and the stone transforms into a spider or scorpion when it strikes the enemy. Once the object touches an enemy (either through
their grasp or via a successful hit as with a sling stone), it transforms into a spider, which remains for a certain amount of time. The
spider receives one bite immediately on the round of attack and one additional bite each round until the spell ends. (A missed sling
stone does not transform.) It reverts to its natural shape at the end of the spell. The poisonous spider is AC 14 (due to small size and
agility) and has only 1 hp, but immediately scurries toward exposed flesh and strikes the enemy. On the first bite, the spiders attack
automatically hits, causing damage 1 + poison. The target must make a Fort save against the spell check DC or suffer poison as per a
(roll 1d3) (1) black widow; (2) tarantula; or (3) scorpion (see Appendix P). On future rounds the spider must make an attack roll at Atk
+2 in order to inflict damage. Note that the spider continues to scurry about and bite for the duration of the spell. Strikes against it that
miss have a 50% chance of hitting the spells target for damage. At medium levels of effect (see below), the cleric can transform an
arrow into an asp or adder. (He could also transform other similarly shaped objects into an asp or adder: a stick of wood, a lever, a
metal rod, etc.) As above, the object retains its natural shape until it touches an enemy, at which point it transforms. The asp or adder
receives one bite immediately on the round of attack and one additional bite each round until the spell ends. The first bite
automatically hits, causing damage 2 + poison. The target must make a Fort save against the spell check DC or suffer the poison of
an asp or adder (see Appendix P). On future rounds the snake must make an attack roll at Atk +4 in order to inflict damage. Note that
the snake continues to slither about and bite for the duration of the spell. Strikes against it that miss have a 50% chance of hitting the
spells target for damage. At the highest levels of effect (see below), the cleric can transform a staff into a cobra or viper. (He could
also transform other similarly shaped objects into a cobra: a tree branch, a pole arm, etc.) In this case, each time the cleric strikes with
the staff, it transforms into a serpent, bites, and then transforms back into a staff. The serpent-staff is treated as a +4 magical weapon,
so it attacks at the clerics normal attack bonus with an additional +4 modifier. Any successful attack causes normal weapon damage,
+4 for the magical modifier, and inflicts poison as per a cobra or viper strike (see Appendix P). The Fort save against the poison is the
spell check result. If the cleric strikes with the staff and then releases it, the staff remains in serpent form and continues to attack with
its bite for the duration of the spell; in this case, it attacks at Atk +6 and inflicts damage of 1d4+4 plus poison. In all cases, the
transformed spider or serpent is wild and uncontrolled. It will not obey commands from the cleric. An arrow that transforms into an
asp, for example, cannot be commanded to return to the cleric after killing its target. It will simply slither off like any wild snake.

Spell Results
1-13: Failure.
14-15: The cleric can transform a single small object, up to the size of a sling stone, into a poisonous spider. For a duration of 1d4+CL turns, the
object retains its natural shape until it touches an enemy. Once it touches an enemy, it remains in spider form for 2 rounds.
16-19: The cleric can transform a single small object, up to the size of a sling stone, into a poisonous spider. For a duration of 1d4+CL days, the
object retains its natural shape until it touches an enemy. Once it touches an enemy, it remains in spider form for 1d4+CL rounds.
20-21: The cleric can transform up to 5 small objects, up to the size of sling stones, into poisonous spiders. Or he can transform a single arrow into
an asp or adder (see Appendix P). For a duration of 1d4+CL days, the objects retain their natural shapes until they touch an enemy. Once an object
touches an enemy, it remains in spider or snake form for 1d4+CL rounds.
22-25: The cleric can transform up to 10 small objects, up to the size of sling stones, into poisonous spiders. Or he can transform up to three arrows
into an asps or adders (see Appendix P). For a duration of 1d4+CL days, the objects retain their natural shapes until they touch an enemy. Once an
object touches an enemy, it remains in spider or snake form for 1d4+CL rounds.
26-29: The cleric can transform up to 25 sling stones into poisonous spiders, up to 10 arrows into asps or adders, or a single staff into a cobra or
viper. For a duration of 1d4+CL days, the objects retain their natural shape until they touch an enemy. Once they touch an enemy, they remain in
spider or snake form for 1d6+CL rounds.
30-31: The cleric can transform up to 25 sling stones into poisonous spiders, up to 10 arrows into asps or adders, or a single staff into a cobra or
viper. For a duration of 1d4+CL weeks, the objects retain their natural shape until they touch an enemy. Once they touch an enemy, they remain in
spider or snake form for 2d6+CL rounds.
32-33: The cleric can transform up to 50 sling stones into poisonous spiders, up to 20 arrows into asps or adders, or up to two staves into cobras or
vipers. For a duration of 1d4+CL weeks, the objects retain their natural shape until they touch an enemy. Once they touch an enemy, they remain in
spider or snake form for 3d6+CL rounds.
34+: The cleric can transform up to 100 sling stones into poisonous spiders, up to 40 arrows into asps or adders, or up to four staves into cobras or
vipers. For a duration of 1d8+CL weeks, the objects retain their natural shape until they touch an enemy. Once they touch an enemy, they remain in
spider or snake form for 3d6+CL rounds. Alternately, the cleric can transform a single object permanently. Specify a single sling stone, arrow, or
staff. It is permanently subject to transformation, as noted above. When it changes form into a spider or serpent, it stays in that form for the normal
duration of 3d6+CL rounds, then reverts to its natural state until triggered again. If the object is killed while in serpent or spider form, it remains in
its dead state and its magical properties are lost.
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Enlarge
Level: 1

Range: Touch

Duration: 1 turn per caster level

Casting Time: 1 round

Save: None

By touching a creature or object, or targeting himself, the caster causes the target to grow in size! In this manner, ropes can
become longer, doors thicker, tables heavier, swords larger, and so on. Magical objects so increased retain their original magical
potency; e.g., a +1 sword does not become a +2 sword, it simply becomes a larger magical sword. The caster can learn the
reverse of this spell, reduce, which is used to make things smaller. Multiple castings of this spell do not stack, though reduce may
be used to cancel enlarge.
Misfire: Roll 1d4: (1) nearest enemy is enlarged rather than ally by 50%, conferring a +2 bonus to Str [if no nearby enemy, ignore result]; (2) all
enemies within 50' are doubled in size, receiving a +3 bonus to Str; (3) target is diminished instead of enlarged, dropping in size by -25% and
taking a -1 penalty to Str; (4) everything within 100', including living creatures, objects, plants, buildings, and other such things, is reduced to
mouse-scale; i.e., humans drop to approximately 6" tall, buildings reduce in size to corresponding scale, weapons are the size of toothpicks, and
so on; to those affected it appears the world beyond the range has just increased in size exponentially; affected creatures and objects remain
affected even if they move beyond range and are restored to normal size in 1 day, but in the meantime they must survive as tiny creatures.
Corruption: Roll 1d16: (1-6) one part of caster's body is permanently enlarged to [1d3+1]x normal size as follows: 1: eyes, 2: ears, 3: nose, 4:
hands, 5: shins, 6: feet; (7-10) one part of caster's body is permanently reduced to half normal size as follows: 7: eyes, 8: nose, 9: arms [-1 Str],
10: legs [-5' speed]; (11) hirsute: caster's body hair grows unstoppably for 1d4 days, covering body in gorilla-like fur; (12) caster permanently
enlarges in size, increasing his height by 2d6", his weight by [1d6+1]x10 lbs., and his Str by +1, but his equipment does not enlarge; (13) caster's
fingers each grow by 1d6", determined randomly by finger, making grasping difficult and inflicting a -1 Agility penalty; (14) minor corruption;
(15) major corruption; (16) greater corruption.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) corruption; (3) patron taint (or
corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: The target increases in size and mass by 10%. It becomes visibly larger and potentially intimidating, but not enough to confer statistical
bonuses. Depending on the situation, this may be enough to reach a ledge that was previously out of reach, or otherwise pass some barrier. Armor
and equipment worn by the target are similar enlarged.
14-17: The target increases in size by 25%, conferring a +1 bonus to attacks, damage, and AC due to greater size and strength.
18-19: The target increases in size by 50%, conferring a +2 bonus to attacks, damage, and AC due to greater size and strength.
20-23: The target doubles in size. A normal man becomes ogre-sized with this result, receiving a +4 bonus to attacks, damage, and AC due to
greater size and strength. In addition, the target receives +10 hp from the new size. These hit points are lost first when he target is wounded, and
damage suffered while giantsized transfers to his normal hit point pool only if he first loses all 10 bonus hit points.
24-27: The target triples in size. A normal man becomes giant-sized with this result, receiving a +6 bonus to attacks, damage, and AC due to
greater size and strength. In addition, the target receives +20 hp from the new size. These hit points are lost first when he is wounded, and damage
suffered while giant-sized transfers to his normal hit point pool only if he first loses all 20 bonus hit points.
28-29: The caster is able to select up to three targets, which all triple in size. Each receives a +6 bonus to all attack, damage, and AC due to larger
size and strength. In addition, the targets receive +20 hp from the new size. These hit points are lost first when the targets are wounded, and
damage suffered while giant-sized transfer to their normal hit point pools only if they first lose all 20 bonus hit points.
30-31: The caster is able to select up to three targets, which all triple in size. Each receives a +6 bonus to all attack, damage, and AC due to larger
size and strength. In addition, the targets receive +20 hp from the new size. These hit points are lost first when the targets are wounded, and
damage suffered while giantsized transfer to their normal hit point pools only if they first lose all 20 bonus hit points. The duration is increased to
one day per caster level, but can be individually ended by the decision of any target.
32+: The caster transforms himself or one target into a giant of truly godlike proportions. The target grows to a height of up to 100', at the caster's
discretion. The target's statistics are similarly improved due to his new size, to a maximum benefit of +10 to attack, damage, and AC if he reaches
the full 100' height. At that full height, he also receives a bonus of up to +100 hit points. These hit points are lost first when he is wounded, and
damage suffered while giant-sized transfers to his normal hit point pool only if he first loses all 100 bonus hit points. The duration of this
extraordinary display of power depends on the size of the target: a target transformed to a 100' height stays at that size for only 1 turn, while sizes
of progressively smaller 10' increments last 1 turn longer. For every 20' less in size, the benefit to attacks, damage, and AC drops by -1, and the
bonus hit points drop by -10, but the duration is extended by 1 turn. For example, a height of 40' lasts 4 turns, and grants a bonus of +7 to attacks,
damage, and AC, and +70 hit points.
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Flaming Hands
Level: 1

