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Cantrips 
 
Daze- The mage is able to cloud the mind of a 
target within 5 feet.  The target is confused and 
unable to act for 1 round.  Creatures of 5 HD or 
more are not affected by this spell. 
 
Faerie Fire- The caster mumbles a few words 
and gives a gentle wave of their hand causing a 
target to become outlined in a pale glow.  The 
glow is as bright as a candle and causes the 
affected target to be unable to hide or gain 
benefits from concealment in natural shadow or 
dim light.   
 
A caster can attempt to cast Faerie Fire on an 
adjacent target to the first one with a -4 to their 
roll. 
 
Flare- The mage issues a flash of light from their 
hands into the face of a target within melee 
distance.  The target is blinded for 1d4 rounds, 
unable to see.  The target is not considered 
helpless, but suffers -4 to all melee and notice 
rolls. 
 
Mage Hand- Mage’s can be impatient and 
sometimes lazy.  You can point your finger at an 
object within 15ft and lift it and move it at a 
distance.  This spell does not allow fine motor 
control of objects, however moving a simple 
lever, pot, or jug will work.  The object cannot 
weigh more than 5lbs.   
 
Produce Flame- By rubbing their palms 
together vigorously, the caster’s hands begin to 
heat up and smoke, after a few moments they 
can open their hands and blow into one palm, 
summoning a small flame.  The flame is enough 
to light a camp fire or set something flammable 
ablaze.  The flame extinguishes in the next 
round. 
 
Touch of Fatigue- The mage is able to touch a 
single target and inflict them with utter 
exhaustion.  The target suffers -2 to all physical 
rolls (including physical-type saves) for 1 round.   

The mage can increase this to a -3 to the 
affected target by suffering -4 to their roll.  The 
mage can take  -6 to their roll to have this affect 
last for 24 hours. 
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Spells 
 
Acid Arrow 
Range: Near or Far (see below) 
Duration: Instant 
Save: None 
The wizard is able to fire a magical arrow 
created from acid from a shortbow or longbow.  
A target struck by this arrow takes 1d6 damage 
(shortbow) or 1d8 damage (longbow) and 
suffers 2 HP acid damage.  This acid damage 
recurs a number of rounds equal to the mage’s 
level unless the target somehow neutralizes it. 
 
Animal Messenger 
Range: Far 
Duration: 1/day level 
Save: No 
The mage uses his magic to compel an animal to 
deliver a short message (no more than one 
sentence) to a designated target.  The animal 
will travel at a swift pace to deliver this 
message, though it will stop to eat, drink, and 
sleep.  Once the message has been delivered 
the animal will return to its home in the wild. 
 
Animal Trance 
Range: Near 
Duration: Concentration 
Save: Yes 
The mage uses their magic to calm the 
emotions of animals.  The caster sways and 
sings, mesmerizing animals in a 30ft radius.  The 
caster rolls 2d6 to see the total HD the caster 
can affect.  Each animal receives a save VS 
spells to negate.  The affected animals can do 
nothing but watch the caster.  Should a target 
act hostile towards the animal or the mage stop 
concentrating on this spell, the effect ends 
immediately. 
 
Beast Shape 
Range: Self 
Duration: 1 min/level 
Save: No 
The mage is able to transform into a small or 
medium creature (no larger than a wolf, boar, 

cougar and no smaller than a dog, cat, pig, 
eagle, etc.)  While in this form the mage gains 
the skill: Notice- scent and a bite attack at a d4 
damage (and possibly a claw attack at a d4 as 
well).  Increase the mage’s AC by +2 and their 
Initiative bonus by +3 while under the spell. 
 
Blur 
Range: Touch 
Duration: 1 min/level 
Save: No 
The caster is able to touch a target and bring 
them just out of focus.  A target effected this 
spell is hard to pinpoint.  All attacks have a 20% 
chance of missing the target. 
 
Chain Lightning 
Range: Near 
Duration: Instant 
Save: Yes 
The caster builds up a force of static electricity 
that throbs and hums, finally releasing it with a 
mere snap of their finger.  The static electricity 
releases as a huge arc of lighting, striking any 
target(s) within 400 feet.  The lightning deals 
1d6 damage +1 per caster level.  The target(s) 
receives a save VS spells for half damage.  Once 
the lightning strikes the first target, it lances off 
and strikes another target within range.  The 
lightning will strike a number of targets equal to 
the mage’s level.  Each target can only be struck 
once.   
 
