


The fAirst Circle

An Nox MNagate Poison
Fewr deadly problems are as easy to arrest as polson. 5o common 1s the use of poison
that alchemists have been able to devise a formmala, us the relatively common plants
garlic and ginseng, that 15 effective azanst nearly every form of polson in nearly
every wer. Howewver, the mazie works on imdivaduals only; thos, sumple as 1t 15,
Novice mages in a party nost have magic endurance among them great encugh to
cast An Mox many times as they have affhicted members, or someons may be laft
with ife seeping awray. Ewven then safety 15 not secured. Strength alveady sapped by
toxins 15 not regained withouat peacefil rest or healing magic.

An Zu MNoagate Sleep

An Za, which requives a simple minhare of ginseng and zarlic, 15 used awraken sleeping
comrades. An Zu has limutations: it works only on members of the caster's party, it
avwrakens only one person per cast and it has no lasting preventative effect.

Grav Por Energy Movement
A novice magic user had best count on a good sobid weapon nbattle. & good spell
for novices to practice, not rely on, in hattle, is Grav Por, which casts a missile of
energy at a target on the battlefield. If the caster's mental powrers exceed the foe's,
small damage will be mflicted.

Grav Por requires salploaronas ash for energy and black pearl to project it. This
spell has hittle effect for novices, not becanse of weak mgredients, tut becanse of
INeXperience.
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In Lox Create Light
This simple spell creates a pool of light. Although of short duration, In Lor creates
abrighter ight than the best of torches. HNote, however, that In Lor cannot be used
in place of real flame to enhance the nuixing of reagents for spells, for its properties
are qute different.

In Lor's sole ingredient 15 salploarons ash poweder. Place that powder upon the
object intended as the Light source, nab it thythnucally while chanting "In Loz."
Almost mmstantly, the object wall blame wath white hight.

Mani Life
Marmi 15 the simplest healing spell. Mar does not care patients, bat 1t does make
them feel better and may take them out of inumediate danger. Mam 15 usefial even to

higher circle magicians, becase it 15 simple enough to cast duing combat.
Spider silk and ginseng are the components needed for Mami. Ho special
conditlons are necessary dunng mixing or casting.
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An Sanct MNagate Protaction

Many evil creatares carry chests full of treamre and usefial items, often the result of
thievery against some other good Britanmian, Ho good personbegmdzes the
vanqusher a monster's gold and goods.

Ent el creatures often arm their chests wath deadly traps. Fopular chest traps
are acld sprays, polson finnes, bombs, and gasecns atmospheres. The first baro are
designed with intent to destroy the individual tampering wiath the lock. The last tano
affect the entire area of the chest and mpre anyone mn that area.

An Sanct uses blood moss and salploarons ash to seep into hidden traps and render
them impotent. The spell also negates any nommagical locks in the chest. The
sarne spell may be wsed to unlock doors locked by mecharical keys.

An Een Corp MNagate Creature of Death

The povers of evil revel in their ability to conunand the uneasy dead. Eotted
corpses and cormpted spirits, given motion and a semblance of Iifs, are set on the
nundless destriction of everything zood.

fuch phantoms are not hving bat are merely animated. They act nundlessly,
unaerate of their owm hormble state. By negating their armonr of rmundlessness, An
Zen Corp catses most risen dead to flee n hivching terror.

An Xen Corp is not a diffioalt spell especially for casters of good mtellect. Noris
its mucture diffioult: ordinary amonants of conunon garlk and salploarons ash noist be
mixed while pronouncing words of reverence for hfe and beanty.
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In Wis Create Enowledge

In Wis performs the job of a navigator, determmimng one's precise location in terms
of the recently devised concepts of latitude and longitade. Mightshade 15 its only
ingredient, bt that nightshade nost be encased in glass and kept alive with dewr drops
until its use 15 requred.

Kal Zen Summon Creature

Begirrung mages often find their responstbility onerons, with an entire group of
adwventurers relying on their meager magical skills for protection and assistance 1n
diffimalt situations. These novice mages may quckly and frequently bum to Eal Xen
to add to the offensive ranks of their party mbattle.

