
1: Conceptualization
The rst step is always to have 
an idea of the character you 
want to play. This can involve 
any or all of: general skills 
or profession, innate capabili-
ties, special qualities or talents, 
race, or special capabilities 
(such as spellcasting). The more 
you have in mind to start with, 
the easier it will be to gure out 
how to describe the character 
with the rules. 

Be forewarned that there are 
two situations in which the 
rules may not be able to match 
your concept. The rst is when 
your character concept is more 
powerful than a starting char-
acter. In that case, simply 
recast your original concept as 
a goal, and make a less-compe-
tent version to play initially.

The second problem arises 
when you have a very specic 
vision for unusual magical abil-
ities. If you can’t model them 
with these rules, you need to 
talk to the SG – there’s a good 
chance that your idea doesn’t 
t the world, either, and you’ll 

either need to nd a reason for an exception 
to be made for the character, or nd a compro-
mise, or change the character concept.

2: Characteristics
The eight characteristics are Intelligence (Int), 
Perception (Per), Strength (Str), Stamina (Sta), 
Presence (Pre), Communication (Com), Dexter-
ity (Dex), and Quickness (Qui). The pairs are 
Int & Per, Str & Sta, Pre & Com, and Dex & 
Qui.

Intelligence is the most important characteris-
tic for wizardly spellcasters. Perception fullls 
a similar role for priests, but is not quite as 
important. Both will also do well to have high 
Communication, and Priests can use lots of 
Presence while wizards need some Dexterity 
and some Stamina. Rogues should have 
high Dexterity and Perception, and 

Ars Fantasia
A system, based on Ars Magica, for use with most fantasy settings

These rules assume as a basis Ars Magica, 4th Edition. You will need a copy of that book (though a copy of Ars Magica, 3rd Edition, should sufce) in order to make 
complete sense of these rules. The combat skills are based on 4th Edition, while the Passions are based on 3rd; most everything else is close enough between the 
two as to make no signicant difference. Also, you will need a copy of either the Advanced Dungeons & Dragons, 2nd Edition, Player’s Handbook or the Dungeons 
& Dragons, Third Edition, Player’s Handbook, principally for spell and equipment lists.

Throughout these rules, sidebars like this will point up specic techniques for matching the system more closely to AD&D, 2nd Edition, and/or D&D, Third Edition).

Characteristics
If you are coming to this from D&D, Str and 
Int are roughly equivalent to Strength and Intelli-
gence, respectively. Sta is essentially the same as 
Constitution, and Pre is very close to Charisma, 
encompassing both appearance and behavior. Dex 
encompasses hand-eye coordination and ne motor 
control, while Qui is reaction time and bodily speed 
– together they are equivalent to Dexterity. Comm 
is exactly what the name suggests, and is part of 
Charisma in D&D. Per is a combination of the abil-
ity to notice things and intuition. 

Character Generation Summary
Step One: Conceptualization
Step Two: Characteristics

Roll the difference of 2d10 four times. Divide each of these rolls 
however you desire between each of the Characteristic pairs: Intel-
ligence-Perception, Strength-Stamina, Presence-Communication, 
Dexterity-Quickness. No score may be greater than +5 or less than 
-5.  Then assign a Specialization to each non-zero Characteristic.

Step Three: Virtues and Flaws
All characters start with 10 points to spend on Virtues. Up to 10 
Points of Flaws may be taken, each of which garners another point 
to spend on Virtues.

Step Four: Abilities
All characters start with (300 + age) experience points to spend on 
abilities. You may not take Academic Skills; Arcane Talents, Skills, 
or Knowledges; Divine Talents; Exceptional Talents, Skills, or 
Knowledges; Formal Knowledges; Racial Talents or Skills; Psionic 
Talents or Skills; or Spellcasting Knowledges unless you have an 
appropriate Virtue.  All Abilities should also have a Specialization.

Step Five: Passions
You must spend at least 5 points on at least two Passions of your 
choice.

Step Six: Calculated Attributes
Beginning characters normally start with Condence 3, Size 0, and 
6 each Body and Fatigue levels. Adjust these as needed for Virtues 
& Flaws. If you have taken an appropriate Virtue, you start with 
True Faith 1, Purity 2, and/or Insight 2.  Also record any Reputa-
tions.

Step Seven: Finishing Touches
Determine your character’s equipment and calculate Encumbrance 
and combat totals.  Determine any Personality Traits, and appear-
ance, background, and history.
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Quickness if they’re the burgling sort or Pres-
ence if they’re the swindling sort. Warriors 
need strong Stamina, Dexterity, and Quick-
ness, and high Strength will always come in 
handy. Bards need Presence & Communication 
principally, but Dexterity and Perception are 
almost as important. Psionics utilize Intelli-
gence and Perception about equally, and need 
Stamina to have any staying power.

There are two ways you can generate charac-
teristics. The rst is to roll the difference of 
2d10 (generating a number from -9 to +9) four 
times. If the total of all four rolls is less than 
0, you may reroll them all. Then assign one 
of the results to each of the pairs, as you 
desire. The sum of the two characteristics in 
that pair must equal that result, and neither 
may be greater than +5 or less than -5. The 
other method involves spending points. Use 
the Skill Point Costs chart to purchase your 
characteristics. You start out with 7 points to 
spend and can get more by taking equivalent 
negative points. Again, no characteristic may 
be greater than +5 or less than -5.

3: Virtues and Flaws
Ever character starts with 10 points 
to spend on Virtues. You may take 
up to 10 points of Flaws, and for 
every point of Flaws you take, you 
may take another point of Virtues.

All of the following Virtues and 
Flaws appear in Ars Magica, 4th 
ed., unless otherwise noted. Those 
marked with a † are found in the 
Wizard’s Grimoire, Revised; those 
marked with a # appear in Hidden 
Paths: Shamans; those marked with 
an * are altered or new, and are 
detailed following the listings. Addi-
tionally, some Virtues and Flaws 
have had their category or value 
changed. If category is the only 
change, they are not marked, and no 
further comments are given. If the 
value is changed, the old value is 
listed in parentheses after the name.

Arcane Virtues and Flaws are only of 
use if you are an arcane spellcaster. 
Faith Virtues and Flaws are only of 
use if you have True Faith. Divine 
Virtues and Flaws are only of use if 
you are a divine spellcaster. Psychic 
Virtues and Flaws are only of use if 
you have psionic ability. Ascetic Vir-
tues and Flaws are only of use if you 
have Purity. Attribute Virtues and 
Flaws all deal directly with other 
character attributes (characteristics 
and abilities) – most grant access to 
Exceptional Abilities.

Changed Virtues and Flaws

All Virtues that grant access to an Ability grant 
an initial score of only 0, not 1 as stated in 
Ars Magica 4.

+3
True Faith: You have true faith in a god, grant-
ing you the “granted abilities” commonly asso-
ciated with devout priests of the deity, and 
also the ability to call upon the deity for Mira-
cles. You can also use your Faith to channel 
other, less pure faith, thus drawing on the 

Variable Virtues
Chosen by Familiar †
Cyclic Magic
Magical Afnity
Method Caster

+1 Virtues
Adept Student
Deft Art
Extra Spells
Faerie Magic
Fast Caster
Free Study
Inventive Genius
Magic Item Creation *
Mastered Spells
Secret Vis Source
Special Circumstances
Strong Writer

+2 Virtues
Cautious Sorcerer
Quick Mastery †
Quiet Magic
Side Effect
Student of Faerie
Study Bonus †
Subtle Magic

+3 Virtues
Enduring Magic
Form Specialist *
Harnessed Magic †
Life Boost †
Life-linked Spontaneous Magic
Magical Memory †
Wild Magic *

+5 Virtues
Elementalist
Silent Magic
Technique Specialist *

+6 Virtues
Flawless Magic †

Variable Flaws
Cyclic Magic
Deleterious Circumstances

Magical Deciency
Poor Formulaic Magic

-1 Flaws
Creative Block
Disjointed Magic
Flawed Parma Magica
Incompatible Arts
Incomprehensible
Loose Magic
Necessary Condition
No Familiar
Poor Reader
Poor Student
Twilight Points
Unimaginative Learner
Warped Magic
Weak Writer
Weird Magic †

-2 Flaws
Binding Sigil †
Clumsy Magic
Lack of Control
Limited Magic Resistance *
Required Spell Foci*
Rigid Magic
Short-Lived Magic
Slow Caster
Stingy Master *
Weak Magic

-3 Flaws
Magic Addiction
Painful Magic
Study Requirement
Weak Parma Magica
Twilight Prone †

-4 Flaws
Chaotic Magic
Unpredictable Magic
Waster of Vis †

-6 Flaws
Non-spontaneity
Personal Magic
Unstructured Caster

Arcane Virtues and Flaws

Comparing Characteristics
There are two ways of looking at your Character-
istics.  Compared to D&D, the Ars Fantasia score 
is equivalent to the Ability Modier in Dungeons & 
Dragons, Third Edition, or half the difference from 
11 in Advanced Dungeons & Dragons, 2nd Edition.  
If you want a “real world” comparison, think of each 
point as being a standard deviation.  So roughly a 
third of people would have a 0 in any Character-
istic, a third would have a ±1, and a third would 
have ±2 or greater, with ever-decreasing numbers 
as the score got more extreme.  Most of the true 
“greats” of our time would only have a +3 in rele-
vant characteristics, and those with a +4 or greater 
are recorded in the history books.
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combined might of entire congregations. You 
start the game with one point in True Faith, 
which should be renamed to reect the divin-
ity. You may also take Faith Virtues & Flaws. 
Appropriate for Priests and Paladins.

+5
Purity: You strive to live according to the ideals 
of asceticism, and due to this striving, you 
have a Purity score. You start with two points 
of Purity. You may take Ascetic Virtues & 
Flaws. Appropriate for Monks and Druids.

New Virtues and Flaws

Variable Virtues
Alien Mind: You have a very different mind, and 
it is therefore harder for others to psionically 
affect you. For every point in this Virtue, add 
10 to your Psychic Resistance against mem-
bers of other species. You also have the Alter 
Mind Exceptional Talent at the same score as 
this Psychic Resistance. If you have not gained 
the ability to contact other species’ minds, this 
Virtue has a cost of 0. Typical costs: Avian: +2; 
Reptilian: +3; Piscene: +4; Illithid: +5; Insec-
toid: +6; Plant: +10; Non-sentient animal: addi-
tional +1.

Enduring: You have more than the 
usual number of Fatigue Levels. 
This Virtue costs one point per extra 
Winded Fatigue Level.

Exceptional Characteristic: One 
characteristic of your choice is 
improved by half as many points as 
you spend on this Virtue.

Hardy Body: You have more than 
the usual number of Body Levels. 
This Virtue costs one point per extra 
Hurt Body Level.

Long-Lived: You age much more 
slowly than a human, and can 
expect to live for hundreds of years 

if you avoid adversity. This Virtue costs 1 point 
for each doubling of life-expectancy.

Minor Spell-Like Ability: You have an ability 
similar to any one spell of your choice. This 
ability is treated just like the spell in question, 
except that you use Condence + (the better 
of Intelligence or Stamina) as the caster level. 
Divide the level of the spell by 10, and then 
multiply by the number of times per day you 
can use it, and that is the cost of this Virtue.

Natural Armor: You have scales, very thick 
hide, bony plates, a shell, or some other skin 
that provides armor-like protection naturally. 
The cost of this Virtue is equal to half the 
additional Soak the armor grants.

+1 Virtues
Armed Touch: You can use a melee weapon 
attack to convey any power with a normal 
range of Touch. Likewise, you can bypass 
armor for Touch attacks.

Armored Caster: You have practiced wielding 
magical energies while armored.  Recalculate 
your Encumbrance without including armor, 
and use this total for all spellcasting rolls.

Endurance: You have the Exceptional Talent 
of Endurance, which is added to your Fatigue 
total.

+1 Virtues
Lightning Feet
Nature Sense
Nature’s Step
Preternatural Awareness
Slow Fall
Stunning Touch
Weapon Touch

+2 Virtues
A Thousand Faces
Inner Strength
Lightning Hands
Penetrating Strike
Purity of Body
Tongue of the Sun and the 
Moon

Wholeness of Body

+3 Virtues
Endurance of the Ox
Ki Strike
Step of the Ghost
Timeless Body
Venom Immunity

+4 Virtues
A Thousand Bodies
Spiderclimb

+5 Virtues
Quivering Palm
Stride of the Ghost

-3 Flaw
Questioning Nature

Ascetic Virtues and Flaws
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Social Class
One entire category of Virtue & Flaw has been all but removed in the creation of these rules: Companion Social Class.  This was done for two reasons.  First of 
all, in a typical D&D-style game, social class is a relatively unimportant thing – certainly not of the import that it has in Medieval Europe (Mythic or otherwise).  
Earned reputations (which the game already addresses) are typically the only powerful social attributes of a character, and the character who makes good despite 
a less-than-noble origin is a standard trope.  Social class as a game statistic would just get in the way.

Secondly, when social class is relevant, it is likely to be very setting-specic.  These rules are already likely to require some changes for any given setting, but it 
seems pointless to include an element that will almost never be usable as written.  If you just want examples or guidelines, the existing Virtues & Flaws in Ars 
Magica should be more than sufcient.

Finally, the few social class-like Virtues & Flaws that are included may even need changing, if your setting is markedly different from high-fantasy norms.  The 
likely targets are: Black Sheep, Branded Criminal, Guild Member, Heir, Indentured Servant, Infamous Family, Infamous Outlaw, Lesser Noble, Major Guild Member, 
Minor Guild Member, Outcast , Outlaw Leader, Outsider, Petty Merchant, Poor, Prestigious Family, Prosperous Peasant, Troupe Upbringing, Wealthy Merchant, 



Fleet of Foot: You are quicker on your feet.  
Double your Quickness for calculating all 
movement rates.

Free Study (psionic): 

Good Sense of Smell: Your nose is more sensi-
tive than most.  You get a +3 to all rolls involv-
ing smell.

Improved Dodge: You double your Quickness 
for purposes of calculating dodges, provided 
your Encumbrance is zero.

Lay on Hands: You can heal others with your 
touch. You may cure a maximum of as many 
Wound Levels per day as your Faith score, 
distributed however you wish.

Lightning Feet: You have harnessed your inner 
power to run much more quickly.  Double all 
calculated movement rates, except for a walk, 

even if already increased by Fleet of Foot. 

Your speed drops back to normal if 
you are encumbered.

Magic Item Creation: You have an 
Exceptional Talent of the same 
name, which is added to all Lab 
totals for creating magical items.

Mastered Prayers: You have 10 
Experience Points to use in Master-
ing Prayers.

Nature Sense: You are in tune with 
the natural world in a way that 
transcends simple knowledge.  You 
may perfectly identify plants and 
animals, including whether or not 
they are poisonous or edible, and 
know when water is safe.  You do 
not need to have prior knowledge of 
the creature in question.

Nature’s Step: You virtually do not 
leave signs of your passing when 
in natural surroundings. Mundane 
tracking attempts are impossible, 

and magical techniques suffer a +30 penalty 
to the difculty.  You also are unimpeded (and 
unharmed) by mundane plants, such as briars, 
thorns, or nettles.

Night Vision: Much like a cat, you can see 
perfectly well in very low light. Your vision is 
not impaired except in complete darkness – 
underground, in a well-sealed building, or on a 
completely overcast night.

Open Mind: Your Convergence score doesn’t 
limit your ability to merge with other psionics 
– treat it as the same as the highest score in 
the group.

Pack Mule: You know how to carry a load 
efciently. Halve all Loads except from armor 
when calculating your Encumbrance.

Pack Rat: You tend to accumulate small inex-
pensive objects.  Anytime a situation comes 
up where a minor mundane object (under 1# 

and 1 gold in value) is needed, there is a good 
chance that you happen to have one (or maybe 
even a couple).  Finding an item useful for the 
task requires a Condence + Simple die roll of 
6+; nding a specic item requires a 9+.

Partial Animal Form: You have the ability to 
take a form that is a mixture of your two forms, 
such as remaining mostly human while grow-
ing claws. You must have Will Over Form to 
take this Virtue.

Preternatural Awareness: Add your Purity score 
to all defense totals, even when caught 
unawares.

Resourceful Fighter: In your hands, anything is 
a potential weapon.  You may use your Brawl-
ing skill, with no penalties, no matter what 
you are holding.  If you are holding an actual 
weapon, you may use the weapon’s value for 
either Defense or Damage, changing it each 
round, but calculate all other values (Initiative, 
etc.) as though you were using a bare hand.

Slow Fall: You have the Exceptional Skill of 
Slow Fall.

Species Enemy: You have a Racial Species 
Enemy, against whom you are particularly 
good at ghting.  You have the Racial Skill of 
Species Enemy.

Stonecunning: You have the Racial Skill of 
Stonecunning.

Strong Blow: You double your Strength for pur-
poses of damage done in combat.

Stunning Touch: You can incapacitate someone 
with but a touch.  On a successful strike, you 
roll your Purity vs. their Stamina, and if you 
succeed they are unable to act for as many 
rounds as your Purity score.  You may use this 
ability as many times per day as your Purity 
score.

Toughness: You have the Exceptional Talent of 
Toughness, which is added to your Soak total.
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Variable Virtues
Exceptional Characteristic *
Knack

+1 Virtues
Animal Ken *
Arcane Lore
Cautious with [ability]
Contortions *
Direction Sense *
Empathy *
Endurance *
Faerie Sight †*
Healer *
Magic Sensitivity *
Mimicry *
Premonitions *
Read Lips *
Second Sight *
Species Enemy *
Stonecunning *
Toughness *
Underground Navigation *
Veteran *
Weather Sense *

+2 Virtues
Bane Maker †*
Charm Maker †*
Chosen Enemy *
Dreamer #*
Enchanting Music *
Evasion *
Highly Trained (+3)
Jack-of-All-Trades
Visions *
Weapon Expertise *
Will Over Form *

+3 Virtues
Fast Learner *
Hidden Strike *

+4 Virtues
Divination *
Entrancement *
Minor Devotion *

+5 Virtues
Magical Music †*
Minor Spellcaster *

Variable Flaws
Poor Characteristic *

Attribute Virtues and Flaws



Underground Navigation: You have the Excep-
tional Talent of Underground Navigation.

Variable Animal Form: Your animal form 
needn’t always look the same, and you can 
choose your features each time you shift. You 
must have Will Over Form to take this Virtue.

Weapon Touch: You have trained to the point 
where your bare hands (or feet, or other body 
parts) are tough enough to use in place of regu-
lar weapons.  You do not suffer any penalties 
for performing a martial action when unarmed.

+2 Virtues
A Thousand Faces: You have achieved supreme 
control of your body, and may alter your 
appearance at will.  You look like any person 
of the same body plan (number and location of 
limbs), up to one Size different from yourself.