Chill Metal 
Range: Touch 
Duration: 1 minute 
Save: No 
The mage is able to touch a piece of non-
magical metal causing frost and small chunks of 
ice to form on it.  The metal becomes so cold it 
causes physical pain to the wielder until they 
drop it or take it off.  The first round the metal 
is merely cold and uncomfortable, but the 
second round the person takes 2 points of 
damage each round until they take off or drop 
whatever is affected.  After one minute the 
affected item begins to heat up naturally.   
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Curse of the Viper 
Range: Near 
Duration: Instant 
Save: No 
The mage whispers the words of a dark and 
ancient rite and fixes their gaze upon an 
adversary’s weapon, which instantly transforms 
into a python.  The python immediately 
attempts to strike the target with a +5 attack.  If 
struck, the target suffers 1d4 damage and must 
make a save VS poison or die instantly.  The 
weapon transforms back into a weapon the 
following round.   
 
Evade Animals 
Range: Touch 
Duration: 4 rounds/level 
Save: No 
The mage is able to cause the target of this spell 
to go by unnoticed by animals of any kind.  
Attacking or acting aggressive towards the 
animal breaks the effects of this spell 
immediately.   
 
Forceful Hand 
Range: Near 
Duration: Instant 
Save: Yes 
The mage summons a spectral fist that is 
roughly 10 feet wide and 10 feet tall that 
charges a target.  The hand receives +10 base 
attack bonus and it successfully strikes the 
target does 1d4 +1 for every three caster levels.  
If successfully struck the victim must succeed a 
save VS spell or be knocked back 5’ and fall 
prone.  If there is an additional target adjacent 
to the intended target they can be affected by 
Forceful hand as well.  The forceful hand only 
effects creatures roughly up to 8 feet tall or 
smaller. 
 
Freedom of Movement 
Range: Self and one other (Touch) 
Duration: 1 min/lvl 
Save: No 
This spell enables the mage and one target the 
mage touches to be able to move and attack 
unimpeded through things like briars, thick 

brush, or thorns.  This spell even breaks the 
effects of spells like web, paralysis, and slow.  
Once the duration of this spell ends the mage 
and target can be affected by web, petrifying 
gaze, or slow if it is cast on them again.  
 
Gaseous Form 
Range: Self 
Duration: 2 min/level 
Save: No 
Legends speak of mages who are able to 
disappear into a fog and reappear somewhere 
else.  What many don’t realize is that the mage 
actually becomes the fog.  A mage breathes in 
deep and exhales a thin green fog that grows in 
density as the mage actually breathes out their 
essence, becoming a gaseous form.  While in 
this form the mage resembles a thick green fog 
and cannot be injured in any way, except silver 
weapons or the spell Magic Missile.  While in 
gaseous form the mage can drift at a rate of 10 
feet per round.  A strong wind will immediately 
force the mage back into their original form and 
they suffer 1d4 damage from the abrupt end of 
the spell. 
 
The mage can transform back and forth from 
their physical being to gaseous form while the 
there is still a duration left on the spell. 
 
Glittderdust 
Range: Near 
Duration: 1 round/level 
Save: Yes 
The caster summons a cloud of golden sparking 
flecks that covers everything in a 10ft radius.  
The targets must make saving throw versus 
spell or be blinded for the duration of the spell.  
The spell also visibly outlines invisible targets 
for the duration of the spell.  The dust cannot 
by removed by any means until they fade away 
at the spells end.   
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Heat Metal 
Range: Touch 
Duration: 1 minute 
Save: No 
The mage is able to touch a piece of non-
magical metal causing it to become red hot in a 
few short seconds.  The metal becomes so hot it 
causes physical pain to the wielder until they 
drop it or take it off.  The first round the metal 
is merely warm and uncomfortable, but the 
second round the person takes 2 points of 
damage each round until they take off or drop 
whatever is affected.  After one minute the 
affected item begins to cool down gradually.   
 