Eal Zen summons small nasty creatures such as rats and snakes to help n
combat. Masty or not, these ammoned beasts ave abarays loval to the caster, and
often direct a foe's attention avway from members of the mage's party.

Mix mandrake root with spider silk to ensare the beast's loalty. The locale
where the mandrake root 15 gathered mfhiences what type of creabire 15 aumumoned.

Rel Hur Change Wind
Those whio love the open seawill find frequent use for Fel Hur, This poweerfial spell
can redivect the wind for a time.

To nux Fel Huar, ine a board with damp blood moss and set the board against a
tree or mast. Stady the wind and find the exact spot inwhich to stand so that
slplmrous ash thrown into the airwall be caxght by the wand and flang against the
blood moss. Complete the spell by blowing in the divection the wand should folloer,
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In Flam Grav Create Flame Fnergy

One of three enersy field spells, alike except for the natare of the horrors they

create, In Flam Grav canses the partimilar spot mmdicated by the caster to ermpt mto

red hot flames. Any creabare on that spot or that steps into that spot 5 seared by a
wall of flamme. Be carefill not to direct this spell too close to friends or thew shall .
auffer the same as foes. [

Sulploarons ash and black pearl project the bhomung five to the chosen spot; spider |
51k holds it there a short while. The mux works best when blended over a flame. '

In Mox Grav Create Poison Fuergy

Another of the three energy field spells, In Hox Grav canses a cloud of nanseating

poison to oomar in the location indicated. Any creatares entering the cloud soffer

some degree of polsoning. Like In Flam Grav, this spell canbe st as effective 1n [

harmung friends as enenues, 50 use care. '
That rare bt deadly poison, nightshade, 15 requived for In Hox Grav. Add to the

nightshade spider silk to shape the cloud, and ablack pearl to divect its placement.

In Por Create Movement
In Por teleports an entive party a fair distance i any specified divection. However,
incanting this spell during the haste of battle will diminish its effects. It will only
remove the caster, and then only to another place on the field of battle.

In Porvall not transport a party if there 15 no clear, grassy spot to which the
party carntbe mowved. Morwall In Porwork in dungeons or i towmnes, as 1ts energles
require a fair bit of open space to operate.

The dust for In Por consists of spider silk and fresh woung blood moss. The
caster nnist close his eves and conmre a vision of the murrent position after the party
has left. In awink, the party will be elsewhere and the vision, reality.
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In Zu Grav Create Sleep Energy

Least damagzing of the three energy field spells, In Zu Grav 15 often the most
effactive. The spell cloaks a foe i a purple hazme that puts it instantly to sleep,
taking it out of the fight, rendering 1t helpless.

Like the other toro simular spells. In Zu Grav can affect friends as easily as
eneres. while sleep will not directly harm friends, falling asleep on the fisld of
battle can be deadly.

In Zu Grav 15 easily mixed of conunon ginseng, spider silk, and black pearl. For
best resalts, add the air of many vasmns and sand from sleepy aves.

Vas Flam Great Flame

Was Flam effectively zathers a great ball of flame, which may then be loarled at 2
foe. & simple spell the great advantage of Was Flam is that, aimed acoarately, it will
surely kut its mark and, mast as sarely, inflict damage.

Combine conunon salploarons ash and a single black pearl over a hot flame.
When the ash has adhered well to the pearl, remove it and store it until needed. Cast
the talisman at a foe while uttering "Vas Flam" and a great flasming ball wall smute
lhum.

Vas Lor Great Light

Was Lor conpures a great hight. This hight 15 equivalent to In Lor's in quality and
range, but Vas Lor lasts noach longer than the begivmer's spell. Its endurance comes
from rare mandrake root. Mix the prepared root wath salploarons ash and proceed as
if making In Lor.
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ourth Circle

In Grav MNagate Fnergy

Adventuring parties are sometimes prevented from paranng their objective by '

obstracting or noxions flelds. An Grav removes the obstructing field by negating the |

field's enerzy. |
Ash counterrmines the field's energy; ablack pearl thrasts the negating energy in

the direction indicated by the spell caster. The obstructing field 15 instantly

dispersed.