Alter Mind: You have the Alter Mind Excep-
tional Talent.

Aptitude for Spellcasting: You have an aptitude 
for magic, but have never exploited it. With 
proper training you could probably become a 
competent hedge wizard, or perhaps even a 
true sorcerer. You may or may not be aware 
of this aptitude. You may take Arcane Virtues 
& Flaws.

Chosen Enemy: You have the Exceptional Skill 
of Chosen Enemy with one sort of creature.

Combat Psionic: You are adept at maintaining 
control of your powers. You do not need to 
make a Concentration check when hurt, and 
do not apply Wound Level penalties to Psionic 
Power rolls.

Divine Armor: Add your Faith score to all 
defense totals, even when you are not aware of 

the attack, and to all resistance rolls 
against magical attacks.

Divine Strike: As many times per 
day as you have Faith points, you 
may add 10x your Faith score to an 
attack roll.

Evasion: You have the Exceptional 
Skill of Evasion. Not only does this 
improve your ability to dodge physi-
cal attacks, but you can use your 
Evasion Skill to dodge any super-
natural effect that is not targeted 
specically on you.

Great Blow: In melee combat, you 
double the damage done due to both 
Strength and the weapon.

Improved Unarmed Strike: You are 
adept at ghting unarmed. When 
ghting unarmed, you may strike for 
lethal damage, causing damage in 
Wound levels, rather than Fatigue 
levels.  You may still do non-lethal 
damage, if you wish.

Infravision: You can see heat. All but the stron-
gest heat sources will be obscured by visible 
light when it is available, but in darkness you 
can often still see. Even in otherwise-cold areas 
(such as an empty cave), you may be able to 
see by your own reected body heat.

Inner Strength: Once per day, you may gather 
your energies to perform incredible feats of 
strength or resist powerful forces.  Add your 
Purity to your Strength or Stamina for one 
action.

Lightning Hands: You have learned to make 
lightning-quick strikes, enabling you to act 
more often than others.  For every 5 full points 
of Purity, you may make one extra attack or 
defense roll in a round.  Furthermore, you may 
take these extra actions during the Movement 
or Missiles phases of the round.

Minor Guild Member: You are a member of a 
minor guild or organization of some sort. It is 
probably local, but might be widespread but 
with very little inuence.

Multiple Forms: You can shapeshift into more 
than one alternate form. You must have the +4 
Virtue Shapeshifter to take this Virtue.

Penetrating Strike: Your understanding of the 
body is such that you can damage it even when 
it is protected.  You ignore the Protection from 
armor when using this ability, but may only 
use it as many times per day as your Purity 
score.

Psychic Circuits: You have the unusual ability 
to Imbue and Store in living creatures. To do 
so, you must rst create a work of body art 
(tattooing, branding, scarring, body painting, 
piercing, etc.) on the target. It is this that is 
actually Imbued or used for Storage. If it is 
non-permanent (body painting), you may not 
Imbue, and any Storage lasts only as long as 
the art.

Variable Virtues
Cyclic Magic
Magical Afnity
Method Caster

+1 Virtues
Adept Student
Deft Realm
Mastered Prayers *
Special Circumstances

+2 Virtues
Cautious Sorcerer
Quick Mastery †
Quiet Magic
Side Effect
Subtle Magic

+3 Virtues
Devotional Memory *
Enduring Magic
Harnessed Magic †

+5 Virtues
Silent Magic

+6 Virtues
Flawless Magic †

Variable Flaws
Cyclic Magic
Deleterious Circumstances

Magical Deciency
Poor Formulaic Magic

-1 Flaws
Disjointed Magic
Loose Magic
Necessary Condition
Warped Magic
Weird Magic †

-2 Flaws
Clumsy Magic
Lack of Control
Rigid Magic
Short-Lived Magic
Slow Caster
Stingy Master *
Weak Magic

-3 Flaws
Magic Addiction
Painful Magic

-4 Flaws
Chaotic Magic
Necessary Focus *
Unpredictable Magic

-6 Flaws
Personal Magic
Unstructured Caster

Divine Virtues and Flaws
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Purity of Body: You are immune to all non-
magical diseases.

Tongue of the Sun and the Moon: You may 
speak with any living creature. 

Turn Undead: You can draw upon your Faith 
to banish or even destroy undead and other 
supernatural minions of evil. If 10x your Faith 
score, plus a stress die, is greater than the 
Might of the undead, it will ee. If you exceed 
double its Might, it is destroyed outright.

Weapon Expertise: You have the Exceptional 
Skill of Weapon Expertise with a specic type 
of weapon.

Wholeness of Body: You can heal yourself mys-
tically.  You may cure as many Wound levels 
of damage each day as your Purity score.  You 
may distribute these however you wish.

+3 Virtues
Delayed Thought: You can activate a psionic 
power in one round, and have it actually take 
effect later – up to as many rounds as your 
Insight. Telepathy and Clairsentience powers 
do not work if you are rendered unconscious in 
the mean time.

Devotional Memory: As Magical Memory, but for 
Divine spellcasters.

Endurance of the Ox: You are no 
longer easily fatigued.  You may add 
your Purity score to all Fatigue rolls, 
and will never drop to Unconscious 
due to mundane activities.

Form Specialist: You are a specialist 
in one of the Arcane Forms. All 
rolls involving it are doubled. How-
ever, due to your afnity with this 
Form, you are completely unable to 
cast spontaneous spells that do not 
involve it.

Guild Member: You are a member of 
a guild or organization of some sort. 

It has members and some inuence in most 
settled areas.

Hidden Strike: When you have the advantage 
of striking an unaware opponent, you can 
plant the blow very precisely, doing exceptional 
damage. You have an Exceptional Skill of the 
same name, and its score is added to your 
roll to attack. Its score is also added to your 
damage roll if you succeed.

Holy Animal Companion: You have an animal 
companion that is an emissary from your deity.  
It is more intelligent than normal, and can 
communicate with you telepathically.  It may 
also have other powers; you may give it up to 
3 points of Virtues, at a cost of 1 point of Flaw 
for yourself.

Ki Strike: You can empower your attacks, 
enabling you to hit creatures that normally 
can not be hit by non-magical attacks.  This 
enables you to strike and damage werewolves, 
demons, ghosts, and so on.

Psionic Discipline Access: You have full access 
to one of the Psionic Disciplines, and have the 
potential to both learn powers within it, and 
invent new ones. You may take Psychic Virtues 
& Flaws. The Disciplines, and their powers, 
are: Clairsentience: Aura Sight, Delving, 
Farsensing, Premonition, Sensitivity, Synes-

thesia; Psychokinesis: Farhand, Force Shap-
ing, Manipulation, Project Force, Probability, 
Transformation, Transmutation; Psychometab-
olism: Adaptation, Chameleon, Enhancement, 
Lifeforce, Metabolism Control, New Body; Psy-
choportation: Dreamworld, Free Movement, 
Out of Body, Planewalking, Porting, Space-
warping, Time Warping; Telepathy: Anti-telep-
athy, Dominate, Empathy, Mindlink, Psychic 
Illusions.

Psychic Cannibal: You have the Exceptional 
Talent of Cannibalize, which enables you to 
cannibalize your body for additional Psychic 
Reserve.

Psychic Vampire: You can use others’ Psychic 
Reserve to power your psionics. You must be 
touching the victim, and can gain only 1 point 
of Psychic Reserve per round.

Step of the Ghost: You may walk so lightly that 
any surface will support you.  Even the surface 
of calm water, or paper stretched between 
two points, is sufcient to hold you, and as 
much additional mass as you can carry with-
out becoming encumbered.

Timeless Body: You do not suffer afictions due 
to aging, and cannot be aged magically. You 
are treated as always under a Longevity Potion 
(i.e., roll a Simple Die instead of a Quality 
Die for aging rolls). You do still accumulate 
Decrepitude normally, and die when you reach 
10 Decrepitude.

Venom Immunity: You are immune to all 
venoms and toxins created by or derived from 
living things.

Wild Magic: You have access to one of the 
Arcane Techniques or Forms, but must spend 
Experience Points in order to utilize it. If you 
know a Technique, you may cast spells with 
any Form, but may not cast spells with Tech-
nique Requisites, and vice versa if you know a 
Form. You may take Arcane Virtues & Flaws, 
as relevant.

Variable Virtues
Purifying Touch

+1 Virtues
Blessing †*
Lay on Hands *
Sense Holiness *

+2 Virtues
Divine Armor *
Divine Strike *
Turn Undead *

+3 Virtues
Guardian Angel

Holy Animal Companion*

+4 Virtues
Smite *

+7 Virtues
Divine Vessel *

-1 Flaws
Flawed Holy Shield *

-2 Flaws
Limited Magic Resistance

-3 Flaws
Weak Holy Shield *

Faithful Virtues and Flaws
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+4 Virtues
A Thousand Bodies: You can take the form 
of any roughly-humanoid being up to 2 Sizes 
larger or smaller, including growing or losing 
limbs, growing gills or scales, or other signi-
cant alteration.

Easy Splicing: You have a knack for combining 
powers. All modiers for splicing powers are 
calculated as if one less power was being 
spliced.

Insight: You have the special trait of Insight. 
This is the ability to understand things on a 
deeper, intuitive level, and to apply that under-
standing to manipulate the world. You start 
with a score of 2. You may take Psychic Virtues 
& Flaws.

Life-Linked Psionics: You can use Fatigue 
Levels much more efciently to power your 
psionics. Each Fatigue Level burned gives you 
5 points of Psychic Reserve.

Minor Devotion: You have some ability at Divine 
spellcasting.  You have minor access (halve all 

roll totals) to 4 Realms, and start with 0 scores 
in each of them.

Psychic Resistance: While not psionic, you have 
developed a rudimentary resistance to psionic 
affects. You have the Exceptional Skill of Psy-
chic Resistance. You may take Psychic Virtues 
& Flaws.

Smite: Through the power of your faith, you 
can draw upon your deity to smite your foes.  
You may use this ability as many times per day 
as your Faith score.  When you use it, you add 
your Faith to your attack roll, and deal double 
damage (before Soak) if the attack succeeds.  
You still use up a use if the attack fails. 

Spiderclimb: You can climb any solid surface, 
even glass or ice.  While doing so, you are as 
stable and comfortable as if you were walking 
on level ground, save that you must use at 
least 3 limbs to move, and keep at least 2 
limbs in contact with the surface even when 
stationary.

Subtle Mind: Your thoughts are naturally hard 
to pick out of the background. 
Double your actual score in Hide 
Mind whenever you use it.

Triggered Thought: You may set a 
power to be activated when some-
thing particular occurs. You must 
be able to somehow know when this 
thing occurs. The roll is made, and 
any Psychic Reserve points spent, 
when the trigger is set.

+5 Virtues
Enduring Thoughts: You can choose 
to keep psionic powers going for a 
short time after you stop concen-
trating. The maximum time is equal 
to your Insight score in rounds. 
This extra duration does not cost 
any Psychic reserve, and does not 
require Fatigue, Focus, or other 

checks, but it does leave you open to attack 
just as when using the power normally.

Magical Music: The Techniques and Forms 
are changed. Techniques are now Control and 
Divine; Forms are now Animal, Plant, Sensa-
tion, and Thought.

Major Guild Member: You are a member of a 
powerful guild or organization of some sort. 
This organization has members nearly every-
where, and a great deal of inuence most 
places.

Minor Spellcaster: You have a small aptitude 
with Arcane magic.  You have zero scores in 
3 Techniques and 7 Forms, of your choosing, 
and may improve them normally.  All other 
Techniques and Forms are treated as zero 
for purposes of casting, provided you actually 
know at least one Technique and one Form 
for the spell (that is, you can cast spells that 
involve them, but with an effective zero score).  
You may not cast spontaneously, and all spell-
casting roll totals are halved (as though you 
were sponting).

Multiple Targeting: You are able to target more 
than one person or object at once very easily. 
You suffer no penalties for multiple targets, 
though you must still use an appropriate level 
of effect for that number of targets.

Priest (Minor Deity): You are a priest of a 
minor deity. You have all of the social rights 
and responsibilities that go with this, and can 
employ priestly magic, limited to the Realms 
that the deity grants. You have zero scores in 
all of the Realms governed by the deity, and are 
assumed to know all common prayers related 
to that Realm and within your ability to use. 
You may take Divine Virtues & Flaws.

Psychic Drain: You can use non-psychics as 
power for your psionic powers. You must touch 
the person or persons in question (you can 
make a ring with multiple people). You 
can drain no more than 1 point of 

Variable Virtues
Alien Mind * 

+1 Virtues
Adept Student
Armed Touch *
Open Mind *
Free Study (Psionic)*
Special Circumstances

+2 Virtues
Alter Mind *
Combat Psionic *
Psychic Circuits *
Side Effect

+3 Virtues
Delayed Thought *
Psychic Cannibal *
Psionic Discipline Access *
Psychic Vampire *

+4 Virtues
Easy Splicing *

Life-Linked Psionics *
Subtle Mind *
Triggered Thought *

+5 Virtues
Enduring Thoughts *
Multiple Targetting *
Psychic Drain *
Subtle Concentration *

+7 Virtues
Split Mind *

Variable Flaws
Display *

-1 Flaws
Uncreative Psionics*

-3 Flaws
Gestures *
Self-Taught * 
Slow Psionics *

-4 Flaws
Painful Psionics *

Psychic Virtues and Flaws
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Psychic Reserve per person, 
per round, and must use 
them immediately – these 
extra points can not be 
stored. A non-psychic’s Psy-
chic Reserve is equal to 
Intelligence (if positive) + 
Stamina (if positive) + Pres-
ence + Wound Levels (nor-
mally 5). Each point of 
Reserve drained lowers one 
of the contributing Char-
acteristics by 1. These are 
recovered at the rate of 
1 point per day. Further 
draining does damage, one 
Body Level per point gained. 
These are healed normally.

Quivering Palm: Once per 
day, you may attempt to 
use a Quivering Palm attack 
on someone.  To do so, 
you must declare before the 
attack is made that you are 
using the Quivering Palm; if 
the attack fails, you waste 
your use for that day.  If 
you succeed, even if you do 
no damage, the Quivering 
Palm is in place.  Any time, 
within as many days as 
your Purity score, you may 
end the Quivering Palm, in 
either of two ways.  You 
may dismiss it (this is also 
what happens if you do 
nothing for longer than the 
duration).  Or you may attempt to kill the 
target.  The target must roll Stamina + a Stress 
die vs. your Purity, or die.

Stride of the Ghost: You may pass through 
walls and other solid objects.  Once per day, 

you may slip through as many feet of 

matter as your Purity score.  Using this ability 
costs 1 Fatigue level.

Subtle Concentration: You are able to use 
psionic powers without visibly concentrating. 
In fact, you look completely relaxed, and can 
even engage in other non-demanding tasks at 
the same time. Walking or eating would be 
possible, and even a very simple conversation, 

though the other person 
would probably think you 
weren’t paying much atten-
tion.

Technique Specialist: You 
are a specialist in one 
of the Arcane Techniques. 
All rolls involving it are 
doubled. However, due to 
your afnity with this Tech-
nique, you are completely 
unable to cast spontaneous 
spells that do not involve it.

+7 Virtues
Divine Vessel: You are 
among the Chosen of a 
Deity.  As such, the deity 
sometimes sends a servant 
to the mortal realm, which 
uses your body as a vessel 
while here.  Usually the 
servant only makes 
pronouncements while 
possessing you, but occa-
sionally it will take actions.  
Generally, you can not con-
trol the manifestations, but 
it is possible to call upon 
your Faith and pray for 
aid (make a Simple roll 
less than your Faith score) 
in dire circumstances.  
Remember that the deity 
is generally only concerned 
with its agenda, not yours, 
so such aid is not always 

desirable.  Furthermore, a mortal body is not 
capable of holding the power of even a minor 
servitor of a deity.  You take one Fatigue Level 
of damage for every round you are possessed, 
and one (or more) Wound Level of damage in 
any round during which the servitor uses any 
powers beyond communication.

Variable Virtues
Enduring *
Faerie Blood
Hardy Body *
Immunity
Long-Lived *
Magical Item
Minor Spell-Like Ability *
Natural Armor *

+1 Virtues
Ambidextrous
Animal Companion
Beginning Vis
Berserk
Book Learner
Busybody
Carefree
Clear Thinker
Close Family Ties
Common Sense
Enduring Constitution
Faerie Upbringing
Fleet of Foot *
Free Expression
Good Armaments
Good Sense of Smell *
Heir
Hidden Shape *
Higher Purpose
Improved Dodge *
Indentured Servant
Inspirational
Keen Vision
Large
Learn From Mistakes
Light Sleeper
Long-Winded
Night Vision *
Pack Mule *
Pack Rat *
Partial Animal Form #*
Perfect Balance
Petty Merchant

Prestigious Family
Prosperous Peasant
Rapid Convalescence
Reckless
Resourceful Fighter *
Secret Hiding Place
Self-Condent
Sense for the Gift †
Sharp Ears
Social Contacts
Speak in Animal Form #
Strong Blow *
Strong Personality
Strong-Willed
Tough
Troupe Upbringing
True Friend
Variable Animal Form #*
Venus’ Blessing
Versatile Sleeper
Well-Known
Well-Traveled

+2 Virtues
Aptitude for Spellcasting *
Armored Spellcaster *
Aura Sense †
Blackmail
Death Prophecy †
Faerie Friend
Famous
Gift of Tongues †
Gossip
Great Blow *
Improved Unarmed Strike *
Infravision *
Intuition
Latent Magic Ability
Lesser Noble
Light Touch
Lightning Reexes
Luck
Magical Animal Companion
Mentor

Minor Guild Member *
Multiple Forms *
Patron
Piercing Gaze
Reserves of Strength
Skinchanger
Superior Armaments
Temporal Inuence
Training
True Love
Withstand Magic

+3 Virtues
Charmed Life
Giant Blood
Guild Member *
Protection
Relic
True Faith *
Visual Eidetic Memory
Wealth
Wealthy Merchant

+4 Virtues
Destiny
Ghostly Warder
Insight *
Magic Resistance
Magical Ally †
Mystic Understanding †
Psychic Resistance *
Quality Armaments
Shapechanger #
Ways of the [biome]

+5 Virtues
Major Guild Member *
Priest (Minor Deity) *
Purity †*

+7 Virtues
Hedge Wizard *
Non-Psionic *
Priest (Major Deity) *

+10 Virtues
Wizard *

General Virtues
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Hedge Wizard: You have 
learned some of the basics 
of magical theory and spell-
casting. You have access 
to 12 of the Arcane Tech-
niques and Forms, in which 
you have an automatic zero 
score. You may take Arcane 
Abilities. You may take 
Arcane Virtues & Flaws.

Non-Psionic: Something 
about your mind is very 
different – psionics have 
absolutely no effect on it. 
A psionicist can still affect 
your body with powers that 
affect non-sentient matter, 
however.