Mirror Image 
Range: Self 
Duration: 1 min/level 
Save: No 
This spell creates a number of illusionary 
duplicates of the wizard.  When the spell is cast, 
1d4 illusions appear.  These images stand side 
by side and mimic exactly what the mage does.  
When an enemy attacks the mage, roll 
randomly to see if they are attacking one of the 
duplicates.  If the attack hits, the illusion is 
immediately destroyed and vanishes.  There is a 
subtle flash and the illusions and the mage have 
realigned.     
 
Ray of Enfeeblement 
Range: Near 
Duration: Instant 
Save: Yes 
A twisting ray of black energy leaves the mage’s 
hand and strikes her intended target.  The 
target must succeed a save VS spells or suffer -4 
to all physical rolls including attack and damage 
rolls.  This effect lasts for 1 min/level. 
 
Ray of Frost 
Range: Near 
Duration: Instant 
Save: Yes 
A mage is able to blast a target within 60’ with a 
ray of chilling cold.  A target hit by this spell 
takes 1d6 + 1 per mage level and is also slowed, 
reducing their movement speed as if they were 

moving on difficult terrain for a number of 
rounds equal to the caster.  If the target 
succeeds a save VS spells they only suffer half 
damage and their movement isn’t hindered. 
 
Rusting Grasp 
Range: Touch 
Duration: Instant 
Save: No 
The mage channels the energy of corruption 
into their touch.  They must succeed on a melee 
attack against a target to touch them.  If the 
mage’s attach successfully lands their attack 
instantly rusts the -metal armor the target is 
wearing and any metal weapons the target may 
be on their personage.  Metal armor is reduced 
by 1d6 and will need to be replaced within 1 
month before falling apart completely.  Metal 
weapons will only be good for one more swing 
before shattering.  This spell only affects non-
magical items.  Magic items may become rusted 
and pitted looking (GM’s call if this happens or 
not), but will still function normally. 
 
Shatter 
Range: Near 
Duration: Instant 
Save: No 
The mage rubs their index fingers together, 
creating a loud, ringing noise.  The noise and 
vibrations of the spell shatters all non-magical 
glass and crystal in a 10ft radius.  Magical glass 
and crystal are not affected by this spell.  Glass 
that is on the caster’s person is also affected by 
this spell. 
 
Slow 
Range: Touch 
Duration: 1 rnd/lvl 
Save: Yes 
The mage touches a target and causes them to 
become slowed.  The target always goes last in 
the initiative order, suffers -1 to AC, attack rolls, 
and any saves that involve dexterity.  The 
creature also only moves half their normal 
speed and can only take one action per round 
(either move or attack, but not both).  A 
successful save VS spell avoids these effects. 
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Soften Earth and Stone 
Range: Near 
Duration: Instant 
Save: No 
The mage is able to cause a radius of ground 
equal to 10 ft per caster level to soften.  Wet 
earth becomes thick and muddy, dry earth 
becomes loose sand, and stone because soft 
and slippery clay which can be easily molded or 
chopped.  The earth affected can go as deep as 
4 feet.  If a creature is caught in mud must 
succeed a Dexterity roll or fall prone and then 
move at half speed while in the area. 
 
Stinking Cloud 
Range: Near 
Duration: 1 round/level 
Save: Yes 
A mustard yellow mist flies from the casters 
hand up to a location 100ft away and spreads to 
a 20ft radius.  Any creature in the area must 
succeed a save VS poison or become sickened.  
The affected targets are unable to attack, cast 
spells, or do anything that requires 
concentration.  They are only able to move as if 
they are on difficult terrain.  This sickness 
continues for 1d4+1 round after the target 
leaves the cloud.  If a creature succeeds on their 
save, but stays in the cloud they must roll for 
each round. 
 
Touch of the Grave 
Range: Touch 
Duration: Instant 
Save: Yes  
The mage’s hand withers and becomes 
mummified as they channel the energy of the 
dead.  They simply touch a target who takes 
1d6 points of damage and suffers 1 point of 
Strength and Constitution damage as well.  A 
save VS spells negates this affect.  The mage’s 
hand is channeled with this energy for a 
number of rounds equal to their level. 
 