De= Por Dowpward Movemeut
Tus Por Lipward Movemenit

Mazic users often travel with courageous groups, and courageons group often find |

themselwes i danger. When problemms oocoar within dungeon, it s sometimes helpfial

touse Des Por and its complement This Por for moving among floors. Only

effactive when going from empty corndor to empty corridor, Des Por transports an

entirve group to the exact same location one floor loweer, This Porworks i reverse,

and transports upward, Unforbanately, these spells take too long to mtone duning

the heat of battle. [
Elood moss provides the motion and spider silk keeps the party together daring l

the transport. |

In Sanct Create ProtocHon

Sometimes young questers join m battles bevond ther mught. In Sanct helps balance
the fight by creating a protective shield around each party member.

In Sanct works only daring combat and does not last long, 5o knights shoald be mare
to hut hard and fast while the ron 15 dobled.

In Sanct 15 most effective when malploarons ash, fast-working ginseng, and reeking
garlic are mixed by the mage and the group's strongest fighter, sinmltaneonsly.
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In Sanct Grav Create Protective Energy

In Sanect Grav's protective energy provides a strong defense. Its shimmering bheness
cannot be entered or passed through, An excellent recourse when a fewr moments of
safety are required, In Sanct Grav is well used to block dungeon corridors fiully,

Mandrake root 15 necessary for In Sanet Grav, choose older, tougher specimens
for this concoction. Add spider silk to make it impenetrable and pearl for

placement.

Wis Quas EKnowledge of Nlusion
Wis Chias strips ihision from creatares hidden by the cloak of imvistbility, instantly
revealing their positions.

Hightshade mut many times to form a paperlike sheet, then carved into lace, 15
secured by spider silk. It 15 glamed, dried in the ;un, and then crystallized into a shiny
poerder that noast be tossed i the sky over the field of battle as the spell 15 cast.
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An Ex Por MNegate Freedom of Movement

The magical locking of doors works 1 nearly every sitiation. Ewen normmal locks
can be transformed to magical locks by means of this spell. Tloas the very creahire
who putially locked a doorwiath its owm key may be forbidden access.

Mix ash and moss, gathered from darkest glens under heavy clouds, into a strong
garlic paste. While mixing, sing a melody that no other creatare has ever heard.
For greatest semunity, the melody should be different each muning-, so each magical
lock wnll require a subtly different mazical key, and anyone trFing to break the
magical lock will not be able to use any previously discovered keys.

In Bet Xen Create Small Creature
This combat spell creates a povrerfial ally by calling up four serarms of small bat

deadly mmsects. All four serarms are generated in the same location. Howrewer, each
can be conmanded to move independently and on its cem bun. Caartets of insect
sorarmms generated by In Bet en have been knowm to sovound and saffocate an
enermy by their wery mamber,

The poweder for In Bet en consists of salploarous ash to give life energy, blood
moss to set them sorarming, and spider silk to bind the sorarm in chedience. For
deadliest remlts, blend wath stagnant water from the dankest saramyp.

In Ex Por Create Freedom of Movement
This powrerfial spell can open magical locks. The power of In Ex Por 1s that it fixst
analyzes the lock to be broken and then actually produces t precise tool or magical
potion that wall break the lock.

The mccess of this spell comes from combinung ash and moss in solation, n
complete darkness.
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In Zu Create Sleep

The first mass effect spell the developing magician learns, In Zu canses the scent of
poppies to emanate from the caster in an ever-andening wedge, dropping into a
sound sleep all those touched by it Only the toughest nunds and walls may deny it
Hightshade, gathered when high tide comeides wiath a moonless nudmight, noast
be mixed wath ocean ginseng and spider silk. Moisten wiath brane and add sand to mux
thoroughly. Lay to drv inbright moonlizht. Hote that this spell 15 past as effective

on friend as foe, aim carefially.