Priest (Major Deity): You are 
a priest of a major deity. 
You have all of the social 
rights and responsibilities 
that go with this, and can 
employ priestly magic, lim-
ited to the Forms that the 
deity grants. You have zero 
scores in all of the Realms 
governed by the deity, and 
are assumed to know all 
common prayers related to that Realm and 
within your ability to use. You may take Divine 
Virtues & Flaws.

Split Mind: Your mind is capable of undertaking 
two completely separate tasks at once. Since 
you still only have one body, you can only 
do one physical task at a time, but you can 
combine this with a mental task, or perform 
two mental tasks at once. If you leave your 
body voluntarily, you may choose to leave part 
of your mind behind.

+10 Virtues
Wizard: You are a fully trained sorcerer. You 
have full access to all Arcane Techniques and 
Forms, and have an automatic zero score in 
all of them. You gain as many levels of known 
Formulaic spells to start with as you spend 
Experience Points on the Arcane Techniques 
and Forms. You may spend experience points 
on Arcane abilities. You may take Arcane Vir-
tues & Flaws.

Variable Flaws
Display: Your psionics have some sign when-
ever they are used. The cost of this Flaw 
depends on several factors; add them all up to 
determine the nal cost. Disciplines affected: 

-1 per Discipline. Sense 
affected: odor, 0; sound, 
-1; image, -2. Obviousness: 
subtle shift in existing 
circumstances, +1; minor 
occurrence, 0; signicant 
but non-obvious 
occurrence, -1; obvious 
occurrence, -2; ashy, 
attention-getting occur-
rence, -3.

Poor Characteristic: One 
characteristic of your 
choice is lowered by half as 
many points as the cost of 
this Flaw.

Slow Maturation: While a 
member of a long-lived 
race, you do not mature 
as quickly as a human. 
For each point in this 
Flaw, halve your age when 
determining your effective 
age for mundane purposes 
(such as starting skill 
points).

-1 Flaws
Flawed Holy Shield: Your 

Holy Shield is awed, and provides only half 
the usual protection against a particular type 
of magic (one Form or Realm). You may pur-
chase this Flaw more than once for different 
Forms or Realms.

Poor Sense of Smell: You have trouble detecting 
and discerning odors.  You suffer a -3 on all 
rolls to do so.

Sensitive Nose: You are particularly sensitive 
to strong odors, both pleasant and unpleasant.  
You get a +3 on rolls to notice or identify odors, 
but a -3 on rolls to resist scent-based attacks.  
Also, any strong unpleasant odor causes 
you to incur a -1 on all rolls. 

Variable Flaws
Cursed
Enemies
Feud †
Outsider
Prohibition †
Slow Maturation *
Vow

-1 Flaws
Aficted Tongue †
Bad Reputation
Black Sheep
Compulsion
Dark Secret
Deep Sleeper
Delusion
Dependent
Disgured
Driving Goal
Dutybound
Expenses
Faerie Enmity
Favors
Fragile Constitution
Hatred
Infamous Family
Infamous Master *
Judged Unfairly
Lost Love
Low Self-Esteem
Magical Air
Magic Susceptibility
Meddler

Missing Ear
Missing Eye
Oath of Fealty
Obese
Obligation
Obsessed
Offensive to Animals
Outcast
Oversensitive
Poor Armaments
Poor Eyesight
Poor Hearing
Poor Memory
Poor Sense of Smell *
Reclusive
Sensitive Nose *
Short Attention Span
Simple-Minded
Social Handicap
Soft-Hearted
Tormenting Master *
Uncommon Fear
Vis Obligation
Weakness
Weak-Willed

-2 Flaws
Blatant Gift (-1)
Branded Criminal
Clumsy
Common Fear
Curse of Venus
Decrepit
Diabolic Upbringing

Haunted
Hunchback
Infamous
Lack of Concentration
Lame
Lycanthrope
Missing Hand
Outlaw Leader
Overcondent
Palsied Hands †
Poor
Sheltered Upbringing
Small Frame
Tainted with Evil
Terrors

-3 Flaws
Arthritis
Feral Upbringing
Fury
Mute
Noncombatant
Sense of Doom

-4 Flaws
Infamous Outlaw
Plagued by [supernatural 
entity]
Very Small Frame *

-5 Flaws
Age Quickly
Blind
Enfeebled
Non-Magical *

General Flaws
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Uncreative Psionics: You are unable to discover 
or develop new powers within a Psionic Disci-
pline of your choice. You may only acquire a 
new power by having it taught to you. You may 
take this Flaw more than once, for different 
Disciplines.

-2 Flaws
Limited Magic Resistance: As written, except 
that the bonus lost is that from Technique 
scores.

Required Spell Foci: For each spell you know, 
you must create and use a small casting tool 
in order to cast it.

Stingy Master: You have only three-quarters as 
many levels of spells as you spend Experience 
on the Arcane Techniques and Forms.

-3 Flaws
Gestures: You require obvious gestures or 
motions to utilize psionic powers.

Questioning Nature: You have a very hard time 
just letting go and accepting things.  Any time 
you are presented with an opportunity to raise 
your Purity score, roll twice and take the less-
favorable roll.

Self-Taught: You have learned all of your psion-
ics on your own. You may not start out know-
ing the Abilities Gird, Psychic Attack, Psychic 
Defense, Imbue, Convergence, Psychic Surgery, 
Store, or Detect Psionics. 

Slow Psionics: You are slower than usual when 
activating psionic powers. Normally, psionic 
powers can be used twice in a round, and are 
the rst phase in a round, but with this Flaw 
you act last in the round, during the Magic 
phase, and only act once.

Weak Holy Shield: Your Holy Shield offers no 
protection under fairly common circumstances 
which are fairly easy for an opponent to utilize, 

such as when you are wet, or facing away 
from the caster.

-4 Flaws
Necessary Focus: You require a symbol of your 
devotion to focus upon when casting magical 
prayers.  All prayers thus require this particu-
lar Focus object, whether or not they say so 
in the description.  Without your holy symbol, 
you can not use magical prayers.

Painful Psionics: Using Psionic powers causes 
you great pain. Using any power to generate an 
effect above level 10 causes you the equivalent 
of one Body Level of pain. You suffer all the 
normal penalties for this “wound”, cumulative 
with regular wounds, but Body Levels lost due 
to pain are recovered at the same rates as 
Fatigue Levels.

Very Small Frame: You are Size -2, and have no 
Hurt or Light Wounds Wound Levels, and no 
Winded Fatigue Level.

-5 Flaws
Non-Magical: You are inherently non-magical, 
and as such have great difculty using arcane 
magic. Any rolls or totals involving arcane 
abilities are divided by 5. Additionally, even 
enchanted devices occasionally fail to work for 
you. Any time you attempt to use one, roll a 
stress die – on a botch, the item doesn’t func-
tion. Many beings with this aw also have the 
+4 Virtue: Magic Resistance.

Package Virtues & Flaws

Packages are a group of Virtues and/or Flaws 
that together dene a species or profession, 
and have a single, total, cost. This enables you 
to take more than the usual limit of 20 points 
of Virtues/10 points of Flaws.  You must use a 
package unmodied to get the discounted cost. 
(You can always, of course, take more Virtues 
and/or Flaws, as usual.)

Races
Dwarf (+3): Long-Lived(x4); Slow Matura-
tion(÷4); Infravision; Exceptional Stamina(+1); 

Poor Quickness(-1); Small Frame; Hardy 
Body(+1); Tough; Immunity (+6 Soak vs. 
poisons); Non-Magical; Stonecunning; Under-
ground Navigation; Species Enemy (Giants); 
Passion: Greed (+2); Passion: Tenacity (+2). 

Elf (+4): Long-Lived(x32); Slow Maturation(÷32); 
Exceptional Dexterity(+1); Exceptional Percep-
tion(+1); Poor Strength(-1); Poor Stamina(-1); 
Small Frame; Night Vision; Immunity (immune 
to sleep/charm spells); Knack (Stealth, +2); 
Knack (Bows, +1); Passion: Bigotry (elf, +2); 
Passion: Individuality (+2).

Gnome (+3): Long-Lived(x2); Slow Matu-
ration(÷2); Exceptional Stamina(+1); Poor 
Wisdom(-1); Night Vision; Immunity (+6 vs. 
illusions); Very Small Frame; Species Enemy 
(Giants); Animal Ken; Underground Navigation; 
Magical Afnity (illusions); Passion: Individual-
ity (+3).

Goblin (-2): Infravision; Night Vision; Poor 
Presence(-1); Poor Strength(-1); Tough; Very 
Small Frame; Knack (Stealth, +2); Passion: 
Tenacity (+2); Passion: Malice (+2).

Haling (+2): Long-Lived(x2); Slow Maturation 
(÷2); Exceptional Dexterity(+1); Poor 
Strength(-1); Immunity (+3 Soak vs. poisons); 
Knack (Thrown Weapons, +2); Knack (Stealth, 
+1); Very Small Frame; Tough; Passion: Com-
passion (+2); Passion: Balance (+1); Passion: 
Loyalty (+1).

Kobold (-8): Infravision; Poor Strength(-2); Poor 
Presence(-2); Natural Armor(+1); Outsider(-3); 
Very Small Frame; Knack (Stealth, +4); Pas-
sion: Tenacity (+2); Passion: Jealousy (other 
races, +2).

Ogre (+4): Exceptional Strength(+5); Excep-
tional Stamina(+3); Poor Intelligence(-2); Poor 
Communication(-2); Poor Presence(-2); Poor 
Quickness(-1); Giant Blood; Tough; Toughness; 
Outsider(-3); Sharp Ears; Poor Eyesight; Great 
Blow; Simple-Minded; Offensive to Animals; 
Passion: Rage (+3).10



Orc (-2): Night Vision; Infravision; Exceptional 
Stamina(+1); Exceptional Strength(+2); Poor 
Presence(-2); Poor Intelligence(-2); Tough; Spe-
cies Enemy (Elves); Large; Outsider(-3); Pas-
sion: Hatred (elves, +2); Passion: Valor (+1); 
Passion: Order (+1); Passion: Bigotry (orcs, +1).

Troll (+9): Infravision; Exceptional Strength(+5); 
Exceptional Stamina(+5); Poor Intelligence(-3); 
Poor Presence(-3); Poor Communication(-4); 
Giant Blood; Tough; Outsider(-3); Good Sense 
of Smell; Regeneration (heal 1 Body level per 
round, unless destroyed by re, acid, or dis-
integration)[+5]; Passion: Malice (+4); Passion: 
Tenacity (+5).

Step Four: Abilities
Every character starts out with (300 + age) 
experience points to spend on abilities. 

Abilities marked with an asterisk are changed 
or new, and detailed here. You may not spend 
points on Arcane, Divine, Exceptional, Psionic, 
or Racial Talents; Arcane, Academic, Excep-
tional, Psionic, or Racial Skills; or Arcane, 
Exceptional, Formal, Racial, or Spellcasting 
Knowledges unless you have an appropriate 
Virtue.

A new type of Ability has been introduced: 
the Bonus Ability. Normally, you may only use 
one Ability at a time when attempting some-
thing. However, a Bonus Ability may be used 
with another Ability. You may even use several 
Bonus Abilities at once. Bonus Abilities are 
marked in the Ability lists, and their descrip-
tions, by a diamond (◊) before their name.

Abilities whose only changes were to make 
them Bonus Abilities or move them to a differ-
ent category are not detailed here.

New or Altered Abilities

Arcane Talents
Power: This talent determines how effective 
you are at harnessing arcane energies. You 
use it to determine maximum range, area of 
effect, amount of damage, and similar quali-
ties, whenever a spell calls for basing these on 
“caster level”.

Divine Talents
Holy Shield: You have a shield of divine magic 
that protects you from both magical effects and 
supernatural beings. Its strength is equal to 5x 
your score in Holy Shield, plus your Faith.

Sense Holiness: You can detect and identify 
(un)holiness of all sorts in people, objects, and 
places.

Classes
If you want to more-strongly enforce archetypal roles, or to better approximate the distinctnesses of classes, you could also create Package Virtues to model the 
various D&D classes.  Here are several examples of what they might look like:

Bard [AD&D1/2] (+11): Enchanting Music; Magical Music; Jack-of-all-Trades, Arcane Lore;  Well-Traveled.

Bard [D&D3E] (+11): Enchanting Music; Hedge Wizard; Arcane Lore; Well-Traveled.

Cleric (+12): Priest (Major Deity) [Major Realms: Astral, Charm, Combat, Creation, Divination, Guardian, Healing, Necromantic, Protection, Summoning, Sun; Minor 
Realms: Air, Earth, Fire, Water]; True Faith [granted ability: Turn Undead]; Flawless Magic; Necessary Focus [holy symbol]; Passion [any one Passion, appropriate 
to deity] (+5).

Druid (+17): Priest (Major Deity) [Major Realms: Air, Animal, Earth, Fire, Healing, Nature, Plant, Water, Weather; Minor Realm: Divination]; Purity; Will Over Form; 
Nature Sense; Nature’s Step; Shapechanger; Multiple Forms; Prohibition [no metal]; Poor; Passion: Nature (+5); Passion: Balance (+2).

Magic-User/Mage/Wizard (+10): Wizard; Non-Spontaneity; Flawless Magic.

Monk (+11): Purity; Weapon Touch, Improved Unarmed Strike; Lightning Feat; Stunning Touch; Evasion; Preternatural Awareness; Slow Fall; Lightning Hands; 
Prohibition [no armor]; Vow [Poverty]; Passion: Order (+3).

Paladin (+12): Minor Devotion [Minor Realms: Combat, Healing, Protection, Sun]; True Faith; Lay on Hands; Sense Holiness; Turn Undead; Superior Armaments; 
Holy Animal Companion (Warhorse); Vows [keep only what you can carry, help the innocent]; Passion: Loyalty (+2); Passion: Honor (+3); Passion: Valor (+2); Passion: 
Justice (+4); Passion: Order (+4).

Ranger [AD&D1] (+13): Chosen Enemy; Ways of the [Biome]; Knack [Stealth, +2]; Minor Spellcaster [Techniques: Alter, Control, Divine; Forms: Animal, Force, 
Monster, Object, Person, Plant, Sensation].

Ranger [AD&D2/D&D3E] (+11): Minor Devotion [Minor Realms: Animal, Combat, Plant, Weather]; Animal Ken; Knack [Two Weapon, +3]; Chosen Enemy, Animal 
Companion.

Thief/Rogue (+7): Hidden Strike; Highly Trained; Light Touch.
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Understanding: This talent is your ability to 
fathom the ways of the divinities, and thus 
to make maximal use of their magic. Use it 
whenever a spell calls for “caster level”.

Exceptional Talents
◊ Alter Mind: This talent enables you to alter 
your thought processes so that you can com-
municate with very different beings. Add your 
score in it to attempts to use Telepathy powers 
on other species. If you maintain a power while 

using this ability, others’ 
penalty (due to species) to 
affect you with Telepathy 
powers is halved.

◊ Bestiality: This Talent 
measures how animalistic 
a shapechanger is. Rename 
the Talent for your beast 
form. 

Cannibalize: You may con-
vert your Body Levels to 
Psychic Reserve. Your score 
in this Talent is the 
number of Psychic Reserve 
points you get for each con-
verted Body Level.

Endurance: Your score in 
this Talent is added to your 
Fatigue total.

◊ Magic Item Creation: This 
is a knack with creating 
magical items of all sorts. 
Add it to all Lab totals.

Psychic Resistance: Add 
this score to all totals to 
resist psionic effects.

Toughness: Your score in 
this Talent is added to your 
Soak total.

Mental Talents
Search: Search has been 
separated from Awareness. 
It covers actively looking, 
while Awareness covers 
alertness and observant-

ness.

Physical Talents
◊ Balance: This Talent is added to all rolls 
involving balance or precarious footing.

12

Talents
Arcane Talents

Finesse
◊ Penetration
Power *

Divine Talents
Holy Shield *
Sense Holiness *
Understanding *

Exceptional Talents
◊ Alter Mind *
◊ Animal Ken
◊ Bestiality *
Blessing
Cannibalize

◊ Contortions
Curse
Direction Sense
Dreaming
Dousing

◊ Empathy
◊ Enchanting Music
Endurance *
Entrancement
Faerie Sight
Geas
Gift
Healer
Hex

◊ Magic Item Creation *
Magic Sensitivity
Mimicry
Premonitions
Psychic Resistance *
Second Sight
Toughness *
Visions
Weather Sense

Mental Talents
Awareness

◊ Concentration
Search *

Physical Talents
Athletics

◊ Balance *
Climb

Psionic Talents
◊ Convergence
Detect Psionics

◊ Focus *
Hide Mind *

Racial Talents
Underground Navigation *

Social Talents
Charm
Folk Ken
Guile

Skills
Academic Skills

Debate *
Lecture *
Scribe (specic alphabet)

Arcane Skills
Certámen
Parma Magica

Combat Skills
◊ Blind Fighting *
Bows
Chain Weapon
Crossbows
Great Weapon
Longshaft Weapon

◊ Mounted Combat *
Siege Equipment
Single Weapon

◊ Specialize (specic weapon) *
Staff Weapon *

◊ Style School (specic style) *
Thrown Weapon
Two Weapons

◊ Unarmed Combat *
Weapon & Shield

Exceptional Skills
Alter Mechanism *

◊ Chosen Enemy *
Craft Bane
Craft Charm

◊ Evasion *
◊ Hidden Strike *
Read Lips
Slow Fall *
Tinkering *

◊ Weapon Expertise *

Performance Skills
Acting *
Jongleur
Play (specic instrument)
Sing
Storytelling

Physical Skills
Brawl
Dodge *
Ride

Psionic Skills
Gird
Imbue
Psionic Power (specic power) *

◊ Psychic Attack *
◊ Psychic Defense *
Psychic Surgery
Store

Racial Skills
◊ Species Enemy *
Stonecunning *

Rogue Skills
Disguise
Forgery
Legerdemain
Pick Locks
Stealth

Social Skills
Bargain
Carouse
Etiquette
Gather Information *
Intrigue
Leadership

Vehicle Skills
Boating
Seamanship *

Wagoneering

Wilderness Skills
Animal Handling
Hunt *
Survival
Swim
Track *

Work Skills
Chirurgy
Craft (specic item)
Evaluate (specic item) *

Knowledges
Academic Knowledges

Botany
Theology (specic faith)
Humanities *
Law (specic 
culture/government) *
Medicine
Military Science *
Philosophy *
Sciences *

Arcane Knowledges
◊ Magic Theory

Casual Knowledges
Area Lore
Legend Lore
Organization Lore (specic orga-
nization)
Speak (specic language)

Exceptional Knowledges
Alchemy

◊ Enigmatic Wisdom
Faerie Lore
Herbalism
Occult Lore

Spellcasting Knowledges
Arcane Form (specic Form) *

◊ Arcane Technique (specic 
Technique) *
Divine Realm (specic Realm) *

Abilities



Psionic Talents
◊ Convergence: This Talent is the limiting factor 
when two or more psionics work together. The 
lowest Convergence score among them is used 
for all converged calculations.