Warp Wood 
Range: Touch 
Duration: Instantaneous 
Save: No 

The mage is able to touch a wooden object up 
to a small boat or raft and warp its structure.  
Wooden doors will either spring open or 
become stuck (requiring a successful strength 
check to open), ranged weapons made of wood 
are rendered useless and wooden melee 
weapons are able to be used but at a   -4 to the 
attack roll.  Wooden ships or boats spring a leak 
and will not be seaworthy.   
 
Warrior’s Rage 
Range: Touch 
Duration: See below 
Save: No 

For the duration of one combat the target 

gains + 2 to attack and damage and + 2 

Wisdom saves against mild-altering and fear 

effects, but suffers -2 to AC.  After combat 

the target is exhausted and suffers -2 to all 

rolls and AC until they rest for one hour. 

 This spell cannot be cast on the target again 

until the exhaustion has passed. 
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Rituals 
 

Level 1 Rituals 
 
Create Water 
Range: Touch 
Duration: Instant 
Save: No 
The mage is able to summon forth water from 
even the most parched and arid ground.  The 
mage simply thrusts their staff into the ground 
and rotates it 360 degrees.  Once they remove 
their staff fresh, clean water bubbles up from 
the ground.   The water can be gathered up into 
water skins or other receptacles and is free of 
dirt and debris.  This ritual summons enough 
water for 5 water skins (or 5 days worth of 
water if it’s for one person). 
 
To cast this ritual the mage must have a small 
vial of water that has sat in the sun for 8 hours.  
The mage coats their quarterstaff in the water 
from the vial while whispering words of love 
and compassion to the spirits of water. Once 
the ritual is complete the mage is able to thrust 
their staff into the ground and conjure water. 
 
Darkvision 
Range: Touch 
Duration: 1 hour/level 
Save: No 
The mage’s magic grants the ability to see in 
total darkness, even magical, up to 60ft.  The 
subject will only see in black and white, but 
otherwise has normal vision. 
 
The mage creates a thick paste made of mud, 
tree sap, and small berries.  The paste is applied 
to the subject’s eyes during an hour of ritualistic 
chanting. 
 
Find Traps 
Range: Self 
Duration: 1 hour/level 
Save: No 
This ritual allows the mage to see any trap they 
come across.  This ritual does not grant them 

the ability to disarm the trap, but merely spot 
one that bars their path.   
 
The mage must chant for 1 hour naked while 
holding a trap of some sort (such as a bear trap 
or the mechanism of a disarmed dart trap) in 
their hands.  The component can be used for 
the same ritual repeatedly.   
 
Skin of Thorns (Lesser) 
Range: Touch 
Duration: 1 hour/level 
Save: No 
There are fabled stories of elves with thorns 
and briers growing from their skin marching 
into combat.  The thorns catching and tearing 
the flesh of those who attempt to engage them 
in combat.  Somehow the mage has learned this 
secret spell and knows how to utilize it.  While 
under the affects of this spell, the exposed skin 
of the mage grows 6 inch long thorns which cut 
and scrape those that attempt to engage in 
melee combat.  Those injured by the thorns 
take 1d4 points of damage plus an additional +1 
damager per caster level. 
 
To cast this ritual the mage must carve out a 
series of ancient runes upon their chest with a 
branch of thorns.  The branch of thorns must 
have been washed in a fresh stream within the 
last week and kept dry and secure in a roll of 
wool.  Once the ritual has been cast the thorns 
painfully grow from the mage’s flesh.   
 
Water Breathing 
Range: Touch 
Duration: 1 hour/level- see below 
Save: No 
The mage is able to cause gills to grow on a 
touched target, giving them amphibious 
abilities of breathing in air and water.  The 
mage is able to touch multiple targets, granting 
each of them water breathing, but shortening 
the duration (IE. A 3rd level mage can touch 
three characters, granting them each water 
breathing for an hour, two characters with one 
and a half hours of water breathing, or one 
character with three hours of water breathing).   
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The mage must catch and stew a number of fish 
equal to the number of people who will be 
granted this ability.  The mage must offer words 
of kindness and appreciation to the sea and all 
of its creatures while casting this ritual.  The 
character must all choke down this rubbery dish 
at the rituals end.  Once the last morsel has 
been consumed the transformation begins. 
 

