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Mythweaver 
Player’s Handbook 

 

 

 

Introduction 
 

What is a Role Playing Game? 

 

A Role Playing Game (RPG) is a game in which each participant assumes 

either the role of a fictional character, such as a chivalrous knights or a 

sage elf sorcerer, or the role of a Game Master (GM), and collectively tell 

a story based upon the actions that each of the characters take.  Generally 

such stories involve a series of quests or adventures in which the player 

characters attempt to overcome certain dangerous obstacles.  This story-

telling is guided by a set of rules or game mechanics for resolving actions 

within the game when success is not guaranteed.  Usually this involves 

rolling some dice.  The GM has a unique set of roles within a RPG.  First, 

the DM acts as the Narrator, providing the setting of the story, creating the 

supporting cast of characters and villains that the players interact with, and 

setting the scenes that form the backdrop of the story.  Second, the DM 

acts as a Referee of the Game, ensuring that rules are adequately followed, 

and making ad hoc rulings where needed.  

 

 

What is Mythweaver? 

 

Mythweaver is a fantasy RPG that makes use of a modified set of rules 

from the third edition of the Dungeons and Dragons RPG.  The rules of 

Mythweaver have been modified with two design goals in mind.  First, to 

create a more grim and gritty feel of the classic Swords and Sorcery genre.  

Second, to trim back many of the inessential rules of the more robust third 

edition of D&D, thus allowing for a more fast paced game. 

 

 

What do You Need to Play? 

 

You will need a pencil and some paper for notes (and it is suggested to 

have some graph paper for mapping dungeon layers), as well as some dice.  

Several different forms of polyhedron dice are required: dice with 4, 6, 8, 

10, 12 and 20 sides are all required.  These can be found at many hobby 

and game stores.  In RPG parlance, these dice are usually referred to by 

their number, preceded by the prefix “d”.  For example, a four sided die is 

referred to as a “d4” and a twenty sided die as a “d20”.   It may also be 

useful to employ miniature figures and/or a vinyl dry/erase 1” grid mat to 

use during battle sequences, but this is an optional game aid.  The GM will 

also need to have a copy of the Mythweaver Bestiary. 

 

 

 

 

Creating a Character: 
 

With the exception of the GM, each player creates a character.  The first 

step to doing so is to imagine the kind of character you would like to play.  

The next step is to roll the attribute scores for your character.  Attributes 

represent the various physical and mental capacities of your character.  

Following this, the player selects their character’s race.  In like manner the 

player then selects the class, or profession that is most suited to their 

character concept.  Finally, the player fills out the final details of their 

character.  This includes technical aspects such as recording combat 

bonuses and purchasing their character’s staring gear, as well as more 

personal details such as fleshing out the persona, history and physical 

appearance of their character.  These steps are each detailed below. 

 

 

Imagining the Character: 

 

The first step in creating a character is to come up with a vision for what 

kind of character you are interested in playing.  Feel free to borrow ideas 

from literature, film or television to generate a basic character concept.  

For instance, you might start with a rough sketch such as “I want to play a 

whimsical Robin-Hood-like Elf who’s a crack shot with the Longbow”.   

 

 

Role Attributes 

 

Each Character has six attributes which are generated by rolling the dice.  

These include: Strength, Dexterity, Constitution, Intelligence, Wisdom and 

Charisma.  Each attribute represent a different physical or mental faculty 

of your character, and each has an impact upon your character’s 

effectiveness in certain tasks.  Attributes are generated by rolling 3d6.  The 

player adds the result of the three dice (which will range between 3 and 

18).  This process is repeated seven times and the lowest score of the seven 

rolls is dropped.  The six remaining scores are then assigned to the 

attributes in whichever order the player desires.  When assigning scores, 

the player should consider the Class and Race of the character.  Each class 

has an assigned primary attribute, and it is best to place high scores into 

this attribute.  In addition, the Character’s Race may affect the attribute 

score either positively or negatively.   
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The Six Attributes  

 

STRENGTH  

Strength (STR) represents the character’s physical might, and ability to 

deal out damage during combat.  It is important to those who engage in 

hand to hand combat, such as the Warrior.  A character whose STR score 

is reduced to 0 is too weak to move and is rendered unconscious.  The STR 

modifier is applied to melee attack roles on Strength-based weapons, to 

damage rolls for melee weapons and thrown weapons and to Strength 

based Attribute Checks such as climbing a wall or breaking down a door. 

 

DEXTERITY 

Dexterity (DEX) represents a character’s agility, reflexes and balance.  It is 

an important attribute to characters specializing in ranged or finesse melee 

weapons, and for characters whose class features rely upon Dexterity.  A 

character whose DEX score is reduced to 0 is incapable of moving and is 

immobile.  The DEX modifier is applied to melee attack roles with finesse 

weapons and Ranged weapons, to Armor Class, and to Dexterity based 

Attribute Checks such as moving silently or scaling a ledge. 

 

CONSTITUTION 

Constitution (CON) represents a character’s vitality and stamina.  It is an 

important attribute to all characters since CON is directly tied to Hit 

Points.  A character with a CON score reduced to 0 is dead.  The CON 

modifier is applied to Constitution based Attribute checks such as distance 

running.  In addition a character begins play with a number of Hit Points 

(HP) equal to their Constitution score plus any bonus HP from their class. 

 

INTELIGENCE 

Intelligence (INT) represents a character’s ability to learn and retain 

information, as well as to use inductive and deductive reasoning.  It is an 

important attribute for Mages as it aids them in learning new spells.  A 

character whose Intelligence has been reduced to 0 is comatose.  The INT 

modifier is applied to the number of bonus spells a Mage begins with as 

well as Intelligence based Attribute Checks such as knowledge checks.  