Range: 15'

Duration: Instantaneous

Casting Time: 1 action

Save: None

The caster produces gouts of fire from his bare hands to burn his enemies.
Misfire: Roll 1d4: (1) flame jets from random appendage, spoiling aim; randomly determine where and
in what direction the flame gouts; jet causes 1d3 damage to everything within 15' range in that direction;
(2) caster's hands ignite causing him 1d3 damage (3); 1d4 random possessions of the caster catch fire
and burn to char; (4) all fire within a 15' radius of the caster is immediately snuffed out.
Corruption: Roll 1d4: (1) hands permanently blackened; (2) bare touch causes paper to ignite 25% of
the time; (3) body hair burned away permanently; (4) caster suffers a permanent -2 penalty on spell
checks to cold-based magics.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire;
(1-2) corruption; (3) patron taint (or corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: A single blast of fire strikes one target within range for 1d3 points of damage.
14-17: Spell produces a blast of fire that burns a single target within range for 1d6 points of damage.
18-19: Spell produces a blast of fire that burns a single target within range for 1d6+CL points of
damage.
20-23: Spell produces a blast of fire that burns up to three targets within range for 1d6+CL points of
damage. All targets must be within 10' of one another.
24-27: Spell produces a blast of fire that burns up to three targets within range for 2d6+CL points of
damage. All targets must be within 10' of one another.
28-29: Caster creates a single blast of fire 10' wide and 30' long that does damage equal to 3d6+CL to all
caught in the blast.
30-31: Caster creates two blasts of fire 10' wide and 30' long. Each can be directed within a 180 arc of
his position, doing damage equal to 3d6+CL to all caught in the blast.
32+: Caster can blast fire in a 360 arc outward from his body. Within that complete radius he can pick
one "wedge" of 0-180 where fire does not blast (i.e., to protect allies in that position). All creatures
within the affected arc, out to a range of 40', are immolated, taking damage equal to 4d10+CL.
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Invoke Patron
Level: 1

Range: Self

Duration: Varies

Casting Time: 1 round; limited x per bond.

Save: None

In order to learn this spell, the caster must first cast patron bond. The particulars of this
spell vary according to the terms of the patron. In casting this spell, the wizard invokes the
name of a supernatural patron to request aid. This spell requires at least 1 point of
spellburn. The patron responds by sending aid according to the nature of its followers; the
judge will provide specifics. Note that continued casting of this spell may taint the wizard
spiritually and physically.
Misfire: N/A
Corruption: Roll 1d8: (1-4) minor; (5-7) major; (8) greater.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (3 or less) corruption + patron taint; (4-5)
corruption; (6+) patron taint.
2-11: Failure. Unlike other spells, invoke patron may not be lost for the day. Depending on the
results of patron bond, the wizard may still be able to cast it.
12-13: Per judge.
14-17: Per judge.
18-19: Per judge.
20-23: Per judge.
24-27: Per judge.
28-29: Per judge.
30-31: Per judge.
32+: Per judge.
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Magic Shield
Level: 1

Range: Touch

Duration: Varies

Casting Time: 1 action

Save: None

The caster conjures up a magical shield that defends him from opponents.
Misfire: Roll 1d4: (1) caster's shield appears as force burst aimed inward instead of spreading out, causing 1d4 damage as it
explodes against him; (2) shield is accidentally summoned to benefit nearest enemy, granting that enemy a +4 bonus to AC for
1d3 turns; (3) caster accidentally summons shield horizontally below his feet, lifting him up 3" from the ground and causing him
to "slide" on it for next 1d3+1 rounds; this increases his speed by +10' but imposes a -1 penalty to attacks, spell checks, damage,
and AC as he slips and slides haphazardly; (4) caster completely encases himself in a shield that blocks all attacks, damage,
spells, and physical contact between him and the rest of the world, such that he is completely encased in a transparent bubble
which renders him invulnerable to attack but also unable to move or communicate outside the bubble for 1d4 rounds.
Corruption: Roll 1d8: (1-4) minor; (5-7) major; (8) greater.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire; (1-2) corruption; (3+) misfire.
2-11: Lost. Failure.
12-13: The caster conjures a weak shield that provides a +2 bonus to AC for 1d6 rounds.
14-17: The caster conjures a shield that provides a +4 bonus to AC for 2d6 rounds.
18-19: The caster conjures shield that provides a +4 bonus to AC for 1d3 turns. When casting the spell, the caster can apply the
shield to himself or one ally touched.
20-23: The caster conjures a shield that provides a +4 bonus to AC for 1d3 turns. When casting the spell, the caster can apply the
shield to himself or one ally touched. In addition to the AC bonus, the shield also blocks magic missiles automatically (missiles
usually have no effect; see magic missile spell description).
24-27: The caster conjures a shield that protects him or an ally touched. The shield lasts 1d4+1 turns and has three benefits: it
provides a +4 bonus to AC; it blocks magic missiles automatically (see magic missile spell description); and it blocks most
attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 10 points
per attack for the duration of the spell.
28-29: The caster conjures two shields that protect him and one ally touched. Each shield lasts 1d4 hours and has four benefits: it
provides a +4 bonus to AC; it blocks magic missiles automatically (see magic missile spell description); it blocks most attacks
from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 10 points per
attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +2 bonus to any subsequent spell check
made as a counterspell.
30-31: The caster conjures a battalion of magical shields that protect him and his allies. The caster is automatically shielded, as
are all allies within a 10' radius. Each shield lasts 1d4+1 hours and follows the allies even if they leave the caster's side. Each
shield has four benefits: it provides a +6 bonus to AC; it blocks magic missiles automatically (see magic missile spell
description); it blocks most attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other
ranged weapon by 20 points per attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +4
bonus to any subsequent spell check made as a counterspell.
32+: The caster calls forth a globe of shimmering magical energies that protects him and his allies. The caster is automatically
encased in this magical shield, as are all allies within a 10' radius. The shimmering globes last until the next sunrise and follow
the allies even if they leave the caster's side. Each globe has five benefits: it provides a +8 bonus to AC; it blocks magic missiles
automatically (see magic missile spell description); it reduces damage on all attacks against its target by 2 points; it blocks most
attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 20 points
per attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +4 bonus to any subsequent spell
check made as a counterspell.
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Patron Bond
Level: 1

Range: Self or touch

Duration: Lifetime

Casting Time: 1 week + quests

Save: None

The caster commits himself to the service of a supernatural lord, forming a pact to gain its
support as his patron so long as he continues to please it with his service. This patron may
be a demon, devil, ghost, spirit, elemental, angel, chaos lord, or other supernatural being
who accepts the caster's service. The initial ceremony takes one week to complete. Once
the pact is made, the caster may invoke the patron's support with the spell invoke patron,
and it may or may not answer as it sees fit. In return for the patron's assistance, it may ask
the caster to do certain things. The caster must act faithfully in its service at all times, lest it
cast him off. The caster may perform more than one ceremony to serve multiple masters,
but doing so may raise questions as to his true loyalties. This is dangerous magic; a
supernatural patron is not the same as the deity that a cleric may worship. The caster
should be forewarned that he is in communion with almighty spirits. Alternately, once the
caster has formed a bond with his patron, this spell may be cast to create a bond between
another mortal and the caster's patron. The mortal need not be a spellcaster; in fact, the
second mortal usually is not. In this case, both the caster and the recipient must spend a
week on the ceremony, which requires a mighty oath to declare allegiance to the patron.
Very powerful creatures are more likely to successfully bond with patrons (who look more
favorably upon powerful followers). Typically, a cast-ing of patron bond on behalf of
another receives a bonus of +2 if the subject is of 5th-level (5 HD) or higher and +4 if the
subject is of 9th-level (9 HD) or higher. At the end of the ceremony, the casting of the spell
seals the bond. Recruiting additional followers for his patron brings the caster favor and
may grant boons to the other followers; though, their patron will ask fealty of them in
exchange. Note that continued casting of this spell may taint the caster, both spiritually and
physically.
Misfire: N/A
Corruption: N/A - Always patron taint