Level 2 Rituals 
 
Blindness/Deafness/Muteness 
Range: Far 
Duration: Permanent 
Save: Yes 
In the darkness of night under the light of the 
full moon the caster is able to their victim with 
either becoming blind, deaf or mute 
permanently.  The caster must spread the blood 
of a goat over the area they wish to curse on 
their victim and chant the words to this horrid 
rite.  When the rite is complete the intended 
target must succeed a save VS spells or become 
permanently blind, deaf or mute (whichever the 
caster has chosen).  This curse can only be 
removed the ritual Dispel Magic (BtW, pg 63). 
 
To cast this ritual the mage must do it under the 
light of the full moon and slay a goat and use its 
blood to indicate which area they desire to 
curse.  The mage must also have something 
from their intended target (blood, hair, spit, 
fingernails, a tooth, etc) that is thrown into a 
fire and consumed.  This ingredient cannot be 
more than one week old.   
 
Feebleminded 
Range: Near 
Duration: 1 day/level 
Save: Yes 
The mage reaches into the targets mind and 
robs them of their intellect and personality.  
The target must succeed a save VS spells or 
have their Intelligence and Charisma scores 
drop to 1.  The target is reduced to a drooling, 
babbling, incoherent imbecile for the duration 

of the spell.  The mage must be within 1,000 
feet of the target to cast this spell. 
 
The mage must have something belonging to 
the intended target to cast this spell.  The item 
is submerged in a cauldron full of water 
collected at a fresh spring.  When the ritual is 
concluded the water evaporates along with the 
item and a wispy mist heads towards the target. 
 
Spellstaff 
Range: Touch 
Duration: Permanent 
Save: No 
The mage is able to cast a single spell they know 
into their quarterstaff to cast at a later date, 
even if they have expended all their magical 
abilities for the day.  The quarterstaff is treated 
as magical while the spell is stored, granting +1 
to attack and damage.  When the spell is 
released from the quarterstaff, it shatters and is 
destroyed. 
 
The mage must construct the quarterstaff from 
the branch of an oak that has lived at least 100 
years.  The branch must be removed from the 
oak with the blessing of the light of the full 
moon.   
 

Level 3 Rituals 
 
Keen Edge 
Range: Near 
Duration: 1 hour/level 
Save: No 
The mage is able to magically enhance a non-
magical weapon with a sharp edge (such as a 
short or long sword, dagger, or great sword), 
increasing the damage with the weapon by one 
type (IE a dagger becomes a d6, a short sword a 
d8, a longsword a d10, and a great sword a d12) 
and grants +1 to attack per every two caster 
levels.  When the mage reaches 6th level they 
are able to cast this ritual on two weapons and 
at 9th level three weapons.  These blades are 
considered magical for the duration of this 
ritual. 
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To cast this ritual the mage must obtain the 
heart of a gigantic fire ant that must be 
preserved in the leather hide of an elk.  A pyre 
must be constructed around the heart and set 
ablaze.  The blades must be placed into the fire 
and left to sit while the mage dances around 
the flames and sings a song of battle and glory, 
magically enhancing the blades. 
 
Tiny Hut 
Range: Near 
Duration: Until sunrise 
Save: No 
The mage is able to mold the earth into a 
sphere structure that provides shelter from the 
elements.  Half of the sphere sticks above 
ground and the other half passes into the 
ground.  The temperature inside the hut is 
always 70 degrees, regardless of the 
temperature outside.  The structure can 
withstand even gale force winds.   The hut is 
illuminated as if by candlelight.  The ground in 
the hut is comfortable and allows for a good 
night sleep.  Only those that the mage deeps 
safe or worthy are allowed to enter the 
structure.  The structure is large enough to hold 
up to nine humanoid-sized creatures. 
 
The mage must sculpt a model of a house out of 
clay over the course of the three hour ritual 
while beseeching the natural world to protect 
him and his companions from the elements.  At 
the end of the ritual the mage buries the clay 
model in the earth where he wants the tiny hut 
to appear.   
 