 

WISDOM 

Wisdom (WIS) represents a characters intuition, perception, common 

sense and self control.  Wisdom is important to Mages as it enhances the 

strength of their spells and helps them to overcome the fatigue of spell 

casting.  A character whose Wisdom has been reduced to 0 is comatose.  

The WIS modifier is applied to the Difficulty Class of a Mage’s Spells as 

well as to Wisdom based Attribute Checks such as listening checks. 

 

CHARISMA 

Charisma (CHA) represents a character’s personal magnetism, ability to 

lead, and arcane potential.  Charisma is important for characters seeking to 

be leaders, as well as to Mages, since it increases the amount of Spell 

Points available for casting spells.  A character whose Charisma has been 

reduced to 0 is comatose.  The CHA modifier is applied to Charisma based 

Attribute Checks such as Negotiation.  In addition a Mage begins play with 

a number of Spell Points (SP) equal to their Charisma score 

Attribute Modifiers 

 

Each attribute score has a corresponding modifier that is added to or 

subtracted from various die rolls within the game.  Whenever the character 

makes an attack, or uses an attribute for a saving throw or attribute check, 

the modifier is added to or subtracted from the die roll.  A positive 

modifier is called a bonus.  A negative modifier is called a penalty.  The 

higher or lower the attribute, the higher or lower the corresponding bonus 

or penalty. 

 

 

Table 1: Attribute Modifiers 
 

1 2-3 4-5 6-7 8-9 10-11 12-13 14-15 16-17 18-19 20 

-5 -4 -3 -2 -1 0 +1 +2 +3 +4 +5 

 

 

Primary and Secondary Attributes 

 

Attributes fall under two main categories: Primary and Secondary.  A 

Primary Attribute is one in which a character is adept and will hone 

throughout their career.  A Secondary Attribute is one in which the 

character has only average skill.   Humans possess a total of three Primary 

Attributes, other races possess only two.  Each Class has two Primary 

Attributes associated with it.  Likewise, each race (except Humans) has 

two Primary Attributes associated with them.  A player selects one 

Primary Attribute associated with their class, and another from race.  The 

exception are those players playing Humans, which, in addition to the 

Primary Attribute associated with their Class, may select any other two 

Primary Attributes of their choice for their race.  Once the selection has 

been made it cannot be changed. 

 

 

Attribute Checks 

 

Most non-combat actions for which the GM deems a check necessary to 

determine the success or failure will involve an Attribute Check.  

Whenever a check is needed, the player rolls a d20, adds up any attribute 

modifiers or other modifiers to the score, and compares that to a target 

number for the task, called the Difficulty Class (DC) to see if the check is 

a success or failure.  If the total score for the attribute check equals or 

exceeds the DC the check is a success, otherwise it is a failure.  An 

Attribute Check made using a Primary Attribute gains more bonuses than 

that of a Secondary Attribute, as seen below. 

 

 

Table 2: Attribute Checks & Saves 
 

Attribute Attribute Check or Save is Equal to* 

Primary  1d20 + Attribute Modifier + Class Bonus + Race Bonus + Level 

Secondary 1d20 + Attribute Modifier + Class Bonus + Race Bonus + 1/5 Level 
 

* Armor Check Penalties apply to Strength and Dexterity Checks 
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Trained vs. Untrained Attribute Checks 

 

Some attribute checks can be performed by any character without prior 

training.  Others cannot.  A DM must make a judgment call about whether 

a certain task would be feasible for a character to perform without training.  

A trained task is one which is either specifically mentioned within the 

character’s class features, or one which falls under a primary attribute.    

 

 

Difficulty Class for Attribute Checks 

 

Difficulty Class is a number representing the degree of difficulty involved 

in performing a task.  The DC of some Attribute Checks is determined by 

the DM; the DC of other checks is determined by an opposing Attribute 

Check made by another party.  The first situation arises when a character is 

attempting to perform an action whose success relies upon their skill alone, 

such as attempting to scale a wall.  In such cases, the DM determines the 

Base Difficulty and then adds any circumstantial modifiers to determine 

the overall DC for the action.  The DC for climbing a typical dungeon wall 

for instance is 20.  But if the wall is slick from excess moisture the DM 

might adds a +2 circumstantial modifier, bringing the DC to 22. 

 

 

Difficulty Class for Opposed Checks 

 

In cases where a character must make an Attribute Check against another 

party and either the other party is opposing the character, or the character 

is attempting to manipulate them, an opposed Attribute Check is called for.  

The GM rolls the check for the other party, adding any circumstantial 

modifiers, and the total score becomes the DC that the PC must beat to 

succeed.  For instance, a Rogue attempting to sneak up on a guard must 

make a Dexterity check (to move silently) against the guard’s Wisdom 

check (to listen).  It is a windy night which helps to obscure the sound of 

footsteps.  Hence, the DM adds a -2 circumstantial modifier to the Guard’s 

Wisdom check.  The Guard has a +1 Wisdom modifier.  Yet, since he does 

not have Wisdom as a Prime Attribute he gains no level bonus to his 

check.  The DM rolls a 14, adds the +1 WIS bonus and subtracts the -2 

circumstance modifier to arrive at a DC of 13.  The Rogue is second level, 

has Dexterity as a Prime Attribute and has a +2 DEX bonus.  She rolls an 

11.  Adding the +2 DEX bonus and the +2 for her level, the Rogue’s final 

Score comes to 15.  She thus succeeds in sneaking up on the guard. 