Spell Results
1-31: See Rulebook
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Sleep
Level: 1

Range: 60'

Duration: Varies

Casting Time: 1 action

Save: Will vs. spell check DC

The caster lulls a target into a deep, sound sleep.
Misfire: Roll 1d4: (1) caster immediately falls into a natural sleep; (2) caster plus 1d4 closest allies immediately fall into a
natural sleep; (3) caster collapses into a coma, from which he can only be awakened with medical attention or magical means;
(4) caster jolts all creatures within 50' to total alertness, cancelling all sleep [magical or otherwise] as well as all dazes,
hallucinations, and other distractions.
Corruption: Roll 1d6: (1) caster acquires persistent insomnia, which has no immediate obvious effect but manifests as an
ongoing penalty to all rolls. as his sleep deprivation increases, starting with -1 and increasing to -2 after a week and -3 after a
month; (2) caster emits a noxious odor that causes heads to turn within 20'; (3-4) minor; (5-6) major.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire; (1) corruption; (2+) misfire.
2-11: Lost. Failure.
12-13: One target within range must make its save or fall asleep for 1d6 turns. Target can be awakened through normal means.
When casting the spell, the caster must specify an interrupt condition which automatically awakens the target. For example,
being kissed by a prince, smelling the fragrance of a rose, or hearing a clock strike midnight. The caster must possess material
components related to the interrupt condition.
14-17: Up to two targets within range must save or fall asleep for 1d6 turns. Targets can be awakened through normal means.
When casting the spell, the caster must specify an interrupt condition which automatically awakens the target. For example,
being kissed by a prince, smelling the fragrance of a rose, or hearing a clock strike midnight. The caster must possess material
components related to the interrupt condition.
18-19: Up to three targets within range must save or fall asleep for 1d4 hours. Targets can be awakened through normal means.
When casting the spell, the caster must specify an interrupt condition which automatically awakens the target. For example,
being kissed by a prince, smelling the fragrance of a rose, or hearing a clock strike midnight. The caster must possess material
components related to the interrupt condition.
20-23: Up to four targets must save or fall into a normal sleep for 1d6 hours, or one target can be placed in a supernatural sleep
for 1d4 hours. While normal sleep can be interrupted by normal means, the supernatural sleep can be disrupted only via dispel
magic or similar cancellation effects. However, both normal and supernatural sleep must have a specified interrupt condition
which automatically awakens the target. For example, being kissed by a prince, smelling the fragrance of a rose, or hearing a
clock strike midnight. The caster must possess material components related to the interrupt condition.
24-27: Up to eight targets must save or fall into a normal sleep for 1d7 days, or one target can be placed in a supernatural sleep
for 1d3 days with no saving throw. While normal sleep can be interrupted by normal means, the supernatural sleep can be
disrupted only via dispel magic or similar cancellation effects. However, both normal and supernatural sleep must have a
specified interrupt condition which automatically awakens the target. For example, being kissed by a prince, smelling the
fragrance of a rose, or hearing a clock strike midnight. The caster must possess material components related to the interrupt
condition.
28-29: With a range of 200', the caster can place a single target into a supernatural, ongoing, endless sleep with no saving throw
or normal ongoing sleep (with a save) to a group of up to 16 targets. While the normal sleep can interrupted by normal means,
the supernatural sleep can be interrupted only by one specified interrupt condition (e.g., the kiss of a prince or the fragrance of a
rose) or anti-magic effects such as dispel magic. The target receives a saving throw.
30-31: The caster puts great crowds of people to sleep. All unfriendly creatures within a 200' radius must make a saving throw or
fall asleep. The sleep is natural and the targets can be awakened with normal means (rough shaking, water on the face, etc.). The
creatures remain asleep for 1d7+1 days if not awakened.
32+: Natural slumber to all things: the caster causes the world around him to slow and sleep. All creatures within 500 yards fall
asleep. Creatures of 4 or fewer HD receive no save. The affected creatures include birds, insects, and small animals as well as
people. Both friendly and unfriendly creatures are affected. Plants are also affected; those that close their petals or retract flowers
at night behave as if it is nighttime. The effect is supernatural in aspect and cannot be disturbed. The affected world continues to
slumber until a specific interrupt condition occurs (e.g., the new moon rises, or 100 years have passed). Only powerful magic
can end the effect sooner.
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Invisibility
Level: 2 Range: Self or more Duration: Varies Casting Time: 1 action Save: Will vs. spell check DC (sometimes)
The caster makes himself invisible. This spell can also render allies invisible and can create an
invisibility shield that prevents detection by other spells.
Misfire: Roll 1d4: (1) a wandering ghost that was formerly invisible is suddenly made visible within 15' of caster;
(2) one randomly determined enemy within 20' is made invisible for 1 turn [no effect if no nearby enemies]; (3) all
enemies within 50' are made invisible for 1 turn; (4) for the next day, one randomly determined ally within 50'
glows as if suffused in bright sunlight, becoming the target for any animal-minded creature that attacks.
Corruption: Roll 1d16: (1-6) one portion of caster's body turns permanently invisible: 1: one hand, 2: one arm, 3:
ears, 4: torso, 5: eyes, 6: one leg; (7) caster's head becomes permanently and irrevocably visible, such that when he
is otherwise turned invisible, his head remains visible and appears like a floating orb with no body; (8-11) when
caster turns invisible, his body polymorphs into another shape [visible to creatures that can see invisible]: (8) bear,
(9) ape-man, (10) wolf-man, (11) horse-man; (12-14) minor corruption; (15) major corruption; (16) greater
corruption.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-3)
corruption; (4) patron taint (or corruption if no patron); (5+) misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: The caster turns invisible. He must concentrate to remain invisible and cannot attack or move more than
half speed. If the caster performs strenuous exertion, the invisibility dissipates. The spell lasts up to 1 turn or until
dispelled.
16-19: The caster turns invisible and remains invisible for up to 1 turn. The spell remains as long as the caster does
not attack another creature (either directly or by spellcasting). The caster does not need to concentrate to remain
invisible.
20-21: The caster can turn himself invisible for 1 turn, as above, or one other man-sized creature or object he
touches. If an object, it remains invisible for the full 1 turn. If a creature, it becomes visible the moment it attacks
or at the expiration of the 1-turn duration.
22-25: The caster bestows invisibility on himself and all allies within 10'. Additionally, the caster can render select
objects invisible if he concentrates. The zone of invisibility continues to emanate in a 10' radius around the caster
as he moves. Allies that move in synch with the caster remain invisible. An attack by the caster or any ally in the
zone of invisibility dismisses it. The zone lasts 1 turn.
26-29: The caster creates a zone of invisibility with a 20' radius for 1 turn, as above, or bestows invisibility only on
himself for a duration of 1 hour.
30-31: The caster can create a limited invisibility shield. This magical effect counters efforts to see invisibility, and
also allows the caster to take aggressive action within it. The invisibility shield renders the caster invisible for 1
turn. During this time, he can perform any action (including an attack) without becoming visible. Additionally, the
invisibility shield provides the caster with a Will save against any effect that threatens to reveal him, such as detect
invisible. The caster can also cast the invisibility shield on an object or an ally touched.
32-33: The caster creates an invisibility shield, as above, that extends in a 10' radius around him for 1 turn. It
renders allies invisible, but does not make inanimate objects or enemies disappear. While within the shield, allies
(and the caster) can make attacks or other actions without the shield disappearing. Furthermore, the caster and his
allies receive a Will save against efforts to make them visible.
34+: As above, except the invisibility shield is a 20' radius and lasts for 1 hour. Furthermore, the caster can
"throw" the shield up to 100' after a full round of concentration and then move it by up to 100' per round with
continued concentration. For example, the caster could cast the invisibility shield over a distant bridge, so that any
allies passing through that spot are invisible, and then move the shield downstream when cavalry charge across.
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Ray of Enfeeblement
Level: 2

Range: 150'