Tongues 
Range: Touch 
Duration: 1 hour/level 
Save: No 
The mage is able to grant the ability to speak 
and understand any language of any language.  
All creatures hear the target’s words in their 
own dialect. 
 
To cast this ritual the mage (and the intended 
target if not the mage) must consume the 
tongue of an ox or goat while reading a book in 

language they do not comprehend.  Once the 
ritual is cast the book crumbles to dust in the 
reader’s hands. 
 

Level 4 Rituals 
 
Air Walk 
Range: Touch 
Duration: 10 min/level 
Save: No 
The mage is able to grant the ability to allow a 
creature to walk on air as if it they were walking 
on solid ground.  The target is able to walk up 
and down as if on a hill that is at a 45 degree 
angle.  Strong winds of up to 20 miles per hour 
will hinder the target or propel them forward at 
a greater rate (depending on wind direction).  
Should the spell duration expire while the 
target is still in the air, they simply float 
downward as if under the effects of the Feather 
Fall spell (BtW, pg 50). 
 
This ritual requires the mage to obtain the 
essence of a wind spirit.  This can only be 
gained by knowing the true name of such a 
spirit or elemental and biding it into a small 
object of some sort, which is destroyed in the 
ritual.   
 
Animal Growth 
Range: Touch 
Duration: 1 hour/level 
Save: No 
The mage is able to channel energy into a 
natural creature and cause it to grow in size.  
The creature can be no large than a grizzly bear.  
While under the affects of this spell the 
creature doubles in size and eight times in 
weight.  Increase the creatures AC  by +2 and 
base attack bonus and damage by +4.  The 
creatures damage die is increased by one type 
(IE a lion’s claws go from a d4 to a d6 and its 
bite from a d10 to a d12).  Unwilling creatures 
are allowed to make a save VS spell to resist this 
effect. 
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To cast this ritual the mage must carve out a 
facsimile of the creature from the wood of an 
ancient tree.  For four hours the mage must talk 
to and pet the creature, asking for it for its 
blessing for the ritual to take place.  At the end 
of the ritual the mage crushes the wooden 
carving in her hands and blows the dust onto 
the back of the creature.   
 
Black Tentacles 
Range: Far 
Duration: 1 round/level 
Save: No 
The mage summons four tentacles from the 
realm of Chaos and Shadow to attack their 
intended target.  Mages have used this devious 
ability to assassinate a rival or enemy by tearing 
them limb from limb.  The mage must be within 
one mile of the victim for this ritual to work.  
The mage summons a number of tentacles 
equal to their level.  The tentacles occupy a 30 
ft radius.  Each tentacle has a +5 attack bonus 
and will lash out at the intended (or any other 
target in the area).  When two tentacles have 
successfully grabbed hold of a target, the 
victims suffers 1d6 damage per round.  Each 
additional tentacle that seizes the victim 
increases the damage by +1 (IE a victim with 
seven tentacles will suffer 1d6+5 damage per 
round).  When the victim(s) are reduced to 0 
HP, they are pulled apart.  When all victims are 
slain or the duration of the spell has passed the 
tentacles vanish. 
 
To cast this ritual the mage must have a small 
tentacle from an octopus or squid and a part of 
the intended victim’s personage (IE spit, blood, 
hair, fingernails, etc.) in a jar and be allowed to 
pickle for one month.  During the ritual the 
mage sits in utter silence, focusing on the rage 
and hatred they feel for the target.  At the end 
of the ritual the mage simply lifts the jar over 
their head and brings it down upon a rock, 
smashing it.  Once the jar is smashed, the 
tentacles will form at the desired location.   
 
 
 

Death Ward 
Range: Touch 
Duration: Until used 
Save: No 
The subject of this spell is granted a blessing 
against falling in combat.  Should the target 
ever be reduced to 0 HP (or less) is immediately 
healed for 2d8 HP, is conscious and back in the 
fray.  Once this has occurred the protection of 
the ritual has been consumed. 
 