 

 

Table 3: Difficulty Class for Attribute Checks 
 

Easy Average Challenge Difficult Impressive Heroic Uncanny 

5 10 15 20 25 30 35 

 

 

Table 4: Circumstance Modifiers 
 

Great 
Advantage 

Fair 
Advantage 

Slight 
Advantage 

Slight 
Disadvantage 

Fair 
Disadvantage 

Great 
Disadvantage 

-10 -5 -2 +2 +5 +10 

Table 5: Sample Attribute Checks 
 

Task Untrained Attribute 

Appraise an Item Yes INT 

Bluff someone Yes CHA 

Climb a wall Yes STR* 

Disable a trap or mechanism No DEX* 

Disguise oneself Yes CHA 

Escape a grapple Yes DEX* 

Gather herbs No WIS 

Forge a document Yes INT 

Handle an animal Yes CHA 

Heal someone Yes WIS 

Intimidate a foe Yes CHA 1 

Intuit direction Yes WIS 

Kick open a door Yes STR 

Know some bit of lore Yes
2
 INT 

Learn a Language Yes INT 

Learn a Spell No INT 

Listen for a noise Yes WIS 

Mend a damaged item Yes DEX 

Move Silently Yes DEX* 

Negotiate with someone  Yes CHA 

Play an Instrument No CHA 

Ride a mount Yes DEX* 

Run long distances Yes CON* 

Sleight of Hand Yes DEX* 

Spot someone or thing Yes WIS 

Swim Yes STR* 

Track someone or thing No WIS 
 

* Encumbrance Penalties apply to these attribute checks. 
1 Characters that have Strength as a primary attribute may substitute it for Charisma 
when making intimidate checks. 
2 The type of knowledge one has access to ought to be appropriate to their class, 
race or cultural background.   

 

 

Saving Throws 

 

In general, when a character is subject to a magical or unusual attack they 

get to make a saving throw to try to either avoid or mitigate the attack.  A 

saving throw is a special kind of attribute check.  Each attribute can be the 

subject of different forms of attack, and so each gets its own saving throw.  

The situations which can trigger saving throws typically fall into one of the 

categories listed in the table below, though this list is not exhaustive.  

 

 

Table 6: Types of Saving Throws 
 

Save Type Categories 

Strength Constriction  

Dexterity Area Affect Spells or Weapons, Traps 

Constitution Disease, Paralysis, Poison 

Intelligence Confusion, Illusion 

Wisdom Fear Effects, Magic 

Charisma Charm 
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Races 
 

There are several Races within Mythweaver.  The Quickstart rules include 

three races: Human, Elf and Dwarf.  Selecting a Race is a vital aspect of 

character creation, not only because race affects many of the character’s 

abilities, but in addition because it helps to define an essential part of who 

that character is.  Thus, when choosing a race for their character the player 

should consider the particular cultural customs, outlooks and 

idiosyncrasies of that race in order to better get to know the character.   

 

 

Humans 

 

Humans are the most prolific and diverse race within Mythweaver.  They 

have spread out across the globe and have managed to adapt and thrive in 

nearly any kind of climate, save for the most extreme.  They have likewise 

managed to intermingle and trade with many other of the humanoid races.  

The culture and physical makeup of humans is quite varied as well.  

Indeed proclivity, diversity and adaptability are among the hallmarks of 

the human race. 

 

RACIAL AFFINITIES 

Humans interact well with most civilized races, and even some of those 

not civilized.  Humans do have prejudices, yet these vary from culture to 

culture and are not universally held. 

 

VITAL STATISTICS 

Humans generally live to be on average 70 years of age and reach the age 

of adulthood at 16 years of age.  A human reaches midlife at 35 and is 

considered old at 55 years of age.  Humans males typically grow to 5 ft in 

height and weigh 165 lbs.  Human females typically grow to 4 ft 8 in. in 

height and weigh 110 lbs.  These averages vary widely. 

 

ENVIRONMENT 

Any. 

 

Racial Traits and Abilities 
 

 

 

 

 

 

 

 

 

 

 

Elves 

  

Elves are an ancient and graceful race.  They delight in the beauty of the 

natural world, and relish in song, and fine arts.  They are skilful marksmen.  

Yet they reserve their highest esteem for the Arcane Arts, in which they 

are unrivalled.  Elves are tall and willowy, averaging 5 to 6 feet in height.  

Their complexion and hair color differs depending upon where they are 

found, but the majority are fair of skin.  All elves possess a seeming 

ageless and ethereal grace. 

 

RACIAL AFFINITIES 

Elves tend to be among the more insular of races, keeping largely to 

themselves.  They sometimes trade with human civilizations.  They tend to 

have little patience for Dwarves, and Revile Orcs which they see as an 

abomination.  Where possible Elves will kill Orcs on site. 

 

VITAL STATISTICS 

Elves are immortal and only perish if slain.  An elf reaches the age of 

adulthood at 35 years of age.  Elf males typically grow to 5 ft 5 in. in 

height and weigh 135 lbs.  Elf females typically grow to 5 ft in height and 

weight 80 lbs.  These averages are fairly consistent. 

 

ENVIRONMENT 

Elves tend to dwell in remote locales.  They are especially drawn to 

forests, but can be found within the plains and tundra as well. 

 

 

Racial Traits and Abilities 
 

 

 

 

 

 

 

 

 

 

 

Prime Attributes: Wisdom  or Dexterity +1 

Size: Medium 

Movement: 30ft 

Lowlight Vision: Elves can see twice as far as Humans in dim light. 

Keen Senses: Elves have a +2 Racial Bonus to Wisdom attribute checks 

involving the senses. 