Rel Tym Change Time
Fel Tym doubles a party's speed, anytime, anyarhere. It 15 especially effective 1n
battle, when a party's members can return baro blows for each of the enenues’ blowrs.
It is also effective in mrveillance, when being canght conld be disastrons.

Sulplmrons ash provides energy, blood moss creates moverment, and mandrake
root provides the magical power required for this incantation.

Vas Mani Great Life

Whole health restored; fisll mtality ziven: sach 1s the nature of Vas Mam. 4
nuramilons spell requirving concentration and wast knowledze of anatomy, Vas Mam
15 reserved for experienced mages.

Was Mlami fully restores patients from combat wounds. Whale 1t provides neither
antidote to polson nor oare for disease, Vas Mam does heal all damage wrought by
these ravagers, ennuing suvival until a oare can be found.

The diffimilty in preparing Was Mam 15 1n locating the mandrake root-,
otheranse the preparation 5 straightforerard: nuw the mandrake root wath Znseng
and spider silk.

To cast Vas Mam saccessfially, the caster nmast concentrate totally on the sibject
to be healed. When the concentration s fiull one can achially see wionands heal
Becanse the healing process can take several hoars, Vas Mam cannot be used duning
combat.
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An Een Ex MNegate a Creature's Freedowm

A most effective tactic to use against enenues 15 to charm members of their party to
wiork against them. Howeewer, this spell 15 most diffimalt to apply where 1t could be
of the most help, against the most diabolical of foes, those of ;muperor mtellizence.

Control of a charmed imdividual 15 limited to fighting and moving; it does not
extend touse of magic or special forms of attack. This spell can also be used to
bring back party members after they have been charmed by a foe.

An Xen Ex requires a carefil mixtare of rughtshade, to poson the nund;, ablack
pearl, for projection; and spider silk, to bind lowalty.

In An Create MNegation

In An creates an air of magical negation. Spells fizzle when In An 15 in effect and
neither side i combat canuse magie for several rounds,

First, mandrake root nmst be gathered; the root noist be mbbed wit zarhic and
wrapped i a damp, black cloth for several hours. At mudwizht 1t nost be pulvenzed
and muxed vath salploarons ash. The mbtore nost be dried on 2 parchmment and the
parchment then folded mto a tricom. In casting the spell, a hole nmist be mat in the
tricomn and the minhare dispensed from this in 2 wade are.

In ¥Vas Por Ylem Create a Great Movement of Matter

In Vas Por Ylem is a terrifiving spell that can generate a massive earthquake. While
it reaches every enemy in combat, even if hirking mm distant, corners or behind
mountains, the magical earthquake leaves allies unshaken and unharmed.

Seek mandrake root that has groem unobstracted, so that its form is strong wet
flbrous. Grind it wath salpfirons ash and blood moss antil no imgredient can be
distinguished from another.
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Quas An Wis Musion of Negated Knowledge

Chias An Wis bons a foe's orderly, well planned attack mmto bedlam. Confision
reigns and creatures strike out at whomewer 15 nearest, regardless of lowalty.
Extremely effective against the likes of rats and ores, Chaas An Wis loses noach of its
mmpact against more mtellizent monsters, which are often capable of recoguzng
and resisting it.

A mix of rare mandrake root and nightshade, the cloud of Chaas An Wis works
only for experienced mages.

Wis An Ylem Knowledge of Nogated Matter
Adept magicians are relied upomn, not only to ad mbattle and to repaiy wounds, bat
to pude their party wisely., Wis An ¥ilem provides the necessary insight by making
the hidden, apparent. For an instant, the caster may see through the densest forest,
the tallest mountan, the most solid rock. Mo wall canbe too thick, no door too
heavy, and no mught too dazk.