The mage must obtain the feather of a phoenix 
and bathe it in the light of the sun for five days.  
Once this has occurred the mage must tie it 
around the subject’s neck to act as a protective 
talisman.  Once the spell has been used, the 
feather bursts into flame and curls into ash.   
 
Skin of Thorns (Greater) 
Range: Near 
Duration: 1 hour/level 
Save: No 
This ritual functions exactly like Skin of Thorns 
(Lesser) except that the mage can cast this ritual 
on any willing target in a 30 foot circle (roughly 
30-35 individuals).    
 
The requirements for the ritual are exactly the 
same except each target must have the runes 
etched on their chest and stand still without 
making a noise.  Should one target break the 
silence the ritual fails.  All the targets (except 
the mage) must stand within a large circle that 
the mage has drawn from freshly ground salt.  
 

Level 5 Rituals 
 
Blight 
Range: Far 
Duration: Instant 
Save: See below 
Farmers fear incurring the wrath of a mage, for 
it may bring ruin to their land and crops.  This 
ritual allows a mage to blight an area of land 
the size of a small farming community, utterly 
destroying all crops and ground in that area.  
Rivers become murky, streams dry up, the 
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plants and trees wither and die, the ground 
becomes parched and cracked.  Plant-based 
creatures (IE treants) take 1d4 points of damage 
per caster level and must succeed a save VS 
spells for half damage. 
 
To cast this spell a mage must obtain the 
gnarled black bark of a Witch’s Tree, usually 
located in the most remote and dangerous part 
of a forest.  During the ritual the bark is brushed 
in a concoction made of ash, dead insects, and 
the mage’s own blood and then tempered in 
open flames for the last hour of the ritual.  Once 
the ritual is complete the mage plants the bark 
in the ground of the area he wishes to blight.  
The next day, upon the rising of the sun, the 
effects take place. 
 

Level 6 Rituals 
 
Acid Cloud 
Range: Far 
Duration: 2 rounds/level 
Soldiers fear the damage a mage can bring to 
the battlefield.  Whispers of great balls of flame, 
entangling and strangling roots, lightning, and 
gales of wind all pass between the footmen’s 
lips.  One of the most feared spells that mage 
may conjure is a thick cloud of acid that will 
melt the flesh right off those caught in its area.   
 
This ritual functions like Gather Mists (BtW, pg 
58) except those caught in the mist suffer 2d4 
damage a round and move as if on difficult 
terrain while in the affected area.  The acid 
cloud floats in an area, roughly 120 feet in 
diameter.  To cast this ritual the mage must sit 
in a cauldron of near scalding hot water and 
chant feverishly for 5 hours.  The last hour of 
the ritual the mage continues to chant but 
slowly drips tiny droplets of acid onto their 
forearm in an intricate pattern, permanently 
scarring them.  Once the last droplet has fallen 
the mage issues the final word and summons 
the acid cloud anywhere within a square mile. 
 
 

Disintegrate 
Range: Far 
Duration: Instant 
Save: Yes 
It is wise to fear the power of a mage, for their 
power is said to rival even the gods themselves.  
This spell allows the mage to channel their 
anger and hatred into a physical form and direct 
it at their intended target.  The target must 
succeed a save VS spells (which they receive an 
additional +2 to their roll) or die and be 
instantly disintegrated. 
 
The target of this spell must have somehow 
wronged the mage and incurred his wrath.  The 
mage must slay a fawn, cut out its heart, and let 
it sit open until it becomes rancid and infested 
with maggots.  During the ritual the mage must 
consume this heart and wish nothing but death 
and pain upon the target.  At the end of the 
ritual the mage must succeed a save VS poison 
or be bedridden and ill for 1 week. 
 

Level 7 Rituals 
 
Cloudkill 
Range: Near 
Duration: 1 min/lvl 
Save: Yes 
The mage summons forth a toxic miasma (20 ft 
diameter, 20 ft high) that appears anywhere 
within 500ft of their location.  The cloud is 
dense and seeps into any holes in the ground.  
Living creatures and plants with 4 to 6 HD that 
are caught in the poisonous cloud must succeed 
a save VS poison or die instantly.  If the targets 
succeed they stuffer 1d4 Constitution damage 
per round while in the affected area.  Creatures 
with more than 6HD take 1d4 Constitution 
damage per round while in the affected area 
(save VS poison for half damage).  Creatures 
with 3 or fewer HD die instantly, no save. 
 