Magic Resistance: Elves have a +2 Racial Bonus to Wisdom saves against magic 

effects and are immune to enchantment and sleep spells 

Fey Magic: Elves begin play with 3 Spell Points (or 3 additional Spell Points if a 

Mage).  They also begin play with knowledge of one first level spell (or one 

additional spell if a Mage).  An Elf may not gain additional Spell Points or 

learn additional spells unless a Mage. 

Weapon Familiarity: Elves are familiar with Bows and with all Exotic weapons 

with the word “Elven” in the title. 

Favored Class: Mage. 

Languages:  

Prime Attributes: Any two +1. 

Size: Medium. 

Movement: 30ft. 

Favored Class: Any. 

Languages: Any. 
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Dwarves 

 

Dwarves are a stout and sturdy lot who have dwelt within the depths of the 

mountains for untold millennia.  They are a proud and fierce race whose 

hot temper is renowned.  Yet they are also a loyal and generous people 

who care deeply for kin and friend alike.  Dwarven society is regulated by 

formal codes of honor that bind them tightly to their clans.  They have a 

proclivity for precious metals and are unrivaled in the arts of stone and 

metal work.  Dwarves are short and barrel chested.  Dwarven men take 

pride in their long beards and in their familial arms and armor. 

 

RACIAL AFFINITIES 

Dwarves have long held alliances with human civilizations.  They are 

often affronted by the seeming arrogance of Elves, and disdain their 

company.  They hate goblins above all, and will kill them on site. 

 

VITAL STATISTICS 

Dwarves generally live to be on average 300 years of age and reach the 

age of adulthood at 35 years of age.  A Dwarf reaches midlife at 150 and is 

considered old at 225 years of age.  Dwarf males typically grow to 4 ft in 

height and weigh 185 lbs.  Dwarf females typically grow to 3 ft 8 in. in 

height and weigh 150 lbs.  These averages vary somewhat. 

 

ENVIRONMENT 

Dwarven civilizations are found deep within the earth’s crust, far from 

light of the sun.  However, some Dwarves have ventured above ground 

and have come to dwell within Human civilizations. 

 

 

Racial Traits and Abilities 
 

 

 

 

 

 

 

 
Half-Elves 

  

Human and Elven unions are uncommon, but when these two races do 

mate they are capable of producing offspring that bear a resemblance to 

each race.  Like humans, half-elves are adaptable, and able to thrive in a 

variety of physical and social environments.  Like Elves, half-elves share a 

natural affinity for the beauty of the natural world.  Despite these 

similarities, half-elves are notably different from either race and are often 

treated as such.  Half-elves tend to be tall and thin and often attractive.  

Their complexion and hair color differs depending upon the physical 

characteristics of their parents (particularly that of their human parents). 

 

RACIAL AFFINITIES 

Half-elves are few in number and have no distinct culture of their own.  

They can be found living among both human and elven societies, though 

many elect a more solitary life within the wild.  Half-elves tend to take on 

the racial affinities of those with whom they live. 

 

VITAL STATISTICS 

Half-Elves generally live to be on average 200 years of age and reach the 

age of adulthood at 20 years of age.  A half-elf reaches midlife at 100 and 

is considered old at 150 years of age.  Half-elf males typically grow to 5 ft 

2 in. in height and weigh 150 lbs.  Half-elf females typically grow to 4 ft 

10 in. in height and weigh 100 lbs.  These averages vary somewhat. 

 

ENVIRONMENT 

Half-elves can adapt to nearly any environment, provided that it contains a 

degree of natural beauty. 

 

 

Racial Traits and Abilities 
 

 

 

 

 

 

 

Prime Attributes: Any, +1. 

Size: Medium 

Movement: 30ft 

Lowlight Vision: Half-elves can see twice as far as Humans in dim light. 

Keen Senses: Half-elves have a +2 Racial Bonus to Wisdom attribute checks 

involving the senses. 

Magic Resistance: Half-elves have a +2 Racial Bonus to Wisdom saves against 

magic effects and are immune to enchantment and sleep spells 

Half-Breed: Half-elves are treated as both human and elf for any effect related 

to each race. 

Adaptable: Half-elves receive a +2 (rather than +1) Secondary Attribute bonus 

to all attributes at Fifth level, and every five levels thereafter. 

Favored Class: Ranger or Bard. 

Languages:  

Prime Attributes: Strength or Constitution +1 

Size: Medium 

Movement: 20ft 

Darkvision: Dwarves can see up to 60ft in pure darkness. 

Hearty: Dwarves have a +2 Racial Bonus to Constitution Saves and begin play 

with 2 additional Hit Points. 

Ancient Foe: Dwarves have a +2 Racial Bonus to attack and damage rolls 

against goblinoids. 

Fearless: Dwarves have a +2 Racial Bonus to Wisdom saves against fear affects. 

Weapon Familiarity: Dwarves are proficient with Axes and with all Exotic 

weapons with the word “Dwarven” in the title. 

Favored Class: Warrior. 

Languages:  
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Half-Orcs 

  

While it is quite rare for a human to desire to breed with an Orc, the 

reverse is not also true.  Orcs will often rape and/or make off with the 

women of human villages that they pillage.  As a result half-orc offspring 

are not a rare occurrence.  Half-orcs are typically stronger than their 

human parents and more intelligent and attractive than their Orc parents.  

Half-orcs moreover possess both the rage and blood-lust of their baser 

parents and the yearning for cultural refinement of their more civilized 

parents.  As such they are often tormented souls, torn between conflicting 

passions.  Half-orcs are usually tall, hairy and thickly built.   

 

RACIAL AFFINITIES 

Half-orcs rarely exist in numbers sufficient to count as possessing their 

own distinct culture.  Instead, Half-orcs often dwell within orc tribes or 

within human barbarian societies (though they are usually looked down 

upon as second rate members of both societies). 