Detect Psionics: This is the ability to detect 
psionic energies.  You use it any time you 
wish to determine if someone is using psionics 
in the area (generally, within sight), and can 
sometimes detect the residue of psionic powers 
on people and objects.

◊ Focus: This Talent is one of the most impor-
tant for psionics.  Almost any psionic task you 
undertake will use Focus in the total, some-
times more than once.

Hide Mind: Use this Talent to prevent others 
from detecting your psychic presence, or even 
your thoughts.  You can even, with enough 
skill, hide the fact that you are using psionic 
powers.

Racial Talents
Underground Navigation: With this skill, you 
can determine depth, direction, distance, and 
angle of slope while underground.  It is not 
absolute proof against getting lost, but you are 
no more likely to get lost than a typical person 
above ground in the daytime.

Academic Skills
Debate: This is the Ars Magica Disputatio skill.

Lecture: This is the Ars Magica Lectio skill.

Combat Skills
◊ Blind Fighting: Any time you are deprived of 
sight, you may add your score in Blind Fighting 
to your Attack and Defense totals.

Dodge: Use dodge when you want to avoid 
something and you are not in direct melee 
combat (so your Brawl or other Combat Skills 
don’t apply).  

◊ Mounted Combat: Add 
this skill to your Initiative, 
Attack, and Defense totals 
whenever mounted on a 
trained warhorse (or other 
trained mount).

◊ Specialize (specic 
weapon): You have learned 
to use one type of weapon 
much more expertly than 
others of its style. Add this 
skill to your combat totals 
with that weapon.

Staff Weapon: The use of 
long balanced weapons, 
generally with equal ends, 
such as a quarterstaff.

◊ Style School (specic style): 
A Style School is a specic 
school of ghting, generally 
with a very narrow appli-
cability. Blind Fighting and 
Mounted Combat are both 
just examples of style 
schools that happen to be 
very common. Other styles 
include: ghting in water; 
ghting in rain/wind; ght-
ing in mud; ghting on 
narrow ground (ledge, top of 
wall, etc.); ghting on horseback; ghting in 
the dark; ghting multiple opponents; ghting 
while outanked; ghting while prone; ghting 
vs. particular weapon(s); ghting against some-
one on the high ground; ghting on uneven/
uncertain ground; ghting vs. mounted oppo-
nents; ghting underwater/while swimming; 
ghting while bound; disarming; making mul-
tiple attacks; ghting with your off hand; shot-
on-the-run.

◊ Unarmed Combat: This is a formal style of 
unarmed ghting, such as Savate or Judo.  
Whenever you can use this style of combat, 

add this score to your Ini-
tiative, Attack, Defense, and 
Damage totals.

Exceptional Skills
Alter Mechanism: This is the 
ability to modify, disable, or 
bypass mechanisms.  Use it to 
disarm traps, set traps, and 
understand other mechanisms 
more complex than a simple 
lock.

◊ Chosen Enemy (specic spe-
cies): You have extensive train-
ing focusing on a particular 
species of creature. Your score 
in Chosen Enemy is added 
to all attack rolls whenever 
ghting a creature of that spe-
cies. You may also add your 
score to attempts at Animal 
Ken, Search, Dodge, and Track 
involving the chosen enemy, as 
well as all Social Talents and 
Skills, as they apply to the 
enemy. The enemy should be 
a close family of creatures for 
unintelligent or primitive crea-
tures, and a single culture 
for civilized creatures. Giants, 
elves, cats, dragons, herd ani-

mals, goblins, demons, and insects would all 
be acceptable. Normally, living creatures are 
selected, but you can select undead or con-
structs (or other such creatures) if you so 
desire.

◊ Evasion: Not only does this improve your abil-
ity to dodge physical attacks, but you can use 
your Evasion Skill to dodge any supernatural 
effect that is not targeted specically on you.

◊ Hidden Strike: This is the ability to take 
advantage of an unaware target in order to do 
maximal harm.  Any time the target is 

Skill Point Costs
 score exp point cost
 1 1
 2 3
 3 6
 4 10
 5 15
 6 21
 7 28
 8 36
 9 45
 10 55
 11 66
 12 78
 13 91
 14 105
 15 120
 16 136
 17 153
 18 171
 19 190
 20 210
 21 231
 22 253
 23 276
 24 300
 25 325
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unaware of your attack (through subterfuge, 
they may be aware of your presence, but not 
the attack), you may add this Skill to your 
Initiative and Attack totals.  If you succeed, 
you also add it to your Damage total.  These 
bonuses only apply for a rst attack.

Slow Fall: Provided you are within reach of a 
solid surface (wall, tree, cliff face, etc.), you 
may slow yourself when falling, thus lessening 
the impact. For every point of this ability, sub-
tract 10 feet from the distance fallen, before 
calculating damage.

Tinkering: Use this ability to build complex 
machines and clockworks, such as traps and 
clocks.

◊ Weapon Expertise: Through extensive practic-
ing with a specic weapon, you have learned to 
maximize its effectiveness. Add your Expertise 
score to damage on any successful hit.

Performance Skills
Acting: This skill is listed separately from the 
Craft skills, because of its commonness.

Psionic Skills
Gird: This skill is used to maintain a psionic 
power without concentrating.  You still need 
to spend the appropriate Psychic Reserve, but 
you can maintain a Girded power even while 
asleep or unconscious.

Imbue: Use this skill to create psionically active 
items, the psychic equivalent of magical 

items.

Psionic Power (specic power): You can employ 
one of the psionic powers. They are: Adapta-
tion, Anti-telepathy, Aura Sight, Chameleon, 
Delving, Dominate, Dreamworld, Empathy, 
Enhancement, Farhand, Farsensing, Force 
Shaping, Free Movement, Lifeforce, Manipula-
tion, Metabolism Control, Mindlink, New Body, 
Out of Body, Planewalking, Porting, Premoni-
tion, Probability, Project Force, Psychic Illu-
sions, Sensitivity, Spacewarping, Synesthesia, 
Time Warping, Transformation, Transmuta-
tion.

◊ Psychic Attack:  Add this skill to your total 
when attacking another psionically.

◊ Psychic Defense: Add this skill to your total 
when defending against psionic attack.

Psychic Surgery: Use this skill to make sig-
nicant psychic alterations to someone, such 
as changing their personality or intelligence, 
trying to close off or activate psionic abilities, 
or curing severe mental trauma.

Store: This skill enables you to store Psychic 
Reserve in special vessels (most often gem-
stones and crystals) where you can thene draw 
upon it later in lieu of your own energy.

Racial Skills
◊ Species Enemy: Add your score in this skill 
to all attack, damage, and dodge/brawl rolls 
involving the chosen Enemy.

Stonecunning: Use this skill to detect unusual 
stonework, such as sliding walls, stonework 
traps, new construction, unsafe surfaces/

ceilings, etc.  You can also tell when something 
is or isn’t stone, what type of stone it is, and 
whether it is natural or worked.

Social Skills
Gather Information: Use this skill for making 
contacts in an area, nding out local gossip, 
rumermongering, an collecting general infor-
mation.

Vehicle Skills
Seamanship: This skill governs working on 
large oceangoing ships.  Boating governs any 
craft that 1 or 2 people can handle.

Wilderness Skills
Hunt: Tracking is no longer part of the Hunt 
skill.

Track: This is both the ability to follow trails 
and others’ tracks, and to cover your own 
tracks.

Work Skills
Evaluate (specic item): Use this ability to 
determine the quality and value of an item.

Academic Knowledges
Humanities: This is the Ars Magica skill Artes 
Liberales.

Law (specic culture/government): Knowledge 
of the legal and penal systems, and other rel-
evant elements of society, for a particular cul-
ture or government.
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Mighty Warrior, or Mighty Pathetic?
Here are a few pointers on just what the skill scores mean.  Someone with a 1 has just learned the rudiments of the skill.  A 3 might represent a competent 
apprentice.  A 5 would indicate a journeyman, or general competency.  A 7 is an accomplished master or noteworthy warrior.  A 10 would be a great master of a 
trade or skill, or a renowned warrior.  A 15 is legendary status.

Combat skills and, to a lesser extent, all skills that involve other people, should be treated a little bit differently.  While the above generalizations hold, since these 
skills often operate in opposition to another person, the relativescore is as or more important than the absolute score.

Also, Psionic and Spellcasting skills operate on a slightly different scale.  On the one hand, it more-or-less interacts with the mundane scale, but on the other hand 
spells and powers are generally rated in multiples of ten, so a powerful wizard will have Art scores in the 40s or 50s, or higher.
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Military Science: Knowledge of tactics, military 
history, and other such matters.

Philosophy: This is the study of morality and 
metaphysics.

Sciences: This is knowledge of rudimentary 
science, including basic biology/naturalism, 
chemistry/alchemy (non-magical), and phys-
ics.

Spellcasting Knowledges
Arcane Form (specic Form): You know how to 
cast spells using one of the Arcane Forms. 
With Arcane Magic, you must know all of the 
relevant Forms for a spell, and use the lowest 
score of them. You can also cast spontaneous 
magic, invented on the spot. This costs one 
Fatigue level, and you halve the total roll. The 
available Forms are: Animal, Force, Lifeforce, 
Magic, Monster, Object, Person, Planar, Plant, 
Psionics, Sensation, Thought, and Time.

◊ Arcane Technique (specic Technique): You 
know how to cast spells using one of the 
Arcane Techniques. With Arcane Magic, you 
must know all of the relevant Techniques for 
a spell, and use the lowest score of them. You 
can also cast spontaneous magic, invented on 
the spot. This costs one Fatigue level, and you 
halve the total roll. The available Techniques 
are: Alter, Banish, Control, Create, Destroy, 
Divine, Enchant, Move, and Summon.

Divine Realm (specic Realm): You know how to 
cast spells, often called Prayers, from one of 
the Realms of Divine Magic, drawing upon the 
powers of a God or Power. With Divine Magic, 
you only need have skill in one of the Realms 
a spell belongs to, and use your highest Realm 
score if you have more than one of them. How-
ever, if the Realm is one of minor inuence 
for the deity, all rolls involving it are halved 
(though, again, you can use the most-favorable 
Realm applicable). The available Realms are: 
Air, Animal, Astral, Chaos, Charm, Combat, 
Creation, Destruction, Divination, Earth, Fire, 

Guardian, Healing, Law, Nature, Necromantic, 
Numbers, Plant, Protection, Self, Spirit, Sum-
moning, Sun, Thought, Time, Travel, War, 
Wards, Water, and Weather.

Step Five: Passions
Passions are particularly powerful personality 
traits that shape the very essence of your 
being.  They are inherent to who you are, not 
just passing moods, and inuence how you 
behave most of the time.  This is not to say 
that you are single-mindedly pursuing your 
Passion(s) at all times, but it will always be in 
the background, and not easily overridden (if 
at all).  

Passions are different from Personality Traits 
in 3 ways.  First, they are more powerful: if 
there is ever a conict between one of your Per-
sonality Traits and one of your Passions, the 
Passion rules, regardless of scores.  Second, 
Passions are inherent to your being, and thus 
not easily altered: magic can not alter Pas-
sions.  Third, Passions are an expression of 
your essential nature, and thus can even affect 
extenal reality to a limited degree.

Passions have no cost during character cre-
ation. Every character starts out with at least 
two Passions, and at least 5 points, total, in 
them.  These are in addition to any Passions 
due to your race. You may have as many Pas-
sions as you wish, and whatever scores you 
wish. However, be careful with too many Pas-
sions – it can become difcult to play a charac-
ter with numerous strong drives, and “success” 
can result in a caricature instead of a person.  
Likewise, consider carefully before giving your 
character a score greater than 5 in any one 
Passion, unless you want her to be driven to 
the point of obsession.

Using Passions

You may “activate” a Passion at any time that 
you can justify its relevance.  To do so, you 
must invest a Condence point.  For the rest 
of the scene, the score of the Passion modies 
all of your rolls.  Generally, this will be to your 
benet, whether  by adding or subtracting, but 
not always.  It must modify circumstances in 
line with the Passion, so, for example, while 
an Individuality Passion would help you resist 
coercion by an usurper, it would also “help” 
you resist heeding the commands of a just 
authority.

If all goes well, the Condence point invested is 
regained after the scene is over.  However, you 
have now invested a signicant part of your 
self in this course of action, and failure has 
attendant higher costs.

First of all, if you violate your Passion, you 
immediately lose the Passion bonus, and the 
Condence point invested.  For example, if 
you are calling upon your Valor, and strike 
your enemy while her back is turned, you are 
not acting valorously, and immediately lose the 
bonus and Condence point.

Secondly, if you ever Botch while a Passion 
is active, it is a signicant blow to your self-
image, and has even greater consequences.  
Not only do you lose the Passion bonus for the 
rest of the scene, but you may not activate any 
other Passion during that scene.  Furthermore, 
the Condence point invested, and thus lost, 
becomes a permanent Condence point.  Thus 
it can not be recovered.

The Passions

Each Passion also has a Specialty, just 
like Abilities, Characteristics, and Reputations.  
This Specialty is the particular focus of your 
Passion, but not the whole of it. Like an 
Ability, when the Specialty applies, the 



Passion functions as one point higher.  Your 
Specialty need not apply in order to activate 
a Passion – it still affects the rest of your 
life, and is relevant even when the particular 
focus of your Passion isn’t present/relevant. 
Each description below includes a number of 
specialties, but these are just suggestions, and 
you may have any specialty that makes sense.

Balance: You believe that neither order nor 
chaos are desirable in and of themselves. 
Instead, it is a balance between too much stul-
tifying order and too much chaotic freedom 
that should be sought out. Specialties: working 
within the system, changing the system.

Bigotry: You believe that your own kind is 
inarguably better than all others, despite any 
evidence to the contrary (which you will stead-
fastly ignore or rationalize). Should such evi-
dence be incontrovertible and unavoidable, you 
will generally become angry or sullen. Usually, 
this is dened in terms of species, but it can 
occasionally refer to some other equally-broad 
group of which you are a member. Specialties: 
your race or culture group, intellectuals, your 
social class, your gender, followers of your deity.

Compassion: You care greatly for others, espe-
cially those who suffer in any way.  You will not 
hesitate to help others, even at cost to yourself.  
This compassion often extends beyond what 
others might consider sensible, and includes 
even enemies. Specialties: children, the elderly, 
the mad, the wounded, magical creatures, ani-
mals.

Greed: You covet wealth and/or power. Usually, 
this greed is focused on tangible, worldly items, 
but it might also be something intangible, like 
souls, or abstract, like political power.  Special-
ties: gold, magical items, spell books, jewelry, 
souls, followers, land.

Hatred: You easily and comfortably develop 
hatreds.  The focus of your hatred is prob-

ably a particular person, culture, or 

belief system, but you tend to discover new 
things to loathe on a regular basis.  Specialties: 
a town council, a bounty hunter, diabolists, fol-
lowers of a particular god, wizards, a particular 
country, feudalism.

Honor: You have a commitment to a strong 
code of ethics.  This may be a purely personal 
code, but it is likely to be at least partly derived 
from some external standard to which you 
have chosen to adhere. Specialties: chivalry, 
bushido, toward women, toward the innocent, 
toward the defenseless, honoring promisise, 
paying debts, toward churches, a religious code.

Individuality: Self-determination is necessary 
for every being. You will pursue this freedom, 
both for yourself and others, sometimes even 
if they believe they don’t need it. Specialties: 
ghting the law, working within the system, 
iconoclast, supporting others, going your own 
way.

Jealousy: You are rarely content with what you 
have. You often nd things or situations or 
qualities in others that are unfair and to your 
disadvantage.  Your most common course of 
action is to try and bring others down to 
your level, eliminating their unfair advantage, 
but your jealousy can also give you the impe-
tus to struggle against great odds. Specialties: 
another person, titles, social standing, wealth, 
power, favor, loved ones, magical resources.

Justice: You are committed to the ideals of 
justice.  You may have a particular passion 
for one type of justice, or for justice for a 
particular people or place, but you are inter-
ested in seeing the just solution in all situa-
tions. Specialties: for a particular people, a legal 
code (religious, military, civil, thieves’), retribu-
tive, morally absolute.

Loyalty: You commit wholeheartedly to those 
you work with or aid. You pride yourself on 
being committed to both people and causes.  
Your loyalty may attach only to spoken vows, 

but it often manifests in a broader sense, 
whenever you care about something or some-
one. Specialties: a church or religion, a noble, a 
family, the residents of certain lands, the king, 
your family, friends.

Love: You are frequently, if not constantly, in 
love.  In short, you are in love with being in 
love. Your particular focus may be a person, 
an ideal or fantasy person, or even an ideal. 
This is a pure, idealized love, not simple lust. 
Specialties: one person, a symbol, an ideal, a 
province, a faerie, an idealized animal, a nun 
or priest.16

Alignment and Passions
If you wish to model the D&D alignments, rather 
than just replace them, you can easily do so using 
the Passions.  Lawful characters should take high 
Order scores, and Chaotics should take high Indi-
viduality scores.  Similarly, the Good-Evil dichot-
omy is best represented by Compassion and Malice.  
And for those druidic True Neutrals out there, just 
use Nature and Balance.

However, the Passion system is capable of much 
greater degrees of subtlety, even if you were to use 
no other Passions. First of all, you can nally dis-
tinguish mechanically between the “neutral” who is 
indifferent (low Passions all around, in this system) 
and the neutral who is strongly concerned about 
avoiding extremes (high Balance and/or Nature). 
Secondly, you can now tell the difference between 
the pure-of-heart paladin (Order 7, Compassion 7) 
and the struggling champion of justice with a dark 
side (Order 6, Compassion 6, Malice 2)

But when you do use the other Passions, the real 
exibility of characterization shows up.  First of 
all, there are several types of “evil” and “good”: 
Jealousy, Hatred, Lust, Greed, Malice, and Bigotry; 
and Love, Loyalty, Honor, Valor, Compassion, and 
Justice, respectively.  And there are Passions that 
are not clearly either (Vengeance, Rage, Rebellion, 
Tenacity).  Even neutrality nally distinguishes, 
clearly, the two types (the old law-chaos and good-
evil axes, now Balance and Nature), making it pos-
sible to be “more neutral” on one axis than the 
other.



Lust: You desperately crave carnal knowledge 
of other people. Why varies from person to 
person, and perhaps even situation to situ-
ation. In addition to obvious targets (people 
of one sort or another), your lust might be 
focused on an object or class of objcets, or even 
an ideal or abstract goal. Specialties: a particu-
lar person, men, women, a princess, a particular 
virgin, a faerie, animals, children, wealth, magi-
cal tomes, spells.