Fequring intensity of concentration, Wis An ¥lem cannot be maintained for
more than a flash of tirne. Thick, mature mandrake root nmst be combined with
sulploarons ash in clear rain water. Boil the mixtare until it becomes steam and
caphire the steam in a small glass box. Open the box as the spell 15 uttered.
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In Mox Hur Create a Poison Find

A cone of polsonous wind emanates from the hands of an azile wizard when In Hoox
Hur 15 cast, widerung as it mowves forerard and sickening at m its path- fizend or foe.
Chite effective against many kinds of creatare In Mo Hur 15 dangerons to use since
the slightest error can destroy comrades as well as foes. Only the most dextrons
shouald attempt it

Hightshade 15 required, in great quantity, along with blood moss, thoroughly
crashed, and salploarons ash, as dry as possible.

In Quas Corp Create an Hlusion of Deatl

Ilhision 15 a dangerons toaol and In Chaas Corp creates a poererfial ilhasion
fuddenly, in the eyes of all creatires not mtellizent enough to recogmze the lhsion,
each party member may be made to appear as a barelve-foot giant, with a sarord like
a gnillotine and a staff like a tree trank. Fear strikes foes to the cores of their
beings. They shrek and flee.

In Chias Corp 15 expensive. The dust that noast fill the atmosphere a the spell 15
cast contains both poweerfill mandrake root and halhicinogenic nightshade. Simple
garlic adds to the distastefiulness of the experience for the foe.

In Quas Wis Create an Rlusion for Knowledge

Travelers in Britaroua tell of magical gems that transport the vision of one gazing
into their depths to a vieapoint thousands of feet above the land, like that of an
eagle mspended in flight. It is ilhsion and reality, The changs of wWisarpoint is
Ubision, bat the knowledze provided 1s real Povwrerfil mages can replicate these
miramalons effects through magic.

In Chias Wis requives only baro ingredients to create its ilhision. Only the most
povrerfial mandrake root will work for thus spell;, and only the most convohited stems
of mightshade. Mo the taro i dark of mght with seven drops of ice cold spring
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water. Let the moisture evaporate. then place the shimmering poweder in a cloth
sack.

When mtoning In Caas Wis, cast the poweder hugh to view the world about as if
from the air. If cast within a towme, bailding, or dangeon, all the detail of that lewel
will be revealed.

In Quas Xen Create an Hlusionary Creature

Another poweerfil combat spell iz In Chas Xen., By means of ilhision, thas spell
duplicates friend or foe, in every detail. Although the newr creature 15 an ilhision, it
fizhts, bleeds, cares, exactly as its orizinal.

When a fiiend 15 cloned, the orginal and duplicate are still joined. Inpuy to each
15 falt by the other, death to one destrows the other. Yet the tero are phyrsically
separate; they have independent boms i battle and may work together to vanqush a
foe.

When a hostile creature 15 duplicated, no connection betareen copy and onginal
seems to remain. Pain to a monster's clone 15 not felt by the monster; and death of
the creature does not remove the clone.

The powrer of mandrake root 15 essential to this spell; as are the ilbsionary
properties of rughtshade. To mature root add spider silk to bind and sinseng to heal,
nux wiath the hving energy of salploarons ash and add blood moss for arumation.

When casting the spell, fling the ghttering sand that results mmto the air. The
wind will catch the grarmles, and where the first one touches earth, there shall the
clone arise.

sanct Lor Protect from Light
Zanct Loz affects the path of hight, bending it arcund the caster, so it may contime
on. The result 15 the ilhision that the caster 15 not there.

Mix mandrake root and nightshade picked in absohite darkness with blood moss
to bend the hight. It 15 essential that, while intorng this spell, none see any
mdication of its casting. Speak wathout moving Lips.

Zen Corp Creature Doatl

Eegardless of the strength, size, or endurance of a foe, Een Corp will overcome it
Only a creatare wath mtellizence capable of greater concentration than that used m
the casting, and capable of recoguzing the mmtent before the spell 15 completed, has a
chance of escaping death when assailed by Zen Corp.