 

VITAL STATISTICS 

Half-orcs generally live to be on average 60 years of age and reach the age 

of adulthood at 14 years of age.  A half-orc reaches midlife at 30 and is 

considered old at 50 years of age.  Half-orc males typically grow to 6 in 

height and weigh 200 lbs.  Half-orc females typically grow to 5 ft 8 in. in 

height and weigh 165 lbs.  These averages vary somewhat. 

 

ENVIRONMENT 

Half-orcs are usually found in more remote regions where orc and human 

barbarian societies thrive. 

 

 

Racial Traits and Abilities 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Prime Attributes: Strength or Constitution +1. 

Size: Medium 

Movement: 40ft 

Darkvision: Dwarves can see up to 60ft in pure darkness. 

Fast Movement: Half-orcs can move 40ft in a round. 

Hearty: Half-orcs have a +2 Racial Bonus to Constitution Saves and begin play 

with 2 additional Hit Points. 

Ferocity: A DC 15 CON Save allows Half-orcs to remain conscious and continue 

fighting for 1 more round when their HP fall below 0.  They are still dying and 

will die at the end of their next turn unless they receive magical healing that 

restores their hit points to above 0.  

Half-Breed: Half-orcs are treated as both human and orc for any effect related 

to each race. 

Weapon Familiarity: Half-orcs are familiar with greataxe’s and with all Exotic 

weapons with the word “Orc” in the title. 

Favored Class: Barbarian. 

Languages:  
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Classes 
 

Like Race, a character’s class is one of his most defining features.  It forms 

an essential element of a character concept, and determines many of the 

character’s abilities.  There are several character classes in Mythweaver, 

three of which are included here: Warrior, Rogue and Mage. 

 

 

Table 7: Character Advancement 
 

Character 
Level 

Experience 
Point 
Total 

Prime  
Attribute  

Bonus 

Secondary 
Attribute 

Bonus 

Ability 
Increase 

1st   — +1 — — 

2nd  100 XP +2 — — 

3rd  240 XP +3 — — 

4th  440 XP +4 — — 

5th  680 XP +5 +1 1st 

6th  980 XP +6 — — 

7th  1320 XP +7 — — 

8th  1720 XP +8 — — 

9th  2160 XP +9 — — 

10th  2660 XP +10 +2 2nd  

11th  3200 XP +11 — — 

12th  3800 XP +12 — — 

13th  4440 XP +13 — — 

14th  5140 XP +14 — — 

15th  5880 XP +15 +3 3rd  

16th  6880 XP +16 — — 

17th  7520 XP +17 — — 

18
th

  8420 XP +18 — — 

19th 9360 XP +19 — — 

20th  10360 XP +20 +4 4th  

 

 

Character Advancement 

 

As characters overcome challenges they gain experience points (XP), and 

as their experience points increase, they advance in levels.  XP is a 

measurement of how much experience and training a character has.  A 

level is likewise a measurement of the character’s degree of skill and 

prowess within their vocation.  A character advances in levels as soon as 

they gain the experience required to do so.  At each new level a character 

gains new class abilities or increases the prowess of previously gained 

class abilities.  Other statistics such as Hit Points, and Attributes increase 

as well as a character advances in levels. 

 

 

Multiclassing 

 

Instead of gaining a new level in the character’s pre-existing class, a 

character has the option of instead gaining a level in a different class.  This 

is known as “Multiclassing”.  A character may multiclass in a maximum of 

two classes.  To do so, a character must meet two prerequisites.  First, the 

character must have at least one of the Prime Attributes associated with the 

class.  Second, at least one of the classes, whether the existing or the new, 

must be listed as a favored class of the character’s Race. 

 

 

Favored Class 

 

Each race has a number of different favored classes associated with it.  If a 

character elects ones such class for their character, the character gains a 

5% bonus to experience points, representing their innate aptitude for that 

class.  This 5% bonus is calculated at the beginning of each new level.  So 

for instance an Elf Mage would begin at first level already possessing 5 

Experience Points.  After attaining second level the Elf Mage would be 

awarded an additional 7 experience points, and so on as she advances in 

higher levels. 

 

 

Advanced and Cross Training (Optional Rule) 

 

At the DM’s discretion characters can engage in additional advanced or 

cross training that allow them to learn new languages and gain abilities and 

weapon and armor proficiencies not included as part of their class features.  

To do so a character must seek out an expert to train them, and must 

negotiate a training fee with them and be willing to devote the requisite 

training time to learning the new ability or weapon or armor proficiency.  

To count as an expert, a would-be instructor must at a minimum possess 

the ability and or weapon or armor proficiency.  The training time needed 

to learn the new skill or ability will depend both upon the skill of the 

instructor (determined by Class level) and the propensity of the student for 

learning the new ability etc (determined by whether or not the new ability 

or weapon proficiency falls under one of their Prime attributes or not).  

The price of instruction will have multiple factors as well, one of which 

includes the skill level of the instructor.   

 

A DM should exercise discretion in determining which class features, if 

any, to allow characters to cross train in.  A class feature that offers a 

numeric bonus to a character’s base attribute, attack, damage or defense 

can be learned, but not advanced without further training (e.g. a Rogue that 

cross trains in Weapon Specialization receives a +1 competence bonus to 

attack and damage with one weapon, however this bonus does not increase 

as the Rogue advances in levels).  A class feature that offers a class a 

unique and important advantage, such as the Mage’s Spell and Spell Points 

class features ought to be treated with careful consideration however.  If a 

DM decides to allow such cross training at all, then the amount of Spell 

Points the non-Mage trainee receives at the end of the training ought to be 

heavily restricted (e.g. a non-Mage may attain a maximum of 3 Spell 

Points, and learn a maximum of two 0-Level and one 1st-Level spells).  