Malice: You believe in causing others trouble, 
and even pain.  You simply derive pleasure 
from having the power to cause others trouble,  
so you’ll do so even when there is no other gain 
for yourself. Specialties: causing pain, causing 
hardship, hurting loved ones, stealing.

Nature: You believe that neither good nor evil is 
desirable, as both are too extreme. The proper 
way is the way of nature, where concrete needs 
matter, rather than abstract ideals. Specialties: 
self-sufciency, animalistic behavior, amoralism.

Order: Above all else, order is necessary. What 
is best for the greater good is also best for 
the individual. Specialties: a particular legal/
societal order, an ideal Law, enforcing order, fol-
lowing orders.

Rage: You easily lose your temper at even the 
slightest of provocations.  While one object, 
person, or situation is the focus of your 
rage, any frustrating situation will raise your 
ire. Specialties: pain, personal insults, remarks 
against your faith or guild, poor manners, evil, 
public brutality, diabolists, re.

Rebellion: Whenever someone or something 
demands a particular behavior, you do other-
wise. The stronger the demand, or greater the 
authority, the more you desire to defy it. Spe-
cialties: freedom of others, undermining noble 
authority, defying priests, defying you social or 
political leaders.

Tenacity: You refuse to give up.  Once you have  
set yourself to a task you will not stop until it 

is complete.  There is one area in which you 
cannot not do this, but you tend to become 
obsessed with all sorts of actions. Specialties: 
when losing, crafting goods, vs. a particular foe, 
upholding your word, defending your homeland.

Valor: You know no fear. Not only are you 
courageous, but you are not subject to the 
usual doubts when facing personal harm. For 
you, valor is its own reward, and facing danger 
is how you reap it. Specialties: standing ground, 
multiple foes, fantastic beasts, magi, diabolists, 
criminals, necromancers, undead, large ani-
mals, magic.

Vengeance: You seek revenge upon any and all 
whom you feel have betrayed or slighted you. 
In the pursuit of vengeance, the ends justify 
the means, and others’ appraisals of the “right-
ness” of your cause are irrelevant. Specialties: 
nobles, your parents, siblings, a torturer, a king, 
murderers, members of a faith, a guild.

Step Six: Calculated Attributes
There are several other attributes that still 
need to be gured out.  Beginning characters 
normally start with Condence 3, Size 0, and 6 
each Body and Fatigue levels. Adjust these as 
needed for Virtues & Flaws.

If you have taken an appropriate Virtue, you 
start with True Faith 1, Purity 2, and/or 
Insight 2.  Also record any Reputations.

Step Seven: Finishing Touches
Now, nish eshing out your character.  Deter-
mine you character’s equipment, and decide on 
details of personality, appearance, background, 
and history, in line with your Characteristics, 
Virtues, Flaws, and Abilities.

Personality Traits

You may take as many Personality Traits as 
you wish, but you should not give any a 
score beyond +/-5, unless you have a Virtue 
or Flaw allowing it.  Personality Traits have 
no mechanical effect, but you can use 
them as guidelines for roleplaying, and 17

Alignment and Magic
One change that the Passions system makes is the 
elimination of absolute, objective morality.  This is 
a feature, but it has some impacts on the magic 
systems.  The question you need to answer is “Does 
Evil exist?”  There are two possibilities: Evil is a 
supernatural, measurable quantity, that is inde-
pendent of circumstances; or Evil is a matter of 
point of view.  If you go the former route, it is likely 
that mortal beings can not be Evil, except through 
magical inuence.  Thus, as an ideal, it would be 
possible to craft a spell or magical item that embod-
ies Evil, and outer-planar creatures could be Evil, 
but non-magical mortals would be, at worst, self-
ish or misguided.  This could downplay the issue of 
Evil in your game, but it could also emphasize it, by 
making it rarer and scarier.  

If you instead decide that there is only subjective 
morality, then mortals are just as capable as outer-
planar creatures of making poor choices and/or 
thinking in opposition to the heroes, so Evil will be 
more wide-spread, but might have less emotional 
weight, for exactly that reason.

Whichever route you go, you may want to redene 
how magic interacts with Evil (and, of course, the 
other alignments).  One possibility is that magical 
spells dealing with alignment are crafted in terms of 
the ideals, and thus useless against un-enchanted 
mortals.  A Detect Evil spell won’t nd the assas-
sin sneaking up on you because he’s not Evil, he 
merely has an ethical view that allows him to kill 
you; but it’ll let you know if there are any demons 
in the room.  Another solution would be to change 
the nature of the spells to focus on intent: the 
assassin is then Evil from the point-of-view of the 
spellcaster, and thus triggers the spell.  And, of 
course, you could have both kinds of spells, in 
which case you have to decide if a demon, which 
is inherently Evil, always registers on a Detect Evil 
Intent spell, even if it, at the moment, has no malice 
towards the caster.
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even roll one against another when you are 
uncertain how your character would behave.

Encumbrance

Once you have determined what your character 
owns, gure out what you normally carry and 
calculate your Encumbrance.  Encumbrance is 
equal to Strength + Load, where Load is the 
total of all the Encumbrance values of every-
thing you are carrying or wearing.  If you fre-
quently change what you carry, or have an 
appropriate Virtue or Flaw (such as Armored 
Caster), you may need to calculate more than 
one Encumbrance total. Note that Load totals 
are always negative, and the Encumbrance 
value can never be greater than 0 – if your 
Strength + Load is greater than 0, then record 
an Encumbrance of 0.

Calculated Ability Totals

if your character is likely to get involved in 
combat, is a spellcaster, or has any other abil-

ities that require complications, you should 
gure those out now.

For Arcane spellcasters, you should calculate 
the Technique + Form score for each known 
spell. You may also want to pre-calculate your 
casting speed [Quickness + Finess + Encum-
brance] and magic resistance [Parma Magica 
x 5 + Technique]. Finally, you could calculate 
your Fatigue limits for any spells that are likely 
to be fatiguing.

For Divine spellcasters, you should calculate 
the Realm + Faith score for each Realm you 
have access to, and record prayers you are 
likely to use. You may also want to pre-calcu-
late your casting speed [Quickness + Under-
standing] and magic resistance [Holy Shield x 
5 + Realm]

Combatants should precalculate their combat 
scores.  In addition to your Encumbrance, 
you need to know your Soak [Stamina + 
Toughness + Size + Armor Protection] and 
Combat Fatigue  [Stamina + Endurance + 
Weapon Skill + Encumbrance] scores.  You 
should also, for each weapon, gure out your 

Initiative [Quickness + Weapon Skill + Weapon 
Initiative Bonus + Encumbrance], Attack [Dex-
terity (for melee) or Perception (for missile) 
+ Weapon Skill + Weapon Attack Bonus 
+ Encumbrance] and Defense [Quickness + 
Weapon Skill + Weapon Defense Bonus + 
Encumbrance – Size] scores, and Damage [Str 
(melee only) + Weapon Expertise + Size (melee 
only) + Weapon Damage Bonus].



Improving Scores
There are two ways to improve your attributes. 
Through play and with experience (exp). Some 
attributes can only be improved in one way or 
the other.

Earning Experience

At the end of each story, or perhaps after 
each session, the Storyguide will award some 
Experience (exp).  The exact amount will vary, 
depending on the nature of your campaign and 
the scenario in question.

Spending Experience

Abilities
All Abilities can be improved with exp. The cost 
to go up one level is equal to the new level. i.e., 
to go from a score of 6 in an ability to a score of 
7 would require 7 exp.

Skills can also be improved more quickly with 
access to a teacher.  See below for the exp costs 
and rules.

Virtues and Flaws
You may also use experience to acquire new 
Virtues or “buy off” Flaws.  It costs 10x the 
value of the new Virtue (or the absolute value 
of the Flaw) to do so.  However, you may not 
purchase any Virtue with a score greater than 
5 except during character generation; such 
powerful advantages must be acquired within 

the story.

Scores That Can Not Be Improved With Experience:
Some attributes can not be improved by spend-
ing exp.  You must improve these through 
actions within the world, or by using other 
mechanisms (as described elsewhere).  These 
are: Characteristics; Condence, Faith, Purity, 

Insight; Passions; Reputations; and Personality 
Traits.

Other Ways to Improve

Practicing Skills and Talents
Provided you already have a 1 score in a Talent 
or Skill, you may improve it through practice.  
To do so, you must devote an entire month to 
practicing the Ability.  At the end of the month, 
roll an unmodified stress die, and divide the 
result by your current score.  This is the 
number of levels you gain (maximum of 5) in 
the Ability you have been practicing.  This 
costs no exp.

Teaching Skills
If you have someone who has a high enough 
score in a Skill, they can teach you, greatly 
reducing the exp required. After one month 
of teaching, divide the teacher’s score by the 
student’s score, and that equals the maximum 
number of levels the student may have learned 
(absolute maximum of 5). This still costs exp 
(which the student must have available to 
spend), but at the rate appropriate for the 
number of levels gained, rather than the par-
ticular levels themselves. 

For example, a warrior with Single Weapon 
(12) teaches one with Single Weapon (3). The 
student could gain up to 4 points [since 12÷3 
= 4] at a cost of 10 exp [score of 4 on the Skill 
Point Costs chart], but since she has only 4 
exp to spend, her new score is Single Weapon 
(5), which costs her 3 exp [the cost of a score 
of 2, the difference between the old score and 
the new].

Teaching and Studying Knowledges
In addition to using a teacher, Knowledges can 
be learned through study. In either case, divide 
the score of the source (the teacher’s or book’s 
score in the Knowledge) by the character’s cur-
rent score, and this equals the number of 

levels gained in that Knowledge.  This costs no 
exp. All Knowledges except Spellcasting Knowl-
edges may be learned this way, but you may 
not gain a 1 score in any Knowledge except 
Casual Knowledges through study; you must 
have some grounding in a subject before study-
ing is useful.

For example, a burglar with Humanities (2) 
wishes to brush up on her knowledge of music 
in order to better pass in high society.  She 
nds a book about music with a Humanities 
(12)  score.  She spends a month devoted to 
studying it, and at the end of the month she 
has a score of Humanities (7) [12 ÷ 2 > 5, the 
maximum; 2 + 5 = 7], without spending any 
exp. If she spent another month with this 
book, she would gain one more level [1 < 12 
÷ 7 < 2], for a total of Humanities (8), and 
could continue this way for 4 more months 
before maxing out with this book at a score of 
Humanities (12), the same as the book.

Practicing Spells
A spellcaster may wish to master a spell.  In 
addition to spending exp to do so, she may 
spend a month studying the spell.  At the 
end of the month, she gains exp equal to her 
Intelligence (Arcane) or Faith (Divine) to apply 
towards mastering that spell. 

If you are coming from D&D, 3rd Edition, divide 
your typical experience awards by 100 to get 
roughly the same speed of advancement.  For 
AD&D, 2nd Edition SGs, divide your typical expe-
rience awards by 1000.  The standard method in 
Ars Magica is story- and goal-dependent, so actual 
advancement slows as characters get more skilled, 
and the same amount of exp is less useful.  All ver-
sions of D&D, however, award experience depen-
dent mostly on challenge level, thus keeping the 
rate of advancement roughly constant despite ever-
increasing costs.  The former is more “realistic”, 
while the latter leads to more heroic-feeling games.  
Neither way is inherently better than the other; 
you’ll just have to decide which you prefer.
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Mana
Spellcasting, both priestly and wizardly, draws 
upon the ambient energy of the universe to 
power it. This energy, originating in the Nega-
tive and Positive Planes, is ltered through the 
Inner Planes and infuses the Material Plane 
(as well as the Inner-, Ethereal-, and Demi-
Planes).1 Whenever magic is employed, it is 
this energy, mana, that is being used. In prac-
tical terms, this means that properly executed 
spellcasting does not fatigue or otherwise affect 
the spellcaster, as do psionic powers, but still 
has limits. The amount of mana in an area 
serves as the limit for how much magic can be 
used there. Normally, this limit is not reached, 
but powerful spellcasters, a large group of 
them, and especially a large magical combat, 
can sometimes deplete an area. Each spell cast 
in an area uses mana points equal to its mag-
nitude (one tenth of its level).

How much mana is available varies from region 
to region only slightly, and is inversely related 
to the density of matter in the area. On a typi-
cal planet, the mana density is about 100. In 
wildspace, this rises to about 150. In the Flow 
(which has negative density), it is typically 200, 
but has been recorded as high as 500 – and 
as low as 100. Except for in the Phlogiston, 
there is very little variation of these numbers – 
a very magical location on a planet might have 
a mana density of 105 or maybe 110, but 
could just as easily be only 100. Similarly, 
gates and portals to the Inner Planes some-
times have slightly higher densities, and the 
proximity of very powerful magical artifacts 
may have slightly more mana. 

What does vary is the regeneration rate. In a 
normal area, mana replenishes at the rate of 
about 5 points per hour, meaning that it will 
be replenished from being completely drained 
within a day. In so-called “high-magic” areas, 
this regeneration rate might be 10 or 20 points 
per hour, with the highest rate ever recorded 
being about 5 points per minute. A typical 
“low-magic” region has a mana regeneration 
rate of from 1 point per hour to 1 point per 
day, and if there is any signicant spellcasting 
in the area will rarely be replenished. “Magic-
dead” areas are simply those where the mana 
regeneration rate is so low that it essentially 
never recovers. They usually have regeneration 
rates under 1 point per month, and a few have 
even been reported that do not regenerate at 
all.

Vis

So, what if you want or need more magic spells 
than the local mana will support? For wizards, 
vis is the solution. Vis is mana in physical 
form. It takes the form of material objects that 
have concentrated mana in them, and can then 
be used to power spells. Unlike ambient mana, 
vis has a particular “avor” to it. All vis has 
a Technique or Form (and occasionally more 
than one) associated with it, and it can only 
power spells using that Art.

Divine Favor

For priests, casting spells beyond the ambient 
mana is a bit trickier. To do so requires the 
intervention of their deity. If the task at hand is 
of direct import to the deity (simply benetting 
a priest of the deity is not good enough), there 

is a chance the being will choose to intervene. 
Faith becomes the deciding factor.

Running Out of Spells
The system, as written, is designed so that if a 
wizard stays within her limits, she won’t easily run 
out of magic.  Except for a magical battleeld, or 
wizards’ duel, or low-magic area, there should be 
plenty of Mana around for whatever a wizard is 
capable of.  In fact, in most cases, there isn’t even 
any need to keep track of the local Mana.  Only 
if the wizard starts to push her limits (and thus 
burn Fatigue), is she likely to burn out. This is dis-
tinctly different from the limited-use nature of wiz-
ards in D&D.  The reasoning is that the trade-offs 
are already built in, and you don’t have to limit a 
wizard’s use of her trademark abilities any more 
than you do any other type of character.  However, 
if you want the feel of limited magical energy, and 
the limitations that go with it, here’s a spell-point 
system to do that.  

Replace the Mana explanation with the idea that 
energy is derived directly from the wizard [or stack 
the two: Mana is the ultimate source, but how 
much a wizard can channel/control before burning 
out is a limiting factor].  A wizard has as many spell 
points as the sum of her Stamina and the points 
spent on the Power Talent (not the actual score).  
Spell points are only renewed with a full night’s 
rest.  Casting a spell burns spell points equal to 
twice the spell’s Magnitude (i.e., one-fth of the 
spell’s Rank). Fatigue may be burned on a one-for-
one basis to garner extra spell points.

Example: If a wizard had a Stamina of +2 and a 
score in Power of 7 she would have 30 spell points 
(it costs 28 exp to get a score of 7 in an Ability, 
plus she has 2 points from her high Stamina).  To 
cast a spell of the 4th Magnitude (i.e., Rank 20) 
would require burning 8 spell points, and if she 
didn’t have that many left, she couldn’t cast the 
spell, except by burning Fatigue.
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Arcane Magic
Arcane magic operates through a combining of 
various magical energies.  Some are most akin 
to nouns, and are the things affected, while 
others are much like verbs, and are the ways 
in which they are affected.  The rst are the 
Forms, and the second the Techniques, and 
they are collectively referred to as the Arcane 
Arts, or just Arts.  Any magical effect can 
be categorized into a particular combination 
of Technique(s) and Form(s) (many spells use 
more than one of either or both, but it is still 
a particular combination, just not a combina-
tion of only one Technique and one Form).  
The Techniques can be thought of as talents, 
reecting the wizard’s knack for wielding magic 
in that particular way – they are almost an 
extension of a wizard’s very being, and reect 
her connection to the realms of magic.  There-
fore, add a character’s score in a Technique to 
all rolls to resist magic utilizing that technique 
(whether it is a natural resistance roll or a 
magic resistance roll).  The Forms are more like 
knowledges, or understanding, and are thus 
less an active part of the caster.  Nonetheless, 
they are just as important for actual spellcast-
ing.

Techniques
Alter: This is the Technique that picks up 
where Create and Control leave off.  With Alter, 
you can change the shape and/or fundamental 
nature of something.  Use this Technique to 
give a human wings, or change a tree to stone, 
or turn re into harmless light.  You can not 
create, however; you must have something to 
work with.  Thus, you could not give a person 
a basilisk’s gaze, unless they already had a 
magical ability that you could alter (or you 
combined it with Enchant, which can bestow a 
magical ability).

Banish: This Technique sends or keeps things 
away. In it’s most obvious application, it is 

used to return creatures not of this 
plane back to their home plane.  It 
can also keep mundane creatures or 
objects out of an area or away from 
a person, or eliminate magic or force 
or psionics from an area.  Banish 
is different from Destroy in that the 
target of the spell still exists (gen-
erally unaltered, other than being 
sent away), it is just elsewhere.  On 
its own, Banish has no control over 
where something goes once it is ban-
ished; combine it with Move if you 
want to send the target to a particu-
lar place.

Control: If you want to make some-
thing behave in a way within its 
nature, use this Technique. With 
Control, you can even cause some-
thing to exceed it’s normal capabilities, such as 
causing plants to grow very rapidly, so long as 
it is still within its nature.  So you could not 
use Control to force a pine tree to ower.  And 
causing an oak tree to walk with Control would 
require also Alter, Move, or Enchant.

Create: With this Technique, new, whole, 
things can be created, or existing things 
mended or made whole.  The things created 
are crafted of the raw stuff of magic, by draw-
ing upon Mana and giving it form.  Therefore, 
created objects and beings are perfect, since 
they are an exact representation of the form 
envisioned, rather than an imperfect mundane 
specimen.  You can not create something new 
as part of an existing thing, so you can not give 
a human wings – that would be an Alter effect.  
Without the aid of another Technique (usually 
Move or Alter), you can not create something 
within another object or being, or in such a 
way that its mere presence causes harm.  With 
this Technique you can also re-create missing 
parts of an object, or mend a broken item.  And 
this Technique would be the one for healing, 

were it not for the Limit of Lifeforce [which 
forbids the creation of lifeforce].