To cast this spell the mage must sit over a fire 
and breathe in the fumes of a special 
concoction that consists of several rare spices 
and herbs (worth about 200 silver), the eye of 
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an eagle, and the hair of a unicorn.  As the ritual 
continues the mage begins to swell up and look 
bulgy.  Once the ritual is over the mage slices 
open their arm with a silver dagger (taking 1d4 
damage) and releasing a plume of green smoke 
from the wound which then manifests at the 
desired location.  The mage returns to their 
normal appearance after this.   
 

Level 8 Rituals 
 
Teleportation Circle 
Range: Near 
Duration: Instant 
Save: No 
The mage creates a circle of made of crushed 
earth elemental large enough to hold 10 
humanoids (the mage need not be one of these) 
and teleports them anywhere in the world.  
Those traveling all must hold an object that has 
meaning to the mage and step into the circle 
once the ritual has been completed.  The mage 
need not ever visit the location she is 
teleporting to, just hearing or reading a 
description or seeing a picture is enough.  If the 
location has a true name this will also suffice.  
 
The mage must have the essence of an earth 
elemental that he mixes with the white sand of 
a blessed beach.  The mage puts the tokens that 
that mean something to him in the mixture and 
lets it sit for 30 days.  Once this time has passed 
he gives each item to those who will be 
teleporting with his blessing and begins the 
ritual as he draws the circle on the ground.   
 

Level 9 Rituals 
 
Blasphemy 
Range: Far 
Duration: Instant 
Save: Yes 
The caster reaches into the foulest depths of 
magic and channels the negative energies of 
demons and devils and brings it forth to an 
area.  The area affected could be a large army, a 
major city, small farming community, etc.  

When the ritual is cast, black plumes of smoke 
and ash erupt from the ground, filling the entire 
area.  All targets must succeed a save VS spell or 
becomes affected.  If it is important to know if a 
particular character is affected by this ritual 
have them make the save at a +3.   
How characters are affected by Blasphemy is 
linked to their HD (or level) in relation to the 
mage (see below).   
 

HD (Level) Effect 

Equal to the caster 
level 

Dazed 

Up to the caster 
level -1 

Weakened and dazed 

Up to the caster 
level -5 

Paralyzed, weakened, and 
dazed 

Up to the caster 
level -10 

Killed 

 
Dazed- The target is stunned and cannot act for 
1 round. 
Weakened- The character suffers 2d6 damage 
to Strength and Constitution.  This is restored 
one point per day. 
Paralyzed- The character is paralyzed and 
unable to move or act for 1d10 + the mage’s 
level minutes. 
Killed- The target is killed.  This can also affect 
undead creatures. 
 
To cast this ritual the mage must have slain a 
demon within the last week and saved a large 
quantity of its blood as well as one of the 
creature’s horns.  The mage tosses the demon’s 
horn into a mighty pyre they have constructed 
from a recently slain treant, turning it into an 
unholy fire of black and purple flames.  The 
mage must burn a tome considered holy by the 
predominant populace.  At the end of the ritual 
the mage must drink the blood of the demon 
and succeed a save VS poison or become 
weakened (see above) and suffer 4d6 damage.     
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Level 10 Rituals 
 
Earthquake 
Range: Far 
Duration: 5 minutes 
Save: No 
The mage channels the wrath and might of the 
earth and brings for a massive earthquake.  The 
area affected by this spell is the size of a large 
city.  The city is severally damaged and many 
buildings will topple.  Roughly 15% of the 
populace will be killed, another 20% will be 
missing and most likely dead if not rescued and 
found, and a further 30% will be injured.  If it is 
important to see if a particular character 
survives the earthquake have them roll a 
constitution roll.   
 
To cast this ritual the mage must find a wrathful 
earth elemental or spirit and pledge loyalty to 
the creature, agreeing to go on a dangerous 
quest or mission and obtain something for the 
earth elemental or agree to become the 
elemental’s slave for 1 year.  Should the mage 
break this agreement they will die instantly. 