Duration: Instantaneous

Casting Time: 1 action

Save: Will vs. spell check

This necromantic spell requires at least 1 point of spellburn. The caster issues a dangerous
strength-draining ray, which destroys the physical prowess of a target. Reducing a creature to 0
Strength transforms it into a jelly-like mass, unable to support its own weight or defend itself from
attacks. If a target does not have a defined Strength score, assume 10 for normal humans and
man-sized creatures. Lost ability scores heal back at the normal rate.
Misfire: Roll 1d4: (1) one randomly determined ally within range is stricken with a ray that causes him to
temporarily lose 1d6 Strength points [no save]; (2) all allies within range temporarily suffer a wave of
weakness, causing them to drop weapons and shields, release their holds on ropes, and so on; (3) the nearest
1d4 enemies receive a ray of power, which grants them a +2 Strength bonus to attacks and damage for the next
turn; (4) the caster shoots himself in the foot [literally] with a ray of enfeeblement, reducing the strength of his
legs and cutting his movement rate in half for the next turn.
Corruption: Roll 1d10: (1) caster's muscles wither, causing him to permanently lose 1 point of Strength; (2)
whenever the caster takes Strength damage in the future, he heals at an abnormally slow rate, requiring two
days of healing to recover one lost Strength point; (3) the caster is no longer able to expend Strength points in
spellburn; (4-7) minor; (8-9) major; (10) greater.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-3)
corruption; (4) patron taint (or corruption if no patron); (5+) misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: The caster can attack one target within range, which must make a Will save or temporarily lose 1d6
points of Strength.
16-19: The caster can attack one target within range, which must make a Will save or temporarily lose 1d8+1
points of Strength.
20-21: The caster can attack one target within range that temporarily loses 3d6+1 points of Strength. Creatures
of 1 HD or less receive no save; others receive a Will save. Additionally, the caster gains 2 points of Strength
for 1 turn (does not stack with multiple castings of this spell).
22-25: The caster can launch two rays. Each ray does 3d6+1 Strength damage. Creatures of 2 HD or less
receive no save; others receive a Will save. Additionally, the caster gains 3 points of Strength for 1 turn.
26-29: The caster can launch three rays. Each ray does 4d6+1 Strength damage. Creatures of 2 HD or less
receive no save; others receive a Will save. Additionally, the caster gains 4 points of Strength for 1 turn.
30-31: The caster can launch four rays. Each ray does 4d6+1 Strength damage. Creatures of 3 HD or less
receive no save; others receive a Will save. Additionally, the caster gains 5 points of Strength for 1 turn.
32-33: The caster can launch five rays. Each ray does 4d6+1 Strength damage. Creatures of 3 HD or less
receive no save; others receive a Will save. Additionally, the caster gains 6 points of Strength for 1 turn.
34+: The caster sends forth a burst of debilitating energy that weakens all enemies within a 150' range! All
enemies within range take 4d6+4 Strength damage. Creatures of 3 HD or less receive no save;
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Strength
Level: 2

Range: Varies

Duration: Varies

Casting Time: 1 action

Save: N/A

With an arcane incantation, the caster grants physical strength to a willing target.
Misfire: Roll 1d4: (1) caster inadvertently weakens himself, losing 1d4+1 points of Strength temporarily; (2)
caster saps the strength of those around him, reducing the Strength of everyone within 20' [allies and enemies
alike] by 1d4+1 points; (3) caster channels his allies' strength of will to his enemies' strength, such that the
highest allied Willpower save within 20' becomes the total Strength modifier of all enemies within the same
range; i.e., a party of 10 adventurers whose greatest Will save is +4 would suddenly grant a +4 Strength
modifier to all nearby enemies; (4) caster drops to the ground with the strength of an infant, completely unable
to move [Str 0], and all of his Strength points flow to the nearest ally of his choice, whose Strength suddenly
increases by the amount of the caster's decrease, with the lost Strength returning from target to caster at the end
of 1d4 turns.
Corruption: Roll 1d8: (1) caster's muscles wither and age, permanently reducing his Strength by 1 point; (2)
caster has great difficulty summoning any kind of supernatural strength, such that from now on all spellburn of
Strength requires 2 points of spellburn for every +1 to a spell check; (3) caster permanently gains +1d4 points
of Strength but at the cost of the same number of points of Intelligence; (4) caster's muscles bulge
disproportionately and chaotically, giving him a lopsided, hunchbacked appearance; (5-6) minor; (7) major; (8)
greater.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2)
corruption; (3) patron taint (or corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: One target the caster touches (including himself) is enhanced to a prodigious Strength of 18 (+3 bonus),
which lasts for 1d6+1 rounds.
16-19: One target the caster touches briefly gains superhuman strength. The target is treated as having a
Strength modifier of +10 until the end of the next round. The superhuman Strength immediately fades after the
end of that round.
20-21: One target the caster touches gains Strength 20 (+4 bonus), which lasts for 1d6 turns.
22-25: A single target touched receives Strength 20 (+4 bonus) or two targets each receive Strength 18 (+3
bonus). The bonus lasts for 1d6 turns.
26-29: All allies within 20' of the caster gain Strength 18 (+3 bonus) for next 1d6 turns.
30-31: All allies within 20' of the caster take their next activation as if they had a +10 Strength modifier.
Additionally, they gain Strength 18 (+4 bonus) for the next 1d6 hours thereafter.
32-33: All allies with 100' of the caster receive Strength 20 (+4 bonus) for the next 1d4 days.
34+: If caster completes a week-long ritual casting with a minimum of 10 points of spellburn, and both target
and caster render appropriate sacrifices of great value, the target receives a one-time permanent bonus of +1
Strength. However, the target must make a Fortitude save or find his body unable to sustain the magical
transformation. The save DC is equal to 15 + 2 for every point of Strength that has been magically added; i.e.,
the first save is DC 17, then if this spell is attempted again the save is DC 19, and so on. If the save is failed,
the increased Strength fades after 1d6 weeks, and the caster finds that 1 point of his spellburn never truly heals
(judge's discretion which ability is affected).
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Color Spray

Level: 1

Range: 40'

Duration: Instantaneous

Casting Time: 1 action

Save: Will vs. check

The caster summons forth a spray of brilliant colors that blind and dazzle the target.
Misfire: Roll 1d3: (1) colored energy blasts back on the caster, blinding him for 1d4 rounds; (2) color spray is
delayed uncontrollably; judge secretly rolls a die type of his choice; spell is discharged that many rounds later on new
re-rolled spell check result; (3) color sprays arc in different random directions rather than together in a cohesive
rainbow; roll 1d12 for direction [clock face with 12:00 ahead of caster]; 1d4+1 color hues blast out, each in a different
direction, causing blindness [1d4 rounds, DC 12 Will save to resist] to first creature in that direction, whether friend
or foe.
Corruption: Roll 1d8, noting additional color change table at end of this one: (1) caster's skin permanently changes
to a rainbow pattern; (2) caster's eyes each change to a new, different color; (3) caster's hair changes color; (4) caster's
skin changes color; (5-7) minor corruption; (8) major corruption. Roll another 1d10 for color changes: [1] blue; [2]
green; [3] yellow; [4] orange; [5] red; [6] purple; [7] silver; [8] gold; [9] white; [10] black.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire + patron taint; (1) corruption;
(2) patron taint (or corruption if no patron); (3+) misfire.
2-11: Lost. Failure.
12-13: One target within range must make a Will save or be blinded for 1d4 rounds. Sightless creatures are immune.
14-17: Up to two individual targets within range must make a Will save or be blinded for 1d4 rounds. Sightless
creatures are immune.
18-19: Up to three targets within range can be targeted. Each target must make two Will saves or be affected. Targets
that fail one save are blinded; targets that fail both saves are blinded and knocked unconscious. Duration is 2d4+1
rounds. Sightless creatures are immune.
20-23: Up to three targets within range can be targeted. Each target of 2 or less HD is automatically affected; targets
of more than 2 HD must make two Will saves or be affected. Targets that fail one save are blinded; targets that fail
both saves are blinded and knocked unconscious. Duration is 2d4+1 rounds. Sightless creatures are immune.
24-27: A blast of colored chaos affects all targets in a cone 40' long and from 10' to 30' wide (caster can decide). All
targets, including allies, within the cone take 1d4 damage, are knocked unconscious for 3d4+1 rounds, and awake
blinded for another 1d4+1 rounds. Creatures of 2 HD or less receive no save; others can attempt a Will save to resist.
Sightless creatures are immune.
28-29: A blast of colored chaos affects all targets in a cone 40' long and from 10' to 30' wide (caster can decide). All
targets, including allies, within the cone take 1d6 damage, are knocked unconscious for 3d4+3 rounds, and awake
blinded for another 2d4+1 rounds. Creatures of 3 HD or less receive no save; others can attempt a Will save to resist.
Sightless creatures are immune.
30-31: A blast of colored chaos affects all targets in a cone 100' long and from 10' to 40' wide (caster can decide). The
caster may specify whether the cone affects all targets or only enemies. Affected creatures within the cone take 1d8
damage, are knocked unconscious for 3d4+3 rounds, and awake blinded for another 2d4+1 rounds. Creatures of 4 HD
or less receive no save; others can attempt a Will save to resist. Sightless creatures are immune.
32+: An incredible surge of rainbow light blasts forth from the caster's fingertips. The spell creates an arcing pattern
around the caster, forming a powerful rainbow shining down from the heavens toward the caster's fingers. The display
of light is visible for several miles. All enemies within 200' of the caster's location are potentially affected: creatures
of 5 HD or less are affected automatically; all others are affected on a failed save. Affected creatures take 2d6
damage, are knocked unconscious for 1d4+1 turns, and awake blinded for another turn. Moreover, allies who see the
display are awed and inspired, and receive a +1 morale bonus to all rolls (attack, damage, saves, skills, etc.) for the
next 1d4 rounds.