Destroy: The direct opposite of Create, Destroy 
is the Technique for weakening or eliminating 
the target.  Destroy effects have little subtlety 
to them – they either seek to destroy something 
outright, or to signicantly enfeeble it.  Caus-
ing direct physical harm, crumbling stone, 
vaporising matter, cancelling enchantments, 
and killing are the provinces of this Technique.  
If you wish to weaken the target in subtler 
ways, such as by altering its nature into 
a more-vulnerable one, or making strategic 
attacks to create weak points, use Alter or 
Enchant.  Use Destroy when you simply want 
to be done with the target.

Divine: This is the Technique of information.  
With Divine, you nd things out.  On its own, 
it can not effect things in any way.  In addition 
to simple information gathering, it is useful 
in providing information to make other magics 
more effective, such as by viewing an area too 
far away to see mundanely, and thus making it 
possible to target that area.  Or, combined with 
Create, Alter, or Summon, it enables 
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the caster to exceed the limits of her own 
knowledge, creating a weapon she does not 
have detailed knowledge of, or summoning the 
most efcacious servitor without being aware 
of which one that is.

Enchant: This is the Technique of actually 
making something magical.  Anything affected 
with an Enchant spell is now magical.  With all 
other Techniques, the target of the spell is not 
itself magical, though it will radiate magic for 
the duration of the spell.  Targets affected by 
an Enchant spell of even Instantaneous dura-
tion remain magical. This can enable an object 
or creature to do something that dees the 
laws of Nature, or to imbue it with magical 
ability of its own, or merely to exceed the limits 
of the mundane manipulations that Alter and 
Control are capable of.  With Alter, you can 
give a person wings, and even allow them to y 
with them.  With Enchant you could give them 
rey breath.

Move: Move is the Technique of getting things 
from point A to point B.  It enables both physi-

cal movement (telekinesis and the like) and 
trans-dimensional movement (telepor-

tation, plane walking, and so on).  It gives you 
no control over the target, but simply puts the 
target where you wish.  Move is different from 
Control in that you are not using the normal 
abilities of the target.  If you cause a dragon to 
y to where you want it, like a giant puppet, 
that is Control.  If you simply put that dragon 
over there, whether it traverses the intervening 
space or not, you are using Move.

Summon: The direct counterpart to Banish, 
Summon is the Technique of bringing what you 
want to you.  It is also fairly indiscriminate, 
only targeting a class or type of object or crea-
ture.  If you want a sword, use Summon.  If 
you want the particular sword that you acci-
dentally left at home, use Move.  Likewise, 
Summon can bring a demon to you, but 
requires combining with divination magic to 
bring a particular individual demon to you.  
Unlike create, Summon brings pre-existing tar-
gets from elsewhere, which can cause problems 
if the target is fairly unique and its absence 
would be noted.  Thus it is most often used 
for living targets, since the Limit of Lifeforce 
makes creating servant creatures and the like 
problematic.  Summon is also extremely useful 

when you don’t know where whatever it is you 
want is, since Move requires specic knowledge 
of the target.

Forms
Animal: This is the Form of mundane animals.  
Beings that are not sentient, not magical, and 
not the product of magic.  

Force: This is the Form of energy and other 
mundane targets with tangible existence but 
no actual matter.  Fire, electricity, energy, heat, 
light, cold, and so on.

Lifeforce: This Form governs the vital energy 
that makes something alive.

Magic: This is the Form of the raw stuff of 
magic itself, from Mana, through spells, to per-
manent enchantments.

Monster: This is the Form of magical and/or 
non-humanoid creatures.  Roughly speaking, 
anything that is not governed by Animal, Plant, 
or Person falls under Monster.

Object: Also referred to as “Matter”, this Form 
governs non-living matter of all kinds and 
forms, whether natural or worked.

The Schools of Magic
If you want the magic to feel more like Dungeons & Dragons, Third Edition, magic, you can replace the Arcane Techniques and Forms with skills in the various 
schools, i.e. Abjuration, Conjuration, Divination, Enchantment, Evocation, Illusion, Necromancy, and Transmutation.  While this will more-strongly enforce the 
standard D&D schools of magic, this leads to two potential problems.  

First, there is the problem of scale and balance.  All magic is now governed by 8 skills, instead of 22, which potentially upsets the balance between spellcasters 
and non-spellcasters, since there are now about one-third as many Arts needed to reach the same magical competence.  This is admittedly mostly offset by the fact 
that you are now only adding one skill when casting a spell, and the triangular scale means that getting a single skill to twice the score is considerably more than 
twice as expensive.  In fact, you may nd that it actually makes specialization more common.  However, in general wizards will tend to be less limited, because 
many fewer spells (especially in Dungeons & Dragons, Third Edition,) are multi-school, so having a low score in a School skill or two is less of a hindrance than 
having a couple low Forms, or especially Techniques.  So while their scores may make them look more specialized, in play they may end up more versatile and/or 
more powerful.

The second problem is spontaneous spells.  The Schools of magic are much more uid and in many cases (Transmutation, especially) poorly delineated.  Thus, 
deciding on a level, or even School, for a spontaneous casting is likely to be more difcult, especially if there aren’t other spells much like the desired effect (which 
is, of course, fairly common – why spont a spell if a similar one already exists?).  In contrast, the Arcane Techniques and Forms are deliberately orthogonal – that is, 
the overlap between what any two govern is minimal, aiming for non-existent. Also, in a change from Ars Magica, many more of the spells have multiple Techniques 
and/or Forms in Ars Fantasia.  This is no accident.  By making it harder to just ignore those other Arts, because they’re likely to come up in spells within your 
specialty, being a wizard of all but the narrowest ability is signicantly more expensive (the larger number of Arts helps here, too), thus helping with the balance 
between spellcasters and non-spellcasters.
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Person: This Form governs humanoids – any 
being that is sentient, roughly-humanoid, of a 
non-magical essential nature (though most can 
wield magic and many have magical powers), 
and from the Material Plane.  Humans, demi-
humans, “humanoids”, giants, giant-kin, cen-
taurs, and others.

Planar: This Form governs the many Planes 
of existence, as well as manipulations of the 
fabric of reality, such as pocket dimensions.  It 
is also used in conjunction with other Forms to 
effect Outer-Planar targets.

Plant: This is the Form of mundane plants.  
Beings that are not sentient, not magical, and 
not the product of magic.

Psionics: This is the Form of psychic energies.  
Despite the existence of this Form, interacting 
with psionics using Mana-powered magic is 
very tricky.  In particular, unlike magic, psion-
ics leave no residue or aura, so there is often 
nothing for this Form to affect. For example, 
a Banish Psionics spell wouldn’t prevent some-
one with a posthypnotic suggestion from enter-
ing, or the suggestion from working, because 
neither of these occurences actually involves 
any psychic energies – the power has already 
run its course. In this way, dealing with many 
psionic effects runs into the same problem as 
trying to deal with the results of Instantaneous 
spells.

Sensation: This is the form of things intangible.  
Image, scent, sound, and other external sensa-
tions are all governed by it.

Thought: This Form governs thoughts and emo-
tions.

Time: This is the Form governing time itself.  
With this Form you can affect the ow of time 
for a target, or target time itself.

The Limits of Arcane Magic:

The Limit of Targets
Arcane magic cannot be targeted upon a spe-
cic being unless the caster either can perceive 
the being (magically augmented perceptions 
are acceptable), or has an Arcane Connection 
to the being. This limitation does not apply to 
spells which target a location or area, which 
can be targeted relatively (i.e. “200m directly 
in front of me”), or which have a non-specic 
target (i.e. summoning spells, which simply 
grab a creature from somewhere, rather than a 
specic creature or a specic location).

The Limit of Familiarity
Arcane magic relies on the caster’s knowledge, 
except where the spell explicitly says otherwise 
(usually involving a Divination component). 
Thus, a caster cannot teleport to a place she 
doesn’t know about, imitate a spell she hasn’t 
seen, summon a monster she knows nothing 
about, or otherwise manipulate the world that 
is unknown to her. Acquiring the necessary 

familiarity through magic is often perfectly fea-
sible, however.

The Limit of the Mind
Arcane magic cannot directly affect a being’s 
mind without the being getting a chance to 
resist it. Spells that directly target the body 
(hold person) or indirectly target the mind (illu-
sions) are not subject to this limit.

The Limit of Lifeforce
Arcane magic cannot heal, or otherwise create 
lifeforce. It can manipulate and move lifeforce 
energies, however. Therefore, True Life cannot 
be created, except by stealing lifeforce from a 
living being. Arcane magic can only heal by 
using the lifeforce of another creature, and res-
surrection is impossible. 

Some spells may appear to create life, but 
either the being is soul-less (golems and con-
structs), it uses the lifeforce of the caster 
(homonculi), it actually summons a being from 
elsewhere to provide the spirit (shadow mon-
sters, unseen servant), or it channels energy 
from the Inner Planes (usually the Negative 
Plane) to provide a semblence of life (undead).

The Limit of Divinity
Arcane magic cannot be used to contact Higher 
Beings directly, nor to control them. It can be 
used to contact and travel to the Outer Planes, 
and to summon other outer-planar creatures, 
however. Also, the direct effects of Higher 
Beings cannot be in any way affected (though 
they can be detected). This Limit applies also to 
affecting/countering Miracles.

The Limit of Psionics
Normally, Arcane magic cannot interact 
directly with psionic energies. Thus, it has 
no direct effect on psionic energies, nor can 
it detect them. The effects of psionic powers 
can be countered and modied, however, but 
psionics are normally impenetrable to 
magic.

Enchanting Items
One easy way to retain a little bit more of the feel of 
D&D3E magic items is to retain the Item Creation 
Feats, after a fashion.  To do this, make each of 
them a Virtue (+1 for Scribe Scroll, Brew Potion, 
and Craft Wondrous Item; +2 for Craft Magic Arms 
and Armor and Craft Wand; and +3 for Forge Ring, 
Craft Rod, and Craft Staff) perhaps with a mini-
mum Magic Theory score requirement.  You can 
then either use the magic item creation rules from 
D&D3E, or essentially use those from Ars Magica, 
but with the additional requirement that you must 
have the requisite Item Creation Virtue.  Personally, 
I would recommend against either of these options.  
One of the driving reasons for these rules was to 
take advantage of the far-superior magic-research 
rules – including magic item creation.  Even with 
the advent of D&D3E, the Ars Magica magic item 
creation rules are still both more detailed and, 
more importantly, more avorful.
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This means that detect magic will not notice a 
psionic effect on someone, detect scrying won’t 
make you aware of someone using Farsensing,  
and ESP won’t double as detect psionics, nor 
pick up the thoughts of someone cloaked 
by Anti-Telepathy.  On the other hand, 
Arcane magic is completely unimpeded by 
psychic static generated with Anti-Telepathy, 
and immediately penetrates psionic invisibility 
[though, since the invisibility is accomplished 
by directly affecting the viewer’s mind, they 
would normally ignore the input from the spell, 
just as they are ignoring the input from their 
eyes].  See the Technique/Form guidelines for 
more details.

Using the Psionics Form is, of course, an 
exception to most of these limits.  Arcane 
magic can deal with psionics, but only as a 
separate external force, rather than another 
form of manipulated Mana.  [This is different 
than Divine magic, with which Arcane magic 
can interact with no differently than other 
Arcane magic.]

The Limit of Mana
Arcane magic cannot directly alter the quantity 
of mana in an area, nor change the regenera-
tion rate.

Casting Arcane Spells
To cast an Arcane spell, you must know 
all of the appropriate Techniques and Forms, 
though scores of zero are acceptable.  If a 
spell requires more than one Technique, use 
the lowest of your scores in the required Tech-
niques. The same rule applies to Forms.

There are two kinds of Arcane spells: Formu-
laic and Spontaneous.

Formulaic Spells
These are spells that have a set form, and 

have been worked out ahead of time.  

They have the advantage of being easier to 
cast and control, and thus more reliable.  The 
disadvantages are that you must  learn the 
spells from somewhere, and you must stick 
to their pre-set forms, thus  they are not as 
exible.  To cast a Formulaic spell,

Roll Technique + Form + Int ≥ Spell’s Rank

In a controlled, calm situation, you may use a 
Simple die.  In any kind of dangerous situation, 
or when under pressure, you must roll a Stress 
die.  Assuming your total on the roll is at least 
equal to the spell’s Rank, the spell succeeds.  
A Formulaic spell always occurs at the same 
magnitude.

Spontaneous Spells
You can also use the Arcane Arts to create 
magical effects on the y.  This is known 
as Spontaneous Casting, or Sponting.  Doing 
so is both more difcult and less reliable. 
To cast a Spontaneous spell, rst determine 
the Technique(s) and Form(s) required for the 
desired effect, and the level of the desired 
effect.  Then 

(Roll Technique + Form + Int) ÷ 2

That is, roll a Stress die (Sponting always 
uses a Stress die), add your Intelligence score 
and the lowest required Technique and Form 
Knowledge scores, and divide the entire total 
by 2.  Whatever this number is, is the Rank 
of the effect you achieve, even if that is signi-
cantly more or less than you had hoped for 
(which it often is).

Fatigue

Spontaneous spells always burn one Fatigue.

Formulaic spells only burn Fatigue if the level 
exceeds twice Technique + Form + Stamina; 
then they also cost one Fatigue.

Overcoming Other Magic or Magic Resis-
tance

Add your Penetration to the spellcasting die 
roll (not the total), and compare to the Magic 
Resistance, or other defense. Also, if the effect 
of a spell is dependent on the Power Talent, 
these two attributes are each others’ requi-
sites. In other words, you use the lower of Pen-
etration and Power for both overcoming magic 
resistance and determing damage, etc., in the 
situation where both are required.

To Spont or not to Spont?
Of course, to even further make magic like D&D, you 
could eliminate spontaneous casting.  This solves 
the problem of assigning effects to Schools, but 
eliminates much of the exibility of the system.

Going the other way, you could make all spells with 
level-dependent qualities into a sort of variable-
level spell that the caster can decide the level of 
at the time of casting (rather than when rst learn-
ing the spell).  You could then eliminate the Power 
skill, and just use the level of the spell to determine 
effect.  The caster would declare the level before 
casting, and then roll normally.  The spell would 
either take effect at that level, or not at all.  Thus, 
the determining factor would be the caster’s Tech-
nique and Form scores, with a slight variance for 
luck and willingness to gamble, so a given caster 
could effectively be different “levels” with different 
types of magic.  You could still retain Penetration, 
allowing the ability to overcome others’ magics and 
magic resistance to be a separate (though linked) 
quantity.  The biggest difference this would make 
is probably cutting down on the use of spontane-
ous casting.  Often times, the only reason to spont 
a spell is because you want a more-powerful (or 
weaker) version and you don’t know one.  If using 
this option, spells should do one die of damage per 
magnitude (10 levels) to match Dungeons & Drag-
ons, Third Edition, or two dice of damage per mag-
nitude to match Advanced Dungeons & Dragons, 
2nd Edition.
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Range

Range deals with how far 
away the center of the spell 
is. In many cases, some 
part of the spell’s effect can 
be outside of this range (see 
Target, below). Factors in 
Range that are dependent 
on caster level use the cast-
er’s Power score. Having an 
Arcane Connection to the 
target reduces the effective 
range to the target. Touch becames Self; Dis-
tance and Eye Contact become Touch; Planar 
and Innite become the distance to the Arcane 
Connection itself. 

Self: Only the spellcaster him- or herself.

Touch: Any being or object that the caster 
physically touches.

Eye Contact: The caster must actually make 
eye contact with the subject.

Distance: A particular distance, usually in 
yards, as stated in the description.  Requires 
line-of-sight (magically-provided is sufcient) 
for a specic target, but a relative location can 
be targeted without it.

Planar: Not actually innite, but limited only by 
the bounds of magic. A magical spell can not 
cross the boundary of a Crystal Sphere, and 
can not cross planar boundaries (except the 
Border Ethereal) without magical help.

Innite: Still not able to cross the boundary 
of a Crystal Sphere, but able to cross planar 
boundaries.

Target

Every spell has a particular target.  There are 
four basic types of target, each of which has at 
least two categories.  

Objects:
This category deals with inanimate objects.  
Since they have no will, objects do not get nat-
ural resistance rolls.  If a single object Target 
resists a spell, the spell has no effect.  A group 
of objects normally resists collectively, but if 
for some reason some objects resist and others 
are affected, the spell occurs but only affects 
the latter objects.  An anti-magic eld only 
thwarts the spell for those objects protected; 
if some are unprotected they are still affected 
normally.  

Object: A single discrete object, no larger than 
an adult human, or a similarly-sized portion 
of a larger object.  The object must be entirely 
within the spell’s Range.

Collection: Several objects that are somehow 
linked or associated.  The commonality can 
be location (everything in this room), type (all 
metal objects within range) or both (all the 
arrows in a quiver).  All of the objects must be 
entirely within the spell’s Range.

Structure: A large, complex object, such as 
a building or ship or siege engine.  It can 
be made of many parts (a windmill), or one 
single whole (a monument).  It must be clearly 
dened.  Only part of the object need be within 
the spell’s Range.

Beings:
Living beings.  In many 
cases, plants are affected 
as Area targets, rather 
than discrete beings.  Nat-
ural resistance rolls apply, 
within the limits of the 
spells being resisted, of 
course.  If a being resists 
a spell, nothing happens.  
With a group, each crea-
ture gets its own chance to 
resist, and if all succeed, 

the spell fails.  An anti-magic ability protects 
the wielder, but does not thwart the spell for 
other, unprotected, creatures.  All beings must 
be within the spells Range.

Person: A single person.

Group: A group of people that are somehow 
linked or associated.  Usually their relationship 
to the caster (foes) or some fundamental qual-
ity (elves) is the dening characteristic. Prox-
imity can be used, but the result is rarely 
different than an Emanation or Circle target.

Effects:
Effects create something, which then conveys 
the spell.  Each object or person within the 
effect gets its own chance to resist, as applica-
ble, but even if they all resist the effect, it still 
occurs.  Likewise, an anti-magic ability pro-
tects the wielder, but does not thwart the spell.  
However, an anti-magic eld on the point of 
origin of the effect does stop the spell com-
pletely.  The origin point of an effect must be 
within the spell’s Range, but the rest of the 
effect may exceed it.

Ray: A beam of magical effect, with essentially 
zero width and length as determined by the 
spell.  Rays do not pass through solid objects 
unless the spell description explicitly says so. 
Normally, spells with this Target have a Range 
of Self, and thus emanate from the 

Range
Self

Touch
Eye Contact

Distance
Planar
Innite

Target
Object

Person/Ray
Collection/Cone/

Burst/Spread/Circle
Structure/Emanation/

Group/Cube
Sight
Plane

Duration
Instantaneous
Concentration

Duration
Permanent
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caster.  If not, the caster suffers a penalty on 
all targeting rolls (usually -5 – -10).