 

Finally, beyond the time and financial cost involved in such training, a DM 

should also consider imposing an XP cost to represent the fact that the 

advanced and/or cross training is a distraction away from the character’s 

primary vocational pursuits, and thus taxes the energies they have to 

pursue class advancement. 
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Warrior  

 

The Warrior is the paragon of skill on the battlefield.  The Warrior is 

superior to all other classes in the art of combat.  Warriors hale from all 

regions of the world, and from all racial and cultural backgrounds.  Hence 

Warriors will vary widely in their fighting styles and choice of weapons.  

Fighters typically depend upon heavy arms and armor that require both 

strength and skill to wield efficiently.  Likewise, due to the inherent danger 

of their profession, Fighters are doughty and able to withstand blows that 

would likely slay less hearty characters. 

 

 

Table 8: Warrior Class Advancement 
 

Level BAB BDB HP Special 

1st   +1 +1 FORT +1 Base Class Features + 1 

2nd  +2 +2 +2  

3
rd

  +3 +3 +3  

4th  +4 +4 +4  

5th  +5 +5 +5 Base Class Features +2 

6th  +6 +6 +6  

7th  +7 +7 +7  

8th  +8 +8 +8  

9th  +9 +9 +9  

10th  +10 +10 +10 Base Class Features +3 

11th  +11 +11 +11  

12th  +12 +12 +12  

13th  +13 +13 +13  

14th  +14 +14 +14  

15th  +15 +15 +15 Base Class Features +4 

16th  +16 +16 +16  

17th  +17 +17 +17  

18th  +18 +18 +18  

19th +19 +19 +19  

20th  +20 +20 +20 Base Class Features +5 

 

 

CLASS FEATURES 

 

Primary Attributes 

A Warrior’s primary attributes are Strength or Constitution.  A Warrior 

receives a +1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies 

A Warrior is familiar with all armor and shields and all weapon groups 

except Exotic.  Warrior begins play with familiarity in one exotic weapon.  

 

Armor Specialization 

A Warrior subtracts 1 from his armor’s encumbrance (the minimum 

encumbrance of any armor is 1).  A Warrior subtracts an additional 1 from 

his encumbrance at Fifth Level and for every 5 levels thereafter. 

 

 

 

 

Fearless 

A Warrior receives a +1 bonus to Wisdom saves against fear effects.  This 

bonus increases by +1 at Fifth level and by an additional +1 for every five 

levels thereafter.  

 

Cleave 

At First level, as a standard action a Warrior may make a single melee 

attack against a foe within reach.  If the attack succeeds, it deals damage 

normally and the Warrior may make an additional attack (at their full base 

attack bonus) against a foe adjacent to the first and also in reach.  At Tenth 

Level, if the second attack succeeds the Warrior may continue to make 

attacks against foes adjacent to the previous foe, so long as they are within 

reach.  A Fighter cannot attack the same target more than once.   When 

cleaving, a Fighter receives a -2 to Defense until the start of their next turn. 

 

Power Attack 

At Fifth level, when making a melee attack, a Warrior may deduct an 

amount of up to his Strength modifier from the attack roll to add that 

bonus to the damage roll, should the attack succeed.   At Fifteenth Level 

when making a power attack, a Warrior doubles the bonus added to the 

damage roll. 

 

True Grit 

When a Warrior’s hit point total falls below 0 a successful Constitution 

save (DC 15) allows the Warrior to remain alive and conscious for 1 more 

round.  Unless the Warrior receives medical attention that would restore 

him to at least 0 hit points, he will die at the end of his next turn.   

 

Weapon Specialization 

A Warrior may specialize in one type of weapon.  The decision of weapon 

must be made during character creation and cannot be altered.  The 

Warrior gains a +1 competence bonus to hit and damage with this bonus.  

This bonus increases by an additional +1 at Fifth Level and by an 

additional +1 for every five levels thereafter. 
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Rogue 

 

The Rogue is a resourceful opportunist who relies upon wit, charm and a 

variety of other, often clandestine, skills.  Rogues can be found within 

virtually all social strata, though their titles may vary.  For instance a rogue 

may be a royal courtier, a highwayman, a military scout, a court spy, an 

expert dungeoneer and so on.  While Rogues do sometimes engage in 

combat, they tend to rely upon stealth rather than brute force.  Given this, 

as well as their dependence upon a variety of other dexterous skills, 

Rogues are typically limited to less restricting forms of arms and armor. 

 

 

Table 9: Rogue Class Advancement 
 

Level BAB BDB HP 
Sneak 
Attack Special 

1st   +0 +0 FORT 1d4 Base Class Features + 1 

2nd  +1 +1 +1   

3rd  +2 +2 +2   

4th  +3 +3 +3   

5th  +3 +3 +3 2d4 Base Class Features +2 

6th  +4 +4 +4   

7th  +5 +5 +5   

8th  +6 +6 +6   

9th  +6 +7 +7   

10th  +7 +7 +7 3d4 Base Class Features +3 

11th  +8 +8 +8   

12th  +9 +9 +9   

13th  +9 +9 +9   

14th  +10 +10 +10   

15
th

  +11 +11 +11 4d4 Base Class Features +4 

16th  +12 +12 +12   

17th  +12 +12 +12   

18th  +13 +13 +13   

19th +14 +14 +14   

20th  +15 +15 +15 5d4 Base Class Features +5 

 

 

CLASS FEATURES 

 

Primary Attributes 

A Rogue’s primary attributes are Dexterity or Charisma.  A Rogue 

receives a +1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies  

Rouges are familiar with Light armor, small shields, simple weapons, 

crossbows, light blades and the Rapier. 