Ml rughtshade that has newver seen light with the blackest pearl. Pour the
pownder into a small lead capaale and seal wath black wax, While intorning the spell,
loarl the capsile at the foe selected for destraction.
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Circle

An Tvm MNogate Time
Perhaps the most diffimalt of spells, &n Tym appears to stop time itself. For eons,
scholars of thanmatargy have tried to leamn the secret of controlling the universe,
and the more they discovered, the more convinced they became that they conld
never contral this poveer even if they understood it. It 15 a tribate to the brilliance
and creativity of Brtannian munds that experts, undaunted by their faharves, simply
tuned the problem around and found away to achieve every advantage of briefly
controlling time withouat actaally contralling it at all.

Those capable of thus spell wall witness their foes paralyzed in mudmotion. ALfier
a fewr moments, all rebuns to normal, past as though time has actaally stopped and
started up again. Howewer, the caster's party re-
mains active throughout the spell.

An Tym requres a muxhare of mandrake root, well preserved blood moss, and a
garlic clowve.

In Flam Hur Create A Flame Find

In Flam Hur canses the wind itself to cateh five and devastate all inits path. Those
who mtone this spell can dirvect the flanung wind in a deadly, spreading wedge., All
creatures 1 the path of this wedgze are severely burned, fewr ever survive. Careless
muisdivection of In Flam Hur over one's cwm companions may remilt in their deaths
as well.

Sulplmrons ash, blood moss, and mandrake root combine best for this spell in an
wron canldvon over great heat.

In Mani Corp Create Life from Dootl
There are many revards for hard work and concentrated practice. For practiced
wizards, having attaimed the eighth circle, there 15 the reward of being able to reverse
death itself. Besnrection requires sach total concentration and peace of nmund that it
shoald never be attempted on the harried field of hattle.

To max, place a mandrake root in a sleve 1 a fresh water sprang on a sanlit day.
One by one, add zarlic, to keep awray ills and evil spider silk for binding the life
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forces together, ginseng for healing, salploarons ash for the spark of life, and blood
moss to animate the spirit.

Femove the sieve from the spring and let the michare dry. 4 small crystal wall
form from the drving mass. To revive a companion, place the crystal on the
friend's forehead and mtone In Mam Corp. The resanrected personwill be weal and

m need of farther assistance.

In Vas Grav Corp Create a Great Erergy of Deatit

In Vas Grav Corp 15 the most powerfil instrament of death wet devised. This spell
lays waste to every lving creatire in its path unless the creabire be exempt from the
natural lawes of this world or be of strong enough mtellect to resist the spell.

Mandrake root nmst be zathered on a dark might doring a hghtming storm. It
noist be marinated i shive from stagnant mosquito ferns and wrapped in rmaghtshade,
which nmst have been picked at nudmight i total darkness. This package should be
rolled i sulploarons ash and left on a srave overmught. If it 15 not discovered, 1t 1
ready to be dried imto stringy dreadlocks of death

Kal Xen Corp Call a Creature of Death

Kal Een Corp resembles Kal e, bt its smmumons has far greater complexity and
power. Fal Ken Corp calls forth a daemmon. But only an experienced wizard 15 able
to devote the concentration needed to bind the daemon's allegiance and prevent it
from tarning on his party. Then, although the dasmon cannot use its oam poerers of
possessiomn, 1t can boarl great balls of five across long distances to smuite foes.

Mandrake root, gathered as near as possible to entrances to dungeons, pits, and
other vile holes, 15 the base of this spell. Add zarlic, blood moss, and the strongest
spider silk. Dleld the lot together letting the moisture of the root act as a binding.
Hower shape the muxtare mmto the form of the winged daemon. Faise the won to the
sky, intone this spell, and hear it calling its oem.

Vas Rel Por rate Travel

A moongate traveler carmnot rely on magic alone. The knowledze of the infhience
of the moon's phases 15 also required. Take ablack pear]l and shine it well. Bury the
peatl in a clean piece of mandrake root. Sprinkle the whole with salplorons ash and
expose the conglomeration to the moons duing one night. In morming it willbe a
fine silver pownder.

To travel cast the powder mn the direction of the zate to be reached while
speaking the name of that zate's town followed by "Vas Eel Por." Inunediately drop
to the ground and meditate on the proper phases of the moon for that zate.
Instantly, the partwwill be there.
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