Cone: A cone of magical effect, starting from a 
point and widening as it extends.  Normally, 
the cone is as wide at any point as the distance 
from the origin.  The cone extends only as 
far as the spell description states.  Normally, 
spells with this Target have a Range of Self, 
and thus emanate from the caster.  If not, the 
caster suffers a penalty on all targeting rolls 
(usually -5 – -10).

Burst: The magical effect radiates  from the 
target point in all directions, but only in a 
straight line, like light.  It does not pass 
through solid objects or creatures (unless the 
effect destroys them).  It does not bend around 
corners.  Everything within line-of-sight to the 
origin point, and within the radius of the burst 
is affected.

Spread: The magical effect radiates from the 
target point in all directions, owing like fog.  
It does not pass through solid objects or crea-
tures, but it does ow around them.  It will 
also bend around corners.  Distance to the 
point of origin is measured using the actual 
route taken, including such things as going 
around corners, rather than the straight-line 
distance; line-of-sight to the origin point is not 
necessary.  

Emanation: The magical effect radiates from 
the target point in all directions.  Neither 
objects nor beings nor terrain block it.  Every-
thing within the radius of the emanation is 
affected. 

Areas:
Areas simply target an area of some sort, 
affecting all applicable objects or beings within 
it, including the terrain itself, if appropriate.  
Each object or person gets to resist separately, 

and even if all resist, the spell still occurs.  An 
anti-magic eld only thwarts the spell where 
they overlap, and thus can only completely 
prevent the spell if the eld is as large as the 
complete targeted area of the spell.

Circle: A circular area traced on the ground, 
and the space in a cylinder above it.  The cylin-
der is always at least as tall as the diameter 
of the circle, and may extend much higher, 
depending on the spell.  The center of the 
Circle must be within the spell’s Range.

Cube: Not actually a cube, but a number of 
cubes.  The spell description will state the size 
of the cube (10’ on a side is most common), 
and either the number of cubes or the total 
volume.  Unless the description explicitly 
states otherwise, they may be arranged in 
any contiguous shape, so long as they share 
complete faces (they can not be staggered or 
aligned edge-to-edge).  The entire volume of the 
effect must be within the spell’s Range.

Sight: Everything within sight of the caster, or 
within sight of the caster’s point of view (such 
as that provided by using scrying magics).

Plane: The entire plane that the caster is cur-
rently upon.

Duration

The Duration of a spell denes how long the 
magic lasts.  

Instantaneous: An instantaneous spell lasts 
but an instant, and then is done.  However, 
while the direct effects are over instantly, the 
indirect effects may persist.  Once the magic 
is gone, things continue to behave according 
to mundane forces and laws.  For example, 
creating an instant of re in a building will 
likely leave many things on re, even though 

the magic is gone.  These secondary effects 
are not magical, and are thus not subject to 
manipulation by the Magic Form.

Concentration: The spell lasts only as long as 
the caster continues to concentrate on it.  If the 
caster wants to do anything else while main-
taining this concentration, she must make a 
Concentration check (usually 15+).

Duration: The spell lasts for a set length of 
time, as described in the spell.  This category 
includes all Durations stated as a unit of time.

Permanent: The spell is permanent, and main-
tains its effect indenitely.

Components

All spells require one or more components to 
activate them. These must be employed, unless 
you have the Silent Magic or Subtle Magic 
Virtues (or some other special circumstance).

The various omponents are:

Verbal (V): Words or other vocal sounds.  The 
caster must be able to speak freely, and suffers 
penalties if she can not.  If she is silenced or 
gagged, or otherwise completely prevented from 
speaking, the spell may not be cast.

Somatic (S): Gestures.  The caster must have 
free use of both arms, and suffers penalties if 
her hands are occupied.  If she is bound, she 
may not cast the spell.

Material (M): Object(s) or substance(s). The 
required objects/substances must be present. 
They are destroyed during the casting (even if 
unsuccessful).

Focus (F): An object that is not consumed by 
the magic, but instead serves as a focal point.  
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Arcane Spell Casting Guidelines and Example Spells

Alter
Rank 5
alter object

Mending (PH) 

alter person (animal/monster)
Spider climb (PH) 

alter person (animal/monster/
object)

Enlarge* (PH) 
Feather fall (PH) 

alter sensation
Change self (PH) 

alter thought
Comprehend languages* (PH) 
Hypnotism (PH) 
Spook (PH) 

Rank 10
alter force/object

Pyrotechnics (PH) 

alter lifeforce
Spectral hand (PH) 

alter magic
Misdirection (PH) 

alter object/planar
Deeppockets (PH) 

alter person
Alter self (PH) 

alter sensation
Blur (PH) 
Fools gold (PH) 
Leomund’s Trap (PH) 

alter thought
Scare (PH) 
Tasha’s Uncontrollable Hideous Laughter 
(PH) 

alter/divine sensation
Detect invisibility (PH) 

Rank 15
alter lifeforce

Feign death (PH) 

alter person
Infravision (PH) 

alter person (monster/animal)
Water breathing* (PH) 

alter person/sensation
Wraithform (PH) 

alter person/thought
Tongues* (PH) 

alter person/time
Haste (PH) 
Slow (PH) 

alter thought
Suggestion (PH) 

alter/banish magic/person
Non-detection (PH) 

alter/move person
Fly (PH) 

Rank 20
alter magic

Extension I (PH) 

alter magic/thought
Rary’s Mnemonic Enhancer (mag) 

alter object/sensation
Vacancy (PH) 

alter person (animal/monster/
object/plant)

Polymorph other (PH) 
Polymorph self (PH) 

alter person/plant
Massmorph (PH) 

alter sensation
Hallucinatory terrain (PH) 

alter thought
Confusion (PH) 

alter/enchant person
Stoneskin (PH) 

Rank 25
alter animal

Animal growth* (PH) 

alter magic
Extension II (PH) 

alter object
Airy water (PH) 
Passwall (PH) 
Stone shape (PH) 
Transmute rock to mud* (PH) 

alter object/sensation
Distance distortion (PH) 

alter sensation
Seeming (PH) 

alter thought
Chaos (PH) 

alter/banish/divine magic/
sensation

False vision (PH) 

alter/enchant thought
Dream (PH) 
Leomund’s Lamentable Belaborment (PH) 

Rank 30
alter force/object

Control weather (PH) 

alter magic
Extension III (PH) 

alter magic/thought
Mordenkainen’s Lucubration (PH) 

alter object
Glassee (PH) 
Transmute water to dust* (PH) 

alter object/person 
(animal/monster)

Stone to esh* (PH) 

alter object/sensation
Mirage arcana (PH) 

alter thought
Mass suggestion (PH) 

alter/create object
Death fog (PH) 

alter/enchant person
Tenser’s Transformation (PH) 

Rank 35
alter object/person

Phase door (PH) 
Statue (PH) 

alter person/planar
Duo-dimension (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic spray (PH) 

alter/create object/
person/sensation

Simulacrum (PH) 

Rank 40
alter magic/time

Permanency (PH) 

alter object
Glassteel (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic wall (PH) 

alter/enchant animal/monster/
object/person/plant

Polymorph any object (PH) 

alter/create/move force/object
Otiluke’s Telekinetic Sphere (PH) 

alter/create magic/sensation
Screen (PH) 

alter/enchant object/thought
Symbol (PH) 

Rank 45
alter lifeforce/time

Temporal Stasis* (PH) 

alter object
Crystalbrittle (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic sphere (PH) 

alter/enchant animal/monster/
object/person/plant

Shape change (PH) 

alter/banish lifeforce/person/time 
(animal/monster/plant)

Imprisonment* (PH) 

Banish
Rank 5
banish magic

Gaze reection (PH) 

Rank 10
banish magic

Protection from cantrips (PH) 

Rank 15
banish object

Protection from normal missiles (PH) 

alter/banish magic/person
Non-detection (PH) 

Rank 20
banish magic

Minor globe of invulnerability (PH) 



28

Rank 25
banish monster/planar (person)

Dismissal (PH) 

banish/enchant lifeforce/object
Avoidance* (PH) 

alter/banish/divine magic/
sensation

False vision (PH) 

Rank 30
banish animal/monster/person

Repulsion (PH) 

banish magic
Globe of invulnerability (PH) 

banish/destroy magic
Anti-magic shell (PH) 

Rank 35
banish planar (monster/person)

Banishment (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic spray (PH) 

banish/move magic
Spell turning (PH) 

Rank 40
alter/banish/create/destroy 

animal/force/monster/person/planar
Prismatic wall (PH) 

banish/destroy magic
Serten’s Spell Immunity (PH) 

banish/enchant magic/thought
Mind blank (PH) 

Rank 45
alter/banish/create/destroy 

animal/force/monster/person/planar
Prismatic sphere (PH) 

alter/banish lifeforce/person/time 
(animal/monster/plant)

Imprisonment* (PH) 

Control
Rank 5
control force

Affect normal res (PH) 

control object
Hold portal (PH) 

control person
Charm person (PH) 

control thought
Taunt (PH) 

Rank 10
control object

Bind (PH) 
Wizard lock (PH) 

Rank 15
control lifeforce/magic

Hold undead (PH) 

control person
Hold person (PH) 

control/enchant/summon 
monster/person

Sepia snake sigil (PH) 

Rank 20
control monster (person/animal)

Charm monster (PH) 

control plant
Plant growth (PH) 

control/create/divine/enchant/
move animal/force/
monster/object/person

Leomund’s Secure Shelter (PH) 

control/enchant object/thought
Fire charm (PH) 

control/create sensation/thought
Rainbow pattern (PH) 

control/create thought
Phantasmal killer (PH) 

Rank 25
control monster

Hold monster (PH) 

control object
Fabricate (PH) 

control thought
Domination (PH) 

control/create object
Cloudkill (PH) 

control/create sensation/thought
Advanced illusion (PH) 

Rank 30
control/create force

Chain lightning (PH) 

control/create object/sensation/
thought

Guards and wards (PH) 

control/create/divine sensation
Programmed illusion (PH) 

Spells to Avoid
There are a few spells that no longer make sense, or signicantly change in feel with the new magic system.  Most of these have been left in the guidelines here, 
for completeness, but are likely not good examples and should be removed/ignored.  First, there are several spells that deal explicitly with memorization, and thus 
are now irrelevant if you use any of the systems proposed here: Rary’s Mnemonic Enhancer and Mordenkainen’s Lucubration.

Second, there are the spells that let you change how other spells behave (Extensions I-III, Permanency, and Contingency).  With the more-exible nature of spellcast-
ing under this sytem, there’s a good chance they have become redundant.  On the other hand, if you have to spont a spell, it does halve your effectiveness, so 
this might be sufcient cause to keep them around, essentially as narrow applications of the Magic Form.  For that matter, that’s exactly what Control and Alter 
Magic spells are for.

Third, there are two spells that are necessary in D&D, but unused in the standard Ars Magica system: Read Magic and Enchant an Item.  Read Magic should 
probably be retained, but rephrased as a limited-application Read Languages spell, letting you translate writings about magic, but nothing else.  The idea that 
spells are simultaneously written in a special language and yet nobody can read that language can be dropped.  Enchant an Item could be retained as a model for 
non-permanent magical items, sort of a super-Enchanted Weapon.  Or it could be added to the Ars Magica enchantment system, being a spell that is necessary to 
prepare, begin, end, and/or seal the enchantment of an item, but otherwise using the Ars Magica system.  Alternately, completely eliminating both of these would 
probably have not noticably divorce the feel of magic from D&D.

Fourth, all spells dealing explicitly with alignment have either been dropped (Know Alignment) or renamed to focus on current intent (Detect Evil, Dispel Evil).  This 
is to preserve some utility, but you could instead choose to change Know Alignment to Know Passions, and limiting Detect Evil to only outer-planar creatures would 
not be unreasonable.  See the section on Passions for more about this.

Finally, there are a couple spells that are really there to ll the gaps and provide effects that hadn’t been thought of, and with spontaneous casting, there’s no 
point.  Wish and Limited Wish (and, in Dungeons & Dragons, Third Edition, Miracle) should simply be eliminated from the spell lists.
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control/summon monster/planar
Invisible stalker (PH) 

Rank 35
control force

Reverse gravity (PH) 

control lifeforce/magic
Control undead (PH) 

control plant
Charm plants (PH) 

control/create force
Delayed blast reball (PH) 
Mordenkainen’s Sword (PH) 

control/destroy/enchant lifeforce/
magic/sensation

Sequester (PH) 

Rank 40
control monster/person

Mass charm (PH) 

control/enchant lifeforce/object/
planar

Trap the soul (PH) 

control/enchant person
Otto’s Irresistable Dance (PH) 

Rank 45
control time

Time stop (PH) 

Create
Rank 5
create force

Armor (PH) 
Burning hands (PH) 
Color spray (PH) 
Light (PH) 
Magic Missile (PH) 
Shield (PH) 
Shocking grasp (PH) 

create magic
Nystul’s Magic Aura (PH) 

create object
Grease (PH) 
Wall of fog (PH) 

create sensation
Audible glamor (PH) 
Dancing lights (PH) 
Phantasmal force (PH) 

create/enchant sensation
Wizard mark (PH) 

create/move force
Tenser’s Floating Disk (PH) 
Unseen servant (PH) 

divine/create animal/
force/monster/person

Alarm (PH) 

Rank 10
create force

Continual light (PH) 

create force/object
Melf’s Acid Arrow (PH) 

create object
Fog cloud (PH) 
Stinking cloud (PH) 
Web (PH) 

create object/sensation
Glitterdust (PH) 

create person
Strength (PH) 

create planar
Rope trick (PH) 

create sensation
Hypnotic pattern (PH) 
Improved phantasmal force (PH) 
Irritation (PH) 
Magic mouth (PH) 
Mirror image (PH) 

create/move force
Flaming sphere (PH) 

Rank 15
create force

Fireball (PH) 
Flame arrow (PH) 
Gust of wind (PH) 
Leomund’s Tiny Hut (PH) 
Lightning bolt (PH) 
Wind wall (PH) 

create force/object
Melf’s Minute Meteors (PH) 

create sensation
Spectral force (PH) 

Rank 20
create force

Dig (PH) 
Fire shield (PH) 
Otiluke’s Resilient Sphere (alt/inv) 
Shout (PH) 
Wall of re (PH) 

create force/object
Ice storm (PH) 
Wall of ice (PH) 

create object
Solid fog (PH) 

create sensation
Illusionary wall (PH) 

create sensation/thought
Fear (PH) 

create thought
Emotion (PH) 

create/enchant force/object
Fire trap (PH) 

create/summon object/planar
Minor creation (PH) 

create/summon planar/sensation
Shadow monsters (PH) 

control/create sensation/thought
Rainbow pattern (PH) 

control/create thought
Phantasmal killer (PH) 

control/create/divine/enchant/
move animal/force/
monster/object/person

Leomund’s Secure Shelter (PH) 

Rank 25
create force

Bigby’s Interposing Hand (PH) 
Cone of cold (PH) 
Wall of force (PH) 

create object
Wall of iron (PH) 
Wall of stone (PH) 

create/summon object/planar
Major creation (PH) 

create/summon planar/sensation
Demi-shadow monsters (PH) 

create/summon planar/sensation
Shadow magic (PH) 

create/destroy sensation
Shadow door (PH) 

control/create sensation/thought
Advanced illusion (PH) 

control/create object
Cloudkill (PH) 

Rank 30
create force

Bigby’s Forceful Hand (PH) 

create force/object
Otiluke’s Freezing Sphere (PH) 

create sensation
Permanent illusion (PH) 
Veil (PH) 

create/summon planar/sensation
Demi-shadow magic (PH) 
Shades (PH) 

alter/create object
Death fog (PH) 

control/create force
Chain lightning (PH) 

control/create object/sensation/
thought

Guards and wards (PH) 

control/create/divine sensation
Programmed illusion (PH) 

Rank 35
create force

Bigby’s Grasping Hand (PH) 

create force (object)
Forcecage (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic spray (PH) 

alter/create object/
person/sensation

Simulacrum (PH) 

control/create force
Delayed blast reball (PH) 
Mordenkainen’s Sword (PH) 

Rank 40
create force

Bigby’s Clenched Fist (PH) 

create force/object
Incendiary cloud (PH) 

create/move lifeforce/person 
(animal/monster/plant)

Clone (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic wall (PH) 

alter/create magic/sensation
Screen (PH) 

alter/create/move force/object
Otiluke’s Telekinetic Sphere (PH) 
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Rank 45
create force

Bigby’s Crushing Hand (PH) 

create/divine force/
sensation/thought

Wierd (PH) 

create/move force
Meteor swarm (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic sphere (PH) 

Destroy
Rank 5
destroy lifeforce

Chill touch (PH) 

destroy sensation (magic)
Erase (PH) 

Rank 10
destroy force

Darkness, 15’ radius (PH) 

destroy object
Shatter (PH) 

destroy person (animal/monster)
Ray of enfeeblement (PH) 

destroy sensation
Blindness (PH) 
Deafness (PH) 
Invisibility (PH) 

destroy thought
Forget (PH) 

Rank 15
destroy magic

Dispel magic (PH) 

destroy sensation
Invisibility, 10’ radius (PH) 

Rank 20
destroy lifeforce

Enervation (PH) 

destroy magic
Remove curse* (PH) 

destroy person (monster)
Contagion (PH) 

destroy sensation
Improved invisibilty (PH) 

Rank 25
destroy thought

Feeblemind (PH) 

create/destroy sensation
Shadow door (PH) 

Rank 30
destroy lifeforce

Death (PH) 

destroy object
Disintegrate (PH) 

destroy/move sensation
Mislead (PH) 

banish/destroy magic
Anti-magic shell (PH) 

Rank 35
destroy lifeforce

Finger of death (PH) 

destroy person (animal/monster/
plant)

Power word, stun (PH) 

destroy sensation
Mass invisibility (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic spray (PH) 

control/destroy/enchant lifeforce/
magic/sensation

Sequester (PH) 

Rank 40
destroy person (animal/monster/

plant)
Power word, blind (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic wall (PH) 

banish/destroy magic
Serten’s Spell Immunity (PH) 

Rank 45
destroy lifeforce

Energy drain (PH) 

destroy magic/object
Mordenkainen’s Disjunction (PH) 

destroy person (animal/monster/
plant)

Power word, kill (PH) 

alter/banish/create/destroy 
animal/force/monster/person/planar

Prismatic sphere (PH) 

Divine
Rank 5
divine lifeforce/magic

Detect undead (PH) 

divine magic
Detect magic (PH) 
Identify (PH) 
Read magic (PH) 

create/divine animal/
force/monster/person

Alarm (PH) 