 

Charming 

At First level a Rogue gains a +1 competence bonus to Charisma Attribute 

Checks (including Saves).  At Fifth level these bonuses increase by +1, 

and by an additional +1 for every five levels thereafter. 

 

 

 

Evasion 

At First Level when making a successful Dexterity saving roll against an 

attack that would normally do half damage on a successful save, the Rogue 

instead takes no damage.   At Tenth Level a Rogue takes only half damage 

on a failed saving throw.  Evasion can only be used if a Rogue is wearing 

light or no armor. 

 

Poison Use 

Rogues are adept at identifying and using poisons.  A Rogue receives a +1 

to Intelligence checks made to identify a particular poison and its effects.  

This bonus increases by +1 at fifth level, and by an additional +1 for every 

five levels thereafter.  In addition, a Rogue may use poisons without risk of 

accidental exposure to the effects of the poison.  

 

Precision Attack 

At Fifth level, whenever a Rogue attempts to make a penetrating attack on 

a target, her attack penalty for doing so is reduced to -2.  At Fifteenth level 

the Rogue may ignore the first ¾ of Damage Reduction when making a 

Penetrating Attack (round up).  Precision Attack can only be used if the 

Rogue is wearing light or no armor. 

 

Resourceful 

At First level a Rogue gains +1 to all secondary attribute rolls.  This bonus 

increases by +1 at fifth level, and by an additional +1 for every five levels 

thereafter.  

 

Sneak Attack 

Whenever a Rogue successfully attacks a character who is either distracted 

or unsuspecting of the attack a Rogue is able to strike a vital spot, allowing 

her to deal an additional 1d4 points of damage.  This ability requires either 

that the Rogue be hidden from the target at the moment of the attack (or 

that the target was aware of the Rogue but unsuspecting the attack), or that 

the Rogue be participating in a Coordinated Attack against the target.  A 

DM must make a judgment call as to what circumstances meet the former 

criteria.  At Fifth level, and every five levels thereafter, a Rogue may deal 

an additional 1d4 points of damage.  Sneak Attack can only be used if the 

Rogue is wearing light or no armor. 

 

Stealthy 

At First level a Rogue gains a +1 to Dexterity Attribute Checks (including 

Saves).  This bonus increases by +1 at Fifth level and by an additional +1 

for every five levels thereafter.   

 

Trapfinding 

At First level a Rogue gets +1 competence bonus to Wisdom Attribute 

checks made to locate traps, secret doors or compartments, as well as a +1 

competence bonus to Dexterity Attribute Checks made to set or disable 

traps.  At Fifth level these bonuses increase by +1, and by an additional +1 

for every five levels thereafter.   
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Mage 

 

The Mage is a practitioner of strange and wondrous arts.  Due to the 

mysterious and dangerous nature of their craft, Mages are often 

misunderstood and feared, and sometimes shunned.  In fact such fear has 

led to violent Mage purges in some lands.  This concern is not wholly 

without reason; some Mages do dabble in dark and demonic arts.  Yet 

most Mages are motivated by a desire for knowledge rather than power, 

and in many lands Mages are held in high esteem.  In a few such lands 

Academies, known as Arcanum, have been established to train new Mages 

and promote knowledge of the arts, as there are now precious few Mages 

left in the world. 

 

 

Table 10: Mage Class Advancement 
 

Level BAB BDB HP SP Special 

1st   +0 +0 FORT CHA +1 Spells 

2nd  +1 +1 +1 +2  

3rd  +1 +1 +1 +3  

4th  +2 +2 +2 +4  

5th  +2 +2 +2 +5  

6th  +3 +3 +3 +6  

7th  +3 +3 +3 +7  

8th  +4 +4 +4 +8  

9th  +4 +4 +4 +9  

10th  +5 +5 +5 +10  

11th  +5 +5 +5 +11  

12th  +6 +6 +6 +12  

13th  +6 +6 +6 +13  

14th  +7 +7 +7 +14  

15th  +7 +7 +7 +15  

16th  +8 +8 +8 +16  

17th  +8 +8 +8 +17  

18th  +9 +9 +9 +18  

19th +9 +9 +9 +19  

20th  +10 +10 +10 +20  

 

 

CLASS FEATURES 

 

Primary Attributes 

A Mage’s primary attributes are Wisdom or Charisma.  A Mage receives a 

+1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies 

A Mage is familiar with all simple Weapons.   

 

Craft Enchanted Item 

A Mage is capable of crafting enchanted items such as potions, scrolls, 

wands, rings, Staffs and arms and armor.  Doing so requires certain special 

materials, as well as an expenditure of time, energy and Spell Points.  See 

the section on Magic for rules on crafting enchanted items. 

 

 

Spells  

A Mage is conversant in the arcane arts and is thus able to cast various 

types of spells.  A Mage is able to spontaneously cast any spell that he 

knows as an Incantation, provided that he has enough spell points to do so.  

A Mage begins play knowing all 0-Level spells, and a total of 1 1st-Level 

spell, + an additional amount of 1st-Level Spells equal to his INT modifier.  

Learning additional spells requires further research on the part of the 

Mage.  See the section on Magic for rules on learning new spells.  Some of 

a Mage’s spells involve making an “Arcane Attack” against one or more 

targets.  While the nature of the attack will vary based upon the spell (e.g. 

some spells are made against a target’s Defense while others are made 

against specific attributes), when making such an attack, the Mage rolls 

1d20 and adds both his WIS modifier and his Mage Level to the attack die.   