Created by the Sorcerer's Grimoire. Visit Purple Sorcerer Games at www.purplesorcerer.com for more free tools.
Dungeon Crawl Classics and DCC RPG are trademarks of Goodman Games. For additional information, visit www.goodman-games.com or contact info@goodman-games.com.

Feather Fall

Level: 1 Range: 25' Duration: 1 round per caster level or until landing Casting Time: instantaneous Save: Will to avoid
The caster impedes his own or another person's rate of descent when falling. This allows the target to
avoid injury or death or to glide upon the breeze. Note that this spell can be cast instantaneously, out of
initiative order, if the caster or a target within range is falling.
Misfire: Roll 1d4: (1) caster's speed of descent is increased, resulting in an additional 1d6 damage upon impact;
(2) caster abruptly rises 10' into the air before falling to the ground [taking 1d6 points of damage, or 2d6 if there is
a hard surface 10' or less above the caster's head]; (3) caster's clothing and other possessions turn ethereal for
1d6x10 minutes and cannot be worn or used; (4) caster is blown 10-30 feet in a random direction by a gust of
ghostly wind.
Corruption: Roll 1d5: (1) caster's hair stands on end as if permanently plummeting through the air; (2) the caster
makes all descents [climbing down ropes, walking down stairs, sliding down poles, etc.] at half normal speed; (3)
caster becomes subject to sporadic winds, which do not affect other characters, and must make a Strength check to
stay upright [DC 5 for light winds, DC 10 for strong winds, and DC 15 against gusts]; (4) caster's hair permanently
replaced by feathers; (5) sound of whistling wind accompanies the caster wherever he goes.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1)
corruption; (2) patron taint (or corruption if no patron); (3+) misfire.
2-11: Lost. Failure.
12-13: Caster reduces the speed at which he falls. With a successful Fortitude save (DC 10 +1 for each 10' fallen),
he takes no damage. On a failed save, he suffers only half damage.
14-17: Caster falls at a graceful rate of 50' per round and takes no damage if he lands before the spell expires.
Otherwise, he suffers half damage and is allowed a Fort save (DC 10 +1 for each 20' fallen) to avoid all damage.
18-19: Caster and three additional creatures within range fall at a rate of 50' round. They take no damage if they
land before the spell expires. Otherwise, they suffer half damage and are allowed a Fort save (DC 10 +1 for each
20' fallen) to avoid all damage.
20-23: Caster and six additional creatures fall at a rate of 50' round. They take no damage if they land before the
spell expires. Otherwise they suffer half damage and are allowed a Fort save (DC 10 +1 for each 20' fallen) to
avoid all damage.
24-27: Caster gains the ability to glide on the air by leaping from a height 30' or more above the ground. The caster
soars on the breeze, drifting back to earth at a vertical rate of 10' per round, arriving on the ground when he reaches
the maximum distance he can glide. His movement rate is 60' per round while gliding, and if he fails to reach solid
ground before the spell expires, he falls and suffers normal damage upon impact.
28-29: Caster and up to three additional creatures can glide on the winds. They soar on the breeze, drifting back to
earth at a vertical rate of 10' per round, arriving on the ground when reaching the maximum distance they can
glide. Their movement rate is 60' per round while gliding, and if they fail to reach solid ground before the spell
expires, they fall and suffer normal damage upon impact.
30-31: Caster and up to six additional creatures can glide on the winds. They soar on the breeze, drifting back to
earth at a vertical rate of 10' per round, arriving on the ground when reaching the maximum distance they can
glide. Their movement rate is 60' per round while gliding, and if they fail to reach solid ground before the spell
expires, they fall and suffer normal damage upon impact.
32+: Caster can fall any distance regardless of height or duration of fall without taking damage. Additionally, the
caster is immune to any related hazards, such as thin atmosphere, intense cold, or even high temperatures generated
by re-entry into an atmosphere from a vacuum.
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Force Manipulation
Level: 1

Range: 25'

Duration: Varies

Casting Time: 1 action

Save: None

The caster conjures and shapes invisible force energy into useful objects or barriers of a solid nature. On a
successful casting, the wizard may choose to invoke any effect of equal to or less than his spell check, allowing a
range of options with every successful casting to produce a weaker but potentially more useful result.
Misfire: Roll 1d4: (1) caster is struck by force backlash, bludgeoned by invisible blows and must make a DC 13 Fort save or be
knocked prone; (2) caster hoisted 3" aloft by force field and cannot move under his own power; must be pushed and pulled until
effect wears off in 1 hour; (3) caster encases himself in force bubble and must make a DC 10 Reflex save each round or roll up
to 30' in a random direction; bubble bursts in 1d6 rounds; (4) caster pelted by 1d4 force spheres doing 1 point of damage each.
Corruption: Roll 1d5: (1) caster loses his sense of touch as if his hands were permanently encased in an envelope of force; (2)
small objects are knocked over around the caster by errant bolts of force energy [drinks spill, vases topple, potion bottles fall off
tables] this effect is seldom to the caster's benefit; (3) caster floats a half-inch above the ground at all time, but still puts pressure
on the floor beneath him to set off traps, sink in water, and otherwise suffer the effects of poor terrain; (4) caster's face turns
transparent on occasion to reveal the skull beneath; (5) once per day at the judge's discretion, a wall of force bars the caster's
passage for 1d3 rounds.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) corruption; (3)
patron taint (or corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: The caster creates an apple-sized sphere of force that can be hurled as a weapon. It can be hurled immediately or remain
in the wizard's hand for up to one round per caster level. It inflicts 1d6 damage per caster level with a range of 25' per caster
level.
14-17: The wizard forms a floating platform of force energy 3' above the ground. This disk-shaped, 3' diameter platform follows
him at a distance of 5' but can be commanded to move up to 25' away from the wizard's position by thought alone. The platform
can carry up to 100 lbs. per caster level. If circumstances prevent the disk from remaining within range of the caster, the
platform vanishes.
18-19: The caster calls into being a tower shield-sized wall of force at a point within 25'. It grants a +4 AC bonus for 2d6 rounds.
The wall cannot move from where it was called into existence but remains in existence if the caster moves out of range.
20-23: As above, but the spell creates two shield walls. Each also provides protection against magic missiles 50% of the time.
24-27: The caster creates a wall of force 10' square per level in size. The wall cannot move but grants complete protection
against all physical attacks, magic missiles, heat, cold, and lightning. The wall takes the damage inflicted by such attacks. The
wall lasts until 1d6+CL turns have passed or it has absorbed 50 points of damage. The caster cannot attack or cast spells through
the wall.
28-29: The caster creates a wall of force 10' square per level in size. He can form this wall into a spherical or hemispherical
shape up to its maximum size in square feet. The wall cannot move, but grants complete protection against all physical attacks,
magic missiles, heat, cold, and lightning. The wall takes the damage inflicted by such attacks. The wall lasts until 1d6+CL hours
have passed or it has absorbed 100 points of damage. The caster cannot attack or cast spells through the wall.
30-31: The caster creates a wall of force 10' square per level in size. He can form this wall into any shape he can imagine, up to
its maximum size in square feet. The wall cannot move, but grants complete protection against all physical attacks, all spells,
and all dragon breath. The wall lasts until 2d6+CL hours have passed or it has absorbed 150 points of damage. The caster cannot
attack or cast spells through the wall.
32+: The caster creates a wall of force 20' square per level in size. He can form this wall into any shape he can imagine, up to its
maximum size in square feet. The wall can be moved up to 10' per round if the caster concentrates. It grants complete protection
against all physical attacks, all spells, and all dragon breath. The wall lasts until 2d6+CL days have passed or it has absorbed 300
points of damage. The caster may cast spell through the wall at opponents while enjoying its protection.
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Magic Missile
Level: 1

Range: 150' or more

Duration: Instantaneous

Casting Time: 1 action or 1 turn (see below)