Rank 10
divine object

Locate object* (PH) 

divine thought
Detect evil intent* (PH) 
ESP (PH) 

alter/divine sensation
Detect invisibility (PH) 

Rank 20
divine magic

Detect scrying (PH) 

divine/enchant object/sensation
Magic Mirror (PH) 

control/create/divine/enchant/
move animal/force/
monster/object/person

Leomund’s Secure Shelter (PH) 

Rank 25
divine planar

Contact other plane (PH) 

alter/banish/divine magic/
sensation

False vision (PH) 

Rank 30
divine object

Legend lore (PH) 

divine planar/sensation
True sight (PH) 

control/create/divine sensation
Programmed illusion (PH) 

Rank 35
divine planar

Vision (PH) 

Rank 45
divine thought/time

Foresight (PH) 

create/divine force/
sensation/thought

Wierd (PH) 

Enchant
Rank 5
enchant person

Friends (PH) 
Sleep (PH) 

enchant/summon animal
Find familiar (PH) 

create/enchant sensation
Wizard mark (PH) 

Rank 15
enchant object

Explosive runes (PH) 
Item (PH) 
Secret page (PH) 

enchant object/person
Illusionary script (PH) 

control/enchant/summon 
monster/person

Sepia snake sigil (PH) 

Rank 20
enchant object

Enchanted weapon (PH) 

enchant person
Fumble (PH) 

alter/enchant person
Stoneskin (PH) 
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control/create/divine/enchant/
move animal/force/
monster/object/person

Leomund’s Secure Shelter (PH) 

control/enchant object/thought
Fire charm (PH) 

create/enchant force/object
Fire trap (PH) 

divine/enchant object/sensation
Magic Mirror (PH) 

Rank 25
enchant lifeforce

Animate dead (PH) 

alter/enchant thought
Dream (PH) 
Leomund’s Lamentable Belaborment (PH) 

banish/enchant lifeforce/object
Avoidance* (PH) 

Rank 30
enchant magic

Contingency (PH) 

enchant magic/object
Enchant an item (PH) 

enchant person/thought
Eyebite (PH) 

enchant thought
Geas (PH) 

alter/enchant person
Tenser’s Transformation (PH) 

Rank 35
control/destroy/enchant lifeforce/

magic/sensation
Sequester (PH) 

Rank 40
enchant lifeforce/person/time 

(animal/monster)
Sink (PH) 

enchant object/person (animal/
monster/plant)

Antipathy (antipathy-sympathy) (PH) 
Sympathy (antipathy-sympathy) (PH) 

enchant (alter/move) thought 
(person/planar)

Binding (PH) 

enchant/move thought
Demand (PH) 

alter/enchant animal/monster/
object/person/plant

Polymorph any object (PH) 

alter/enchant object/thought
Symbol (PH) 

banish/enchant magic/thought
Mind blank (PH) 

control/enchant lifeforce/object/
planar

Trap the soul (PH) 

control/enchant person
Otto’s Irresistable Dance (PH) 

Rank 45
enchant person/planar

Astral (PH) 

enchant/move object/person (mon-
ster)

Succor* (PH) 

alter/enchant animal/monster/
object/person/plant

Shape change (PH) 

Move
Rank 5
move person

Jump (PH) 

move sensation
Message (PH) 
Ventriloquism (PH) 

create/move force
Tenser’s Floating Disk (PH) 
Unseen servant (PH) 

Rank 10
move object

Knock* (PH) 

move person (animal/monster/
object)

Levitate (PH) 

move sensation
Whispering wind (PH) 

create/move force
Flaming sphere (PH) 

Rank 15
move lifeforce

Vampiric touch (PH) 

move person
Blink (PH) 

move planar
Delude (PH) 

move sensation
Clairaudience (PH) 
Clairvoyance (PH) 

alter/move person
Fly (PH) 

Rank 20
move person

Dimension door (PH) 

move sensation
Wizard eye (PH) 

control/create/divine/enchant/
move animal/force/
monster/object/person

Leomund’s Secure Shelter (PH) 

Rank 25
move lifeforce

Magic jar (PH) 

move object
Telekinesis (PH) 

move object/planar
Leomund’s Secret Chest (alt/con) 

move person (animal/monster/
object/plant)

Teleport (PH) 

move thought
Sending (PH) 

Rank 30
move object

Lower water* (PH) 
Move earth (PH) 
Part water (PH) 

move sensation
Project image (PH) 

destroy/move sensation
Mislead (PH) 

Rank 35
move object/planar

Vanish (PH) 

move person (animal/monster/
object/plant)

Teleport without error (PH) 

move person/planar
Shadow walk (PH) 

move/summon object
Mordenkainen’s Magnicent Mansion 
(PH) 

banish/move magic
Spell turning (PH) 

Rank 40
move person/planar

Maze (PH) 

alter/create/move force/object
Otiluke’s Telekinetic Sphere (PH) 

create/move lifeforce/person 
(animal/monster/plant)

Clone (PH) 

enchant/move thought
Demand (PH) 

Rank 45
create/move force

Meteor swarm (PH) 

enchant/move object/person (mon-
ster)

Succor* (PH) 

Summon
Rank 5
summon animal

Mount (PH) 

enchant/summon animal
Find familiar (PH) 

Rank 10
summon animal

Summon swarm (PH) 

Rank 15
summon monster

Monster summoning I (PH) 

summon monster/sensation
Phantom steed (PH) 
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control/enchant/summon 
monster/person

Sepia snake sigil (PH) 

Rank 20
summon monster

Monster summoning II (PH) 

summon monster/force
Evard’s Black Tentacles (PH) 

create/summon object/planar
Minor creation (PH) 

create/summon planar/sensation
Shadow monsters (PH) 

Rank 25
summon force/monster

Mordenkainen’s Faithful Hound (PH) 

summon lifeforce/monster
Summon shadow (PH) 

summon monster
Monster summoning III (PH) 

create/summon object/planar
Major creation (PH) 

create/summon planar/sensation
Demi-shadow monsters (PH) 
Shadow magic (PH) 

Rank 30
summon animal

Conjure animals (PH) 

summon lifeforce
Reincarnation (PH) 

summon monster
Monster summoning IV (PH) 

summon monster/planar
Conjure elemental (PH) 

summon monster/planar (person)
Ensnarement (PH) 

control/summon monster/planar
Invisible stalker (PH) 

create/summon planar/sensation
Demi-shadow magic (PH) 
Shades (PH) 

Rank 35
summon monster

Monster summoning V (PH) 

summon object
Drawmij’s Instant Summons (PH) 

move/summon object
Mordenkainen’s Magnicent Mansion 
(PH) 

Rank 40
summon monster

Monster summoning VI (PH) 

Rank 45
summon monster

Monster summoning VII (PH) 

summon planar (monster/person)
Gate (PH) 
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Divine Magic
Divine magic uses the priest’s Understanding 
of the universe to call upon the powers of 
divinities, without requiring the direct inter-
vention of those deities. Like Arcane magic, 
Divine magic draws upon ambient Mana for its 
power. 

Divine prayers are classied according to 
Realms, each of which corresponds to a sphere 
of inuence of the deities. Depending on the 
deity worshipped, a Divine spellcaster may 
have access to just a couple Realms, or to 
many of them, and this access may be Major 
(for a Realm of great interest to the deity) or 
Minor (a Realm of secondary import). The act 
of using a magical prayer is referred to as 
invoking.

Magical prayers are easier and more powerful 
than arcane spells, but less exible.  You 
may use the most advantageous Realm score, 
instead of having to use the lowest Technique 
and Form scores, and there are no limits, 
other than your ability and Faith, on what 
Divine magic can accomplish.  On the other 
hand, there is nothing equivalent to spontane-
ous casting when employing divine magic.

Invoking Magical Prayers
To use a prayer, you need only be granted 
access to a Realm that includes it by your 
deity. Oftentimes, the same magical prayer is 
available through multiple Realms.  Provided 
you have a score (even 0) in at least one of the 
Realms of a given prayer, you may invoke it. To 
do so, nd the most advantageous Realm score 
(generally your highest of the applicable ones, 
but see below about Minor Realms), and

Roll 2x Realm + Faith ≥ Prayer’s Rank

If you are using a Minor Realm to 
invoke the prayer, halve the resul-
tant total to determine success. This 
can be a Stress die or a Simple die, 
depending on circumstances.

Fatigue

Magical prayers only burn Fatigue if 
the level exceeds 4x Realm + Stam-
ina, when they cost one Fatigue.

Extra Mana

If you need more Mana than is in 
the area, you may call upon your 
Faith to supply the difference: Roll 
a Quality die less than or equal 
to Faith. Success grants as much 
mana as is needed for the spell.

Overcoming Other Magic or Magic Resis-
tance

Add ve times your Faith to the spellcasting die 
roll (not the total), and compare to the Magic 
Resistance, or other defense. 

Range, Target, and Duration

Refer to the details of Range, Target, and Dura-
tion in the Arcane magic chapter.  The only 
change is that the priest’s Understanding score 
is used for all variable effects that call for 
“caster level”, as well as for determining ne 
control.

Components

All spells require one or more components to 
activate them. These must be employed, unless 
you have the Silent Magic or Subtle Magic 
Virtues (or some other special circumstance).

Normally, a priest requires her holy symbol in 
addition to any other components listed for the 
spell.  Without her holy symbol, she takes a 
-3 on all spellcasting rolls. However, only rarely 
does Divine magic require mundane material 
components.

The various omponents are:

Material (M): Object(s) or substance(s). The 
required objects/substances must be present. 
They are destroyed during the casting (even if 
unsuccessful).

Verbal (V): Words or other vocal sounds.  The 
caster must be able to speak freely, and suffers 
penalties if she can not.  If she is silenced or 
gagged, or otherwise completely prevented from 
speaking, the spell may not be cast.

Somatic (S): Gestures.  The caster must have 
free use of both arms, and suffers penalties if 
her hands are occupied.  If she is bound, she 
may not cast the spell.

Focus (F): An object that is not consumed by 
the magic, but instead serves as a focal point.  
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Universal
Rank 5

Bless (PH)
Call upon faith (TM)
Combine (PH)
Curse(bless) (PH)

Rank 10
Dele@(sanctify) (TM)
Draw upon holy might (TM)
Sanctify@ (TM)

Rank 20
Focus@ (TM)
Uplift@ (TM)

Rank 25
Atonement (PH)

Air
Rank 10

Dust devil (PH)

Rank 15
Air breathing(water breathing) (PH)

Rank 25
Air walk (PH)
Cloud of purication (TM)
Control winds (PH)

Rank 35
Wind walk (PH)

Miracles
Elemental Swarm (TM)
Storm of vengeance (TM)

Animal
Rank 5

Animal friendship (PH)
Invisibility to animals (PH)
Locate plants or animals (PH)

Snake charm (PH)

Rank 10
Charm person or mammal (PH)
Speak with animals (PH)

Rank 15
Hold animal (PH)
Summon insects (PH)

Rank 20
Animal summoning I (PH)
Giant insect (PH)
Repel insects (PH)
Shrink insect(giant insect) (PH)
Snakes to sticks(sticks to snakes) (PH)

Rank 25
Animal growth (PH)
Animal summoning II (PH)
Insect plague (PH)
Shrink animal(animal growth) (PH)

Rank 30
Animal summoning III (PH)
Anti-animal shell (PH)

Rank 35
Creeping doom (PH)

Miracles
Animal horde (TM)
Wolf spirits (TM)

Astral
Rank 5

Speak with astral traveller (TM)

Rank 15
Astral window (TM)

Rank 20
Dimensional folding (TM)
Join with astral traveller (TM)

Rank 25
Plane shift (PH)

Rank 35
Astral (PH)
Gate (PH)

Miracles
Etherwalk (TM)

Imago interrogation (TM)
Planar quest (TM)

Charm
Rank 5

Cause fear(remove fear) (PH)
Command (PH)
Remove fear (PH)
Snake charm (PH)
Undetectable poison(detect 
poison) (PH)

Rank 10
Charm person or mammal 
(PH)
Enthrall (PH)
Hold person (PH)
Music of the spheres (TM)
Mystic transfer@ (TM)
Undetectable charm(detect 
charm) (PH)
Unknowable 
alignment(know alignment) 
(PH)
Zone of truth (TM)

Rank 15
Air breathing(water breath-
ing) (PH)
Bestow curse (PH)
Bestow curse(remove curse) 
(PH)
Emotion control (TM)
Obscure object(locate 
object) (PH)

Rank 20
Cloak of bravery (PH)
Cloak of fear(cloak of brav-
ery) (PH)
Doubt(leadership) (TM)
Free action (PH)
Imbue with spell ability (PH)
Modify memory (TM)
Prevent 
communication(tongues) 
(PH)
Undetectable lie(detect lie) 
(PH)

Rank 25
False seeing(true seeing) 
(PH)
Meld@ (TM)
Quest (PH)

Rank 30
Lose the path(nd the path) (PH)

Rank 35
Confusion (PH)
Exaction (PH)

Miracles
Fear contagion (TM)
Warband quest (TM)

Universal Access?
Dealing with spells in the Universal Realm needs 
some extra consideration. There are basically two 
ways to handle them.  You can either give priests 
a separate Realm(Universal) skill, or let priests use 
the highest (or lowest) of their other Realm skills 
when casting spells from that Realm.  A separate 
score is the simplest and most-exible choice.  This 
enables a priest to be very poor, or very good, at 
those spells independently of other types of spells.  
On the other hand, it lacks avor.  Universal just 
becomes another Realm, no different than all the 
rest, and no different than a Form or Technique 
for an Arcane spellcaster. If the Universal Realm is 
really intended to represent those spells that are 
universally important to all priests, regardless of 
faith or outlook, then it makes sense to allow all 
priests to be good at them – basically treating the 
Realm mechanically as it obviously is: a catch-all.  
In that case, simply allowing a priest’s highest 
Realm score to be used for those spells (if you want 
them to be as good at such spells as at anything 
else they do for the deity), or lowest (if you want 
priests to be capable of these magics, but for them 
to not be as good at them because they’re not cen-
tral to the deity), accomplishes this.  In either case, 
you should treat spells of the Universal Realm as 
major access.  

Finally, don’t forget to take into consideration 
how many spells are in the Realm.  If you use 
Advanced Dungeons & Dragons, 2nd Edition, spell 
lists, the Universal Realm contains about a dozen 
spells, most of them fairly inoccuous.  If you use 
the closer-to-D&D3E option with the Dungeons & 
Dragons, Third Edition, lists, then the vast majority 
of priest spells are part of the Universal Realm, and 
being generous with their access could be more of 
a problem.34
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Combat
Rank 5

Cause light wounds(cure light wounds) 
(PH)
Magical stone (PH)
Shillelagh (PH)

Rank 10
Chant (PH)
Spiritual hammer (PH)

Rank 15
Cause blindness(cure blindness) (PH)
Cause deafness(cure deafness) (PH)
Cause paralysis(remove paralysis) (PH)
Prayer (PH)
Unearthly choir@ (TM)

Rank 20
Cause serious wounds(cure serious 
wounds) (PH)
Strength (PH)

Rank 25
Cause critical wounds(cure critical 
wounds) (PH)
Flame strike (PH)
Insect plague (PH)

Rank 30
Harm(heal) (PH)
Spiritual wrath@ (TM)

Rank 35
Holy word (PH)

Miracles
Implosion/inversion (TM)
Shooting stars (TM)

Creation
Rank 5

Create water (PH)

Rank 15
Create food & water (PH)

Rank 20
Addition (TM)

Rank 25
Blessed abundance (TM)

Rank 30
Animate object (PH)
Blade barrier (PH)
Heroes’ feast (PH)
Wall of thorns (PH)

Rank 35
Changestaff (PH)
Chariot of sustarre (PH)

Miracles
Abundance (TM)
Siege wall (TM)
Stalker (TM)

Destruction
Rank 5

Cause light wounds(cure light wounds) 
(PH)
Destroy water(create water) (PH)
Entangle (PH)
Putrefy food & drink(purify food & drink) 
(PH)

Rank 10
Badberry(goodberry) (PH)
Dust devil (PH)
Warp wood (PH)

Rank 15
Bestow curse (PH)
Bestow curse(remove curse) (PH)
Call lightning (PH)
Spike growth (PH)
Summon insects (PH)

Rank 20
Cause serious wounds(cure serious 
wounds) (PH)
Giant insect (PH)
Poison(neutralize poison) (PH)
Sticks to snakes (PH)

Rank 25
Cause critical wounds(cure critical 
wounds) (PH)
Control winds (PH)
Flame strike (PH)
Insect plague (PH)

Rank 30
Harm(heal) (PH)
Transmute water to dust (PH)
Wall of thorns (PH)
Weather summoning (PH)

Rank 35
Creeping doom (PH)
Destruction,(resurrection) (PH)
Earthquake (PH)
Fire storm (PH)
Uncontrolled weather (TM)

Miracles
Implosion/inversion (TM)
Spiral of degeneration (TM)
Storm of vengeance (TM)

Divination
Rank 5

Analyze balance (TM)
Detect evil intent (PH)
Detect good intent(detect evil intent) (PH)
Detect magic (PH)
Detect poison (PH)
Detect snares & pits (PH)
Know age (TM)
Know direction (TM)
Know time (TM)
Locate plants or animals (PH)
Speak with astral traveller (TM)

Rank 10
Augary (PH)
Detect charm (PH)
Find traps (PH)
Know alignment (PH)
Speak with animals (PH)

Rank 15
Extradimensional detection (TM)
Know customs (TM)
Locate object (PH)
Speak with dead (PH)

Rank 20
Detect lie (PH)
Divination (PH)
Reecting pool (PH)
Speak with plants (PH)
Tongues (PH)

Rank 25
Commune (PH)
Commune with Nature, (PH)
Consequence (TM)
Magic font (PH)
Thoughtwave@ (TM)
True seeing (PH)

Rank 30
Find the path (PH)
Speak with monsters (PH)

Rank 35
Divine inspiration (TM)

Miracles
Imago interrogation (TM)
Revelation (TM)

Earth
Rank 10

Cool metal(heat metal) (PH)
Heat metal (PH)

Rank 15
Meld into stone (PH)
Stone shape (PH)

Rank 25
Animate rock (PH)
Spike stones (PH)
Transmute rock to mud (PH)

Rank 30
Conjure earth elemental (PH)
Dismiss earth elemental(conjure earth 
elemental) (PH)
Stone tell (PH)
Transmute water to dust (PH)

Rank 35
Earthquake (PH)
Transmute metal to wood (PH)

Miracles
Elemental Swarm (TM)
Storm of vengeance (TM)

Fire
Rank 5

Faerie re (PH)
Log of everburning (TM)

Rank 10
Fire trap (PH)
Flame blade (PH)
Heat metal (PH)
Produce ame (PH)
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