Save: None

The caster hurls a magical missile that automatically hits an enemy.
Misfire: Roll 1d6: (1) explosion of missiles sprays in all directions all creatures within 100' [allies and enemies] are hit by 1d4-1 missiles,
each doing 1 point of damage; (2) missiles launch then ricochet back on caster, who is hit by 1d3-1 missiles for 1 point of damage each; (3)
explosion of force energy centered on caster, causing 1d6 damage to caster and all within 10' [DC 10 Ref save for half]; (4) delayed blast no
effect now, but at a random point sometime in the next 24 hours, determined whenever the caster rolls his next 1 on any dice roll [not just a
d20], a single magic missile bolts forth to strike one randomly determined character within 100' for 1d4 damage [strikes the caster if there are
no other targets] if no 1 is rolled in 24 hours, risk passes without damage; (5) caster becomes charged with force energy, such that the next
creature or object he touches suffers a blast damage for 1d6+1 damage to target and 1 point of damage to caster; (6) force energy manifests in
downward direction, burning a hole in the ground under caster ground beneath him rapidly disintegrates to a depth of 1d20 feet, and he sinks
with the falling depth of the ground to find himself at bottom of pit there is no initial falling damage since he "rides" the drop in ground level
but depth of pit may open to lower level of the dungeon [potentially causing damage], and he must now climb out.
Corruption: Roll 1d8: (1-4) caster's hands and forearms change color to match shades of most commonly cast magic missile: 1: electric
yellow, 2: icy blue, 3: acid green, 4: vivid red; (5) pupils and iris vanish while eyes turn a chalky white; (6) fingertips turn translucent and
nearly invisible, appearing ghost-like or as if they were composed of pure force energy; (7) from now on, every time he casts magic missile,
the caster turns invisible for 1d6 rounds; (8) caster gains a permanent force stone that r apidly orbits his head, impacting with any creature that
approaches within 3' to cause searing pain and 1 point of damage every round which, unfortunately, includes allies attempting to heal or those
who fight adjacent to the caster in melee.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) corruption; (3) patron taint (or
corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: The caster throws a single missile that does 1 point of damage. He must have line of sight to the target. The missile never misses,
though it may be blocked by certain magic (e.g., magic shield).
14-17: The caster throws a single missile that does damage equal to 1d4 + caster level. He must have line of sight to the target. The missile
never misses, though it may be blocked by certain magic (e.g., magic shield).
18-19: The caster throws 1d4 missiles that deal damage equal to 1d4 + caster level. All missiles must be aimed at a single target to which the
caster has line of sight. The missiles never miss, though they may be blocked by certain magic (e.g., magic shield).
20-23: The caster throws 1d4+2 missiles that do damage equal to 1d6 + caster level. Each missile can be aimed at a separate target to which
the caster has line of sight. The missiles never miss, though they may be blocked by certain magic (e.g., magic shield).
24-27: The caster throws a single powerful missile that does damage equal to 4d12 + caster level. The missile must be aimed at a single target
to which the caster has line of sight, at a maximum range of 1,000'. The missile never misses, though it may be blocked by certain magic (e.g.,
magic shield).
28-29: The caster throws 1d6+2 missiles that do damage equal to 1d8 + caster level. Each missile can be aimed at a single target at any range,
as long as the caster has line of sight. The missiles never miss, though they may be blocked by certain magic (e.g., magic shield).
30-31: The caster throws 2d6+1 missiles that each do damage equal to 1d8 + caster level. Each missile can be aimed at a separate target. Range
is line of sight, regardless of whether a direct path exists; e.g., the caster may launch a magic missile through a crystal ball or other scrying
device. These missiles have limited ability to defy magic shield and other protections; compare this spell check against the spell check used to
create the magic shield. If the magic missile check is higher, the magic shield has only a 50% chance of absorbing the missiles (roll
individually for each missile). Any missiles that make it through do damage equal to 1d8 + caster level, as noted above.
32+: The caster throws 3d4+2 missiles that each do damage equal to 1d10 + caster level. He may direct these missiles individually as a single
action, or he may direct them all at a single target that is not present or visible, provided he has specific knowledge of that target. In this case,
the caster must have a physical memento of the target (hair, fingernail, vial of blood, etc.) and spend 1 turn concentrating to cast the spell, then
continue concentrating as the missiles seek their target. The missiles seek out this target even if it is concealed or invisible, though they have a
maximum range of 100 miles. The missiles turn, curve, retrace their route, and make every effort to reach the target, although they cannot cross
planes. The missiles can travel up to 10 miles per second provided no obstacles are present, but speed is much lower if, for example, they must
navigate underground caverns. Provided a direct route exists, the missiles strike the target unerringly.
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Magic Shield
Level: 1

Range: Touch

Duration: Varies

Casting Time: 1 action

Save: None

The caster conjures up a magical shield that defends him from opponents.
Misfire: Roll 1d4: (1) caster's shield appears as force burst aimed inward instead of spreading out, causing 1d4 damage as it
explodes against him; (2) shield is accidentally summoned to benefit nearest enemy, granting that enemy a +4 bonus to AC for
1d3 turns; (3) caster accidentally summons shield horizontally below his feet, lifting him up 3" from the ground and causing him
to "slide" on it for next 1d3+1 rounds; this increases his speed by +10' but imposes a -1 penalty to attacks, spell checks, damage,
and AC as he slips and slides haphazardly; (4) caster completely encases himself in a shield that blocks all attacks, damage,
spells, and physical contact between him and the rest of the world, such that he is completely encased in a transparent bubble
which renders him invulnerable to attack but also unable to move or communicate outside the bubble for 1d4 rounds.
Corruption: Roll 1d8: (1-4) minor; (5-7) major; (8) greater.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + misfire; (1-2) corruption; (3+) misfire.
2-11: Lost. Failure.
12-13: The caster conjures a weak shield that provides a +2 bonus to AC for 1d6 rounds.
14-17: The caster conjures a shield that provides a +4 bonus to AC for 2d6 rounds.
18-19: The caster conjures shield that provides a +4 bonus to AC for 1d3 turns. When casting the spell, the caster can apply the
shield to himself or one ally touched.
20-23: The caster conjures a shield that provides a +4 bonus to AC for 1d3 turns. When casting the spell, the caster can apply the
shield to himself or one ally touched. In addition to the AC bonus, the shield also blocks magic missiles automatically (missiles
usually have no effect; see magic missile spell description).
24-27: The caster conjures a shield that protects him or an ally touched. The shield lasts 1d4+1 turns and has three benefits: it
provides a +4 bonus to AC; it blocks magic missiles automatically (see magic missile spell description); and it blocks most
attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 10 points
per attack for the duration of the spell.
28-29: The caster conjures two shields that protect him and one ally touched. Each shield lasts 1d4 hours and has four benefits: it
provides a +4 bonus to AC; it blocks magic missiles automatically (see magic missile spell description); it blocks most attacks
from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 10 points per
attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +2 bonus to any subsequent spell check
made as a counterspell.
30-31: The caster conjures a battalion of magical shields that protect him and his allies. The caster is automatically shielded, as
are all allies within a 10' radius. Each shield lasts 1d4+1 hours and follows the allies even if they leave the caster's side. Each
shield has four benefits: it provides a +6 bonus to AC; it blocks magic missiles automatically (see magic missile spell
description); it blocks most attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other
ranged weapon by 20 points per attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +4
bonus to any subsequent spell check made as a counterspell.
32+: The caster calls forth a globe of shimmering magical energies that protects him and his allies. The caster is automatically
encased in this magical shield, as are all allies within a 10' radius. The shimmering globes last until the next sunrise and follow
the allies even if they leave the caster's side. Each globe has five benefits: it provides a +8 bonus to AC; it blocks magic missiles
automatically (see magic missile spell description); it reduces damage on all attacks against its target by 2 points; it blocks most
attacks from mundane projectiles, reducing damage from any arrow, sling stone, bolt, dart, or other ranged weapon by 20 points
per attack for the duration of the spell; and it provides a benefit in counterspelling equal to a +4 bonus to any subsequent spell
check made as a counterspell.
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Mirror Image
Level: 2

Range: Self or touch

Duration: 1 round or longer

Casting Time: 1 round

Save: Will vs. spell check DC

This spell creates illusionary doubles of the caster, which mimic his actions exactly. They appear in the space directly around him and distract opponents,
who tend to strike the mirror images instead of the caster. More powerful castings can create duplicates of allies or objects. The total number of doubles
the caster can create of himself, allies, or objects cannot exceed his Int score.
Misfire: Roll 1d4: (1) the caster creates a "backward" mirror image of himself, such that the mirror image's left hand carries what the caster holds in his right hand, and so
on, meaning the mirror image [which lasts for 1d6 rounds] is obviously different than the caster; (2) the caster creates 1d6 mirror images, but they're all different people,
not "mirrors" at all, and frankly they have odd habits or strange tics that make them discomforting to be around for their 1d6+1 round duration; (3) the caster generates
1d4+1 extra shadows that dance around his feet, sometimes into the light rather than away from it, lasting the rest of the day; (4) the caster creates a mirror image of
himself that is short and fat, like a funhouse mirror, lasting 1d6 rounds.
Corruption: Roll 1d6: (1-3) major; (4-6) minor.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-3) corruption; (4) patron taint (or corruption if no patron); (5+)
misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: A single mirror image blinks into existence directly adjacent to the caster. It looks exactly like him, and mimics his actions and speech. It must remain within 5' of
the caster at all times. Any creature attempting to attack the caster automatically strikes the mirror image instead, which disappears instantly once hit. An opponent who
concentrates for a full round can make a Will save to distinguish the caster's true self from the mirror image. Ranged attacks (e.g., dragon breath) may cause the mirror
image to vanish and still wound the caster. The mirror image lasts for 1d4 rounds or until dispelled.
16-19: 1d4+1 mirror images blink into existence next to the caster and must remain within 5' of him. They look exactly like him, and mimic his actions and speech. Any
creature attempting to attack the caster automatically strikes a mirror image instead, which disappears instantly once hit. An opponent who concentrates for a full round
can make a Will save to distinguish the caster's true self from the mirror images. Ranged attacks (e.g., dragon breath) may cause the mirror images to vanish and still
wound the caster. The mirror images last for 1d6+1 rounds or until dispelled.
20-21: 1d6+1 mirror images blink into existence next to the caster and must remain within 5' of him. They look exactly like him, and mimic his actions and speech. Any
creature attempting to attack the caster automatically strikes a mirror image instead, which disappears instantly once hit. An opponent who concentrates for a full round
can make a Will save to distinguish the caster's true self from the mirror images. Ranged attacks (e.g., dragon breath) may cause the mirror images to vanish and still
wound the caster. The mirror images last for 1d4 turns or until dispelled.
22-25: The caster can create mirror images of himself or a creature he touches. 1d6+1 mirror images blink into existence next to the target and must remain within 5' of
him. They look exactly like him, and mimic his actions and speech. Any creature attempting to attack the target automatically strikes a mirror image instead, which
disappears instantly once hit. An opponent who concentrates for a full round may make a Will save to distinguish the target's true self from the mirror images. Ranged
attacks (e.g., dragon breath) may cause the mirror images to vanish and still wound the target. The mirror images last for 1d4 turns or until dispelled.
26-29: The caster can create mirror images of himself or a creature he touches. 1d8+1 mirror images blink into existence next to the target and must remain within 5' of
him. They look exactly like him, and mimic his actions and speech. Any creature attempting to attack the target automatically strikes a mirror image instead, which
disappears instantly once hit. An opponent who concentrates for a full round may make a Will save to distinguish the target's true self from the mirror images. Ranged
attacks (e.g., dragon breath) may cause the mirror images to vanish and still wound the target. The mirror images last for 1 hour or until dispelled.
30-31: The caster can create mirror images of any creature or object within 30', provided it is human-sized or smaller. Moreover, he can create different mirror images at
once, such that he could create some duplicates of himself, some of his warrior ally, and some of his other thief ally. He can even mirror inanimate objects, meaning he
could replicate a treasure chest or cause a door to have multiple iterations. The duplicates can still be dispelled with a strike, but using the spell in this manner may delay
or confuse opponents or allow for a bluffing maneuver. Up to 1d10+2 mirror images can be created, and each must remain within 5' of the spell's target. Each mirror
image looks exactly like the spell's target and mimics its actions and speech (if the original target is capable of such things). Any creature attempting to attack the target
automatically strikes a mirror image instead, which disappears instantly once hit. An opponent who concentrates for a full round may make a Will save to distinguish the
target's true self from the mirror images. Ranged attacks (e.g., dragon breath) may cause the mirror images to vanish and still wound the target. The mirror images last for
1 hour or until dispelled.
32-33: The caster can create mirror images of any creature or object within 30', provided it is human-sized or smaller. Moreover, he can create different mirror images at
once, such that he could create some duplicates of himself, some of his warrior ally, and some of his other thief ally. He can even mirror inanimate objects, meaning he
could replicate a treasure chest or cause a door to have multiple iterations. The duplicates can still be dispelled with a strike, but using the spell in this manner may delay
or confuse opponents or allow for a bluffing maneuver. Up to 1d12+4 mirror images can be created, and each must remain within 5' of the spell's target. Each mirror
image looks exactly like the spell's target, and mimic its actions and speech (if the original target is capable of such things). Any creature attempting to attack the target
automatically strikes a mirror image instead, which disappears instantly once hit. An opponent who concentrates for a full round may make a Will save to distinguish the
target's true self from the mirror images. Ranged attacks (e.g., dragon breath) may cause the mirror images to vanish and still wound the target. The mirror images last for
1 hour or until dispelled. Additionally, if the caster replicates himself and then concentrates, he can send his doubles to perform illusionary assignments. The doubles can
move up to 50' away from the caster and move or talk. They cannot physically interact with objects (e.g., open a door) or cause actual damage, but they can feign an attack
and sow confusion.
34+: The caster can create mirror images of any creature or object within 30', provided it is human-sized or smaller. Moreover, he can create different mirror images at
once, such that he could create some duplicates of himself, some of his warrior ally, and some of his other thief ally. He can even mirror inanimate objects, meaning he
could replicate a treasure chest, or cause a door to have multiple iterations. The duplicates can still be dispelled with a strike, but using the spell in this manner may delay
or confuse opponents, or allow for a bluffing maneuver. The caster can create a number of mirror images equal to his Int score, and each must remain within 5' of the
spell's target. Each mirror image looks exactly like the spell's target, and mimics its actions and speech (if the original target is capable of such things). Any creature
attempting to attack the target automatically strikes a mirror image instead, which disappears instantly once hit. An opponent who concentrates for a full round may make
a Will save to distinguish the target's true self from the mirror images. Ranged attacks (e.g., dragon breath) may cause the mirror images to vanish and still wound the
target. The mirror images last for 1 day or until dispelled. Additionally, if the caster replicates himself and then concentrates, he can send his doubles to perform
illusionary assignments. The doubles can move up to 50' away from the caster and move or talk. They cannot physically interact with objects (e.g., open a door) or cause
actual damage, but they can feign an attack and sow confusion.
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Scorching Ray
Level: 2

Range: 80'

Duration: Instantaneous

Casting Time: 1 action

Save: Ref partial (see below)

The caster summons the flames of Hell to immolate his foes.
Misfire: Roll 1d4: (1) caster explodes a ball of fire centered on himself, causing 1d6 damage and burning up all flammable objects on his
person; (2) caster sends forth an errant ray of fire that causes 1d6 damage to one randomly determined ally within 30'; (3) caster lights the
nearest ally on fire briefly for 1d4 damage; (4) caster inadvertently reverses the spell, summoning a wave of chilling cold that automatically
extinguishes all flames within 100' of him.
Corruption: Roll 1d10: (1) all hair on the caster's head is permanently burned off [including eyebrows and facial hair]; (2) the caster's hands
and arms are blackened, as if they had been charred and burned; (3) the caster's skin is permanently sunburned, causing discomfort and pain
when he wears armor or rough fabrics; (4) the caster's face is caught in a burst of flame, melting his flesh into a horribly grotesque appearance;
(6) the caster develops an extreme sensitivity to heat, automatically taking an extra +1 damage on all dice related to fire damage from now on;
(7) greater; (8) major; (9) minor.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) corruption; (3) patron taint (or
corruption if no patron); (4+) misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: One target takes 1d6 + caster level damage. Additionally, it must make a Reflex save vs. spell check or catch fire. Each round thereafter
it suffers an additional 1d6 damage until it succeeds on a DC 15 Reflex save to extinguish the fire. Flammable objects on the target (e.g.,
scrolls or tomes) have a 75% chance of catching fire unless protected.
16-19: One target takes 1d8 + caster level damage. Additionally, it must make a DC 15 Reflex save or catch fire. Each round thereafter it
suffers an additional 1d6 damage until it succeeds on a DC 15 Reflex save to extinguish the fire. Flammable objects on the target (e.g., scrolls
or tomes) have a 75% chance of catching fire unless protected.
20-21: The caster can launch two rays, at the same target or at two targets. Each ray does 1d10 + caster level damage. Additionally, each target
must make a DC 15 Reflex save or catch fire. Each round thereafter the target suffers an additional 1d6 damage until it succeeds on a DC 15
Reflex save to extinguish the fire. Flammable objects on the target (e.g., scrolls or tomes) have a 75% chance of catching fire unless protected.
22-25: The caster can launch three rays, at the same target or different targets. Each ray does 1d12 + caster level damage. Additionally, each
target must make a DC 15 Reflex save or catch fire. Each round thereafter the target suffers an additional 1d6 damage until it succeeds on a
DC 15 Reflex save to extinguish the fire. Flammable objects on the target (e.g., scrolls or tomes) have a 75% chance of catching fire unless
protected.
26-29: The caster sends forth a fanning wave of flames. The attack is shaped like a cone, centered on the caster and expanding to a width of 40'
at its farthest end 80' away. All targets within the cone take 1d12 + caster level damage. Additionally, each target must make a DC 15 Reflex
save or catch fire. Each round thereafter the target suffers an additional 1d6 damage until it succeeds on a DC 15 Reflex save to extinguish the
fire. Flammable objects on the target (e.g., scrolls or tomes) have a 75% chance of catching fire unless protected.
30-31: The caster detonates a blast of fire centered on himself. He suffers no damage, but all targets within 20' are automatically immolated for
1d12 points of damage. In addition, the blast sends out up to a dozen jets of flame, each 80' long and aimed at a single target. Each jet does
1d20 + caster level damage and automatically catches the target on fire for an additional 1d6 damage each round until the target makes a DC
15 Reflex save. Flammable objects on the target (e.g., scrolls or tomes) automatically catch fire. No target can be damaged by more than one
jet of flame.
32-33: The caster detonates a blast of fire centered on himself. He suffers no damage, but all targets within 30' are automatically immolated for
1d20 points of damage. In addition, the blast sends out up to a dozen jets of flame, each 80' long and aimed at a single target. Each jet does
1d20 + caster level damage and automatically catches the target on fire for an additional 1d8 damage each round until the target makes a DC
15 Reflex save. Flammable objects on the target (e.g., scrolls or tomes) automatically catch fire. No target can be damaged by more than one
jet of flame.
34+: The caster summons a jet of magma and flame from the earth's core, which explodes upward from his feet then blasts out at his enemies.
He can direct a scorching ray of flame at any target he can see, to a range of 1,000'. The amount of damage done by each ray depends on how
much the caster must dilute the pure magma of the earth's core. A single target takes 6d20+CL damage; 2-5 targets each take 4d20+CL
damage; 6-10 targets each take 3d12+CL damage; 11-30 targets each take 1d20+CL damage; 31-50 targets each take 1d12+CL damage;
51-100 targets each take 1d8 damage; and 101 or more targets each take 1d6 damage. Every target must succeed on a DC 15 Reflex save or
catch fire, suffering an additional 1d6 damage every round thereafter until they again succeed on a DC 15 Reflex save.
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Spider Web
Level: 2

Range: Varies

Duration: Varies

Casting Time: 1 action

Save: Varies (see below)

The caster creates a sticky spider web with which to entangle his foes. Unless objects are trapped by the web, it is difficult to see, effectively
invisible unless someone is searching for it. A creature that touches the web is held fast, able to escape only by a DC 20 Strength or Agility
check. The web can be burned off (possibly wounding captured creatures) or hacked through with a very sharp blade by a creature not already
caught (AC 16, 5 hp to free one creature). A dull blade or blunt object will simply become entangled; even a strike with an exceptionally sharp
blade has a 25% chance of entangling the weapon. Melee attacks aimed at the creatures held by the web run a 10% risk per attack of
entangling the attacker.
Misfire: Roll 1d4: (1) globular mass of webbing plops from the caster's hand and explodes at his feet, entangling him and everything within 10' of him for 1d6
minutes [DC 20 Strength or Agility to escape]; (2) the caster inadvertently summons not a spider web but instead the poisonous spider that lives in it, which
immediately attacks him before scurrying away 1d4+1 rounds later [Atk bite +3 melee, dmg 1d3 + poison [DC 20 Fort or 2d4 Stamina], AC 8, HP 6]; (3) the
demon queen of the spider pits tires of her servants being misused by mortals and takes notice of the caster, who finds himself beset by arachnid opponents at
all turns -judge's discretion - for the next 1d7+1 days these spiders, both mundane and demonic, attack exclusively the caster and clearly seek to punish him;
(4) the caster misfires a jet of spider web into the sky, which descends in clumpy strands; all creatures within 25' [including the caster] must make a DC 10 Ref
save or be entangled in a small bit of web, which causes a -2 penalty to all actions for 1d4 rounds as the target untangles himself.
Corruption: Roll 1d6: (1) cobwebs form permanently between the caster's fingers; (2) as the caster speaks, a dribble of webby mass forms at the corners of his
mouth; (3) the caster's hair becomes sticky like a web, and small objects [leaves, twigs, dust, bird feathers, etc.] are constantly becoming stuck; (4) caster
grows six extra eyes, like those of a spider, at the crown of his head; (5) caster's mouth forms fangs like those of a spider; (6) caster's skin emits an oily,
friction-resistant residue, which makes him immune to tangling in spider webs [both magical or mundane] but also gives him a 10% chance of slipping off any
rope, ledge, wall, or other climbing surface that relies on friction for success; (7) minor, (8) major.

Spell Results
1: Lost, failure, and worse! Roll 1d6 modified by Luck: (0 or less) corruption + patron taint + misfire; (1-2) corruption; (3) patron taint (or corruption if no
patron); (4+) misfire.
2-11: Lost. Failure.
12-13: Failure, but spell is not lost.
14-15: The caster weaves a spider web up to 10' in diameter. It can be placed in any static location (such as a door frame or hallway) touched. The web lasts
for 1d6 hours before dissolving.
16-19: The caster weaves a spider web up to 20' in diameter. It can be placed in any static location (such as a door frame or hallway) touched. The web lasts
for 1d6 hours before dissolving.
20-21: The caster weaves a spider web up to 30' in diameter. It can be placed in any static location (such as a door frame or hallway) touched. The web lasts
for 1d6 days before dissolving.
22-25: The caster weaves a spider web up to 30' in diameter. The web lasts for 1d6 days before dissolving. The caster can place the web in a static location or
fling the web a distance of up to 50'. If aimed at a living creature or small target, the caster must make a normal missile fire attack roll against the target,
though he receive a +6 bonus to reflect the fact that the web need only touch the target not pierce its armor. A miss means the web lands 1d30' away in a
random direction, still potentially capturing the target.
26-29: The caster weaves a spider web with a shape he can manipulate within a total mass of roughly 30' x 30' x 1'. For example, the caster could create a
spidery rope 900' long or a rectangular web 10' x 90' that runs the length of a corridor floor. The web lasts for 2d6+CL days before dissolving. The caster can
place the web in a static location or fling the web a distance of up to 200'. If aimed at a living creature or small target, the caster must make a normal missile
fire attack roll against the target, though he receives a +6 bonus to reflect the fact that the web need only touch the target not pierce its armor. A miss means the
web lands 1d30' away in a random direction, still potentially capturing the target.
30-31: The caster weaves up to three spider webs with shapes he can manipulate within a total mass of roughly 30' x 30' x 1'. For example, the caster could
create a spidery rope 900' long, or a rectangular web 10' x 90' that runs the length of a corridor floor, or a single "personal" web 5'x5' designed to target one
creature. Each web lasts for 2d6+CL days before dissolving. The caster can place a web in a static location or fling a web a distance of up to 200'. The caster
can aim all three webs at living targets in the round of casting if he wishes. If aimed at a living creature or small target, the caster must make a normal missile
fire attack roll against the target, though he receives a +8 bonus to reflect the fact that the web need only touch the target not pierce its armor. A miss means the
web lands 1d30' away in a random direction, still potentially capturing the target.
32-33: The caster weaves up to three spider webs with shapes he can manipulate within a total mass of roughly 30' x 30' x 1'. For example, the caster could
create a spidery rope 900' long, or a rectangular web 10' x 90' that runs the length of a corridor floor, or a single "personal" web 5'x5' designed to target one
creature. Each web lasts for 1d6+CL months before dissolving. The caster can place a web in a static location or fling a web a distance of up to 200'. The caster
can aim all three webs at living targets in the round of casting if he wishes. If aimed at a living creature or small target, the caster must make a normal missile
fire attack roll against the target, though he receives a +8 bonus to reflect the fact that the web need only touch the target not pierce its armor. A miss means the
web lands 1d30' away in a random direction, still potentially capturing the target.
34+: The caster can fill an enormous space with sticky cobwebs. The space can be up to a mile in diameter: the interior of a castle, the entire span of a
battlefield, or the ceiling of a vast cavern. Alternately, the caster can choose to make the webbed space quite small and can restrict it to up to 10 human-shaped
targets if he wishes. If the space covered is large, the caster can sculpt the mass of webbing to a general threedimensional shape, but he does not have the
control to individually exclude "holes" within the space (i.e., if he casts over a battlefield he can choose a rectangular shape, circular shape, oval shape, etc.,
but entangles all creatures inside the web). The webbing is particularly dense and can only be escaped with a DC 25 Strength or Agility check. It is also
fire-resistant, with a 25% chance to resist new fires or extinguish existing fires each round. The webbing is permanent in duration until destroyed or magically
dispelled.
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