 

Runes 

A Mage is able to inscribe any known spell as a rune on an object.  Doing 

so requires both the expenditure of runic dust as well as spell points.  See 

the section on Magic for details 

 

Rituals 

In addition to incantations and runes, a Mage is capable of enacting rituals.  

Rituals are typically more powerful than spells and require more 

concentration, and spell points than spells.  Rituals must be prepared in 

advance and require a significant amount of time to enact.  Most rituals 

require spell components, and many require the enacting of runes.  

 

Spell Points 

A Mage begins play with a number of Spell Points (SP) equal to his 

Charisma score +1, and gains new SP at the rate of 1 per level.  SP 

represent the degree of a Mage’s influence over the arcane realm.  

Wielding arcane power is a difficult and mentally taxing task.  It is also a 

very dangerous one.  Each time a Mage casts a spell a certain amount of 

SP is expended.  Once a Mage expends half of his base SP he becomes 

fatigued, and remains so until he recovers SP in excess of half of his base 

SP.  Once he has expended all of them, he must make a Wisdom save (DC 

15) or fall unconscious until he regains at least 1 SP.  If a Mage expends 

over half of his base total SP on any one single spell casting, the Mage 

must make a Wisdom save (DC 10 + the number of SP expended in the 

casting) or fall unconscious.  In addition, there is a chance of Spell Failure.  

See the section on Magic for more on spell failure.  A Mage’s SP recharge 

at a rate of 1 per hour, and fully recharge after 8 hours of rest.  A Mage 

begins play with a number of SP equal to his Wisdom score.   

 

Spell Craft 

A Mage receives a +1 to Wisdom checks made to cast and learn spells that 

they are not familiar with, to all attempts made to counter the effects of 

another spell (see the section on Magic for details on counterspells) and to 

identify the arcane properties of a spell, an enchanted item, or a magical 

beast or fae creature.  This bonus increases by an additional +1 at Fifth 

Level and by an additional +1 for every five levels thereafter. 
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Barbarian 

 

The Barbarian is a fearsome force to be reckoned with on the battlefield.   

While lacking the discipline and training of the warrior, the Barbarian 

displays unparalleled ferocity.  A Barbarian in the heat of a blood rage is a 

terrible sight to behold.  Barbarians hale from remote and uncivilized 

regions of the world.  Humans and Half-Orcs are the most common races 

to form Barbarian societies, though on occasion Dwarves or Half-Elves 

can be found living amongst human barbarian tribes.  Barbarians are 

reckless in combat, depending more upon brute strength than the 

protection of heavy armor.  While Barbarian societies do have their own 

languages, often only the Shaman of these societies are literate. 

 

 

Table 1: Barbarian Class Advancement 
 

Level BAB BDB HP Special 

1st   +1 +1 FORT +1 Base Class Features + 1 

2nd  +2 +2 +2  

3rd  +3 +3 +3  

4th  +4 +4 +4  

5th  +5 +5 +5 Base Class Features +2 

6th  +6 +6 +6  

7th  +7 +7 +7  

8th  +8 +8 +8  

9th  +9 +9 +9  

10th  +10 +10 +10 Base Class Features +3 

11th  +11 +11 +11  

12th  +12 +12 +12  

13th  +13 +13 +13  

14th  +14 +14 +14  

15th  +15 +15 +15 Base Class Features +4 

16th  +16 +16 +16  

17th  +17 +17 +17  

18th  +18 +18 +18  

19th +19 +19 +19  

20th  +20 +20 +20 Base Class Features +5 

 

 

CLASS FEATURES 

 

Primary Attributes 

A Barbarian’s primary attributes are Strength or Constitution.  A Barbarian 

receives a +1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies 

A Barbarian is familiar with axes, heavy blades, bows, claw weapons, 

flails and chains, maces and clubs, picks and hammers, simple weapons, 

slings, spears, light and heavy shields (except for Tower Shields) and light 

and medium armor. 

 

Aggressive Defense 

At Fifth level a Barbarian gains 2 additional Hit Points and a natural + 

1/— DR.  At Fifteenth level the Barbarian gains an additional +2 Hit 

Points and their natural DR increases to +2/—. 

Blood Rage 

Whenever blood has been shed in a battle involving a Barbarian (whether 

the Barbarian’s own, an allies, or an enemies), the Barbarian may fly into a 

crazed frenzy known as a “blood rage”.  While in a blood rage, a Barbarian 

gains a temporary +4 to their Strength and Constitution scores (granting 

them a +2 to attack, damage, attribute checks, saves and HP).  The blood 

rage lasts for a number of rounds equal to the Barbarian’s Constitution 

score.  This feature may be used once per combat.  After the blood rage 

wears off a Barbarian is Fatigued until they take a short (10 minute) rest.   

 

Cleave 

At First level, as a standard action a Barbarian may make a single melee 

attack against a foe within reach.  If the attack succeeds, it deals damage 

normally and the Barbarian may make an additional attack (at their full 

attack bonus) against a foe adjacent to the first and also in reach.  At Tenth 

Level, if the second attack succeeds the Barbarian may continue to make 

attacks against foes adjacent to the previous foe, so long as they are within 

reach.  A Barbarian cannot attack the same target more than once.   When 

cleaving, a Barbarian is -2 to Defense until the start of their next turn. 

 

Illiterate 

Barbarians cannot read or write. 

 

Power Attack 

When making a melee attack, a Barbarian may deduct an amount of up to 

his Strength modifier from the attack roll to add that bonus to the damage 

roll, should the attack succeed. 

 

Survival 

A Barbarian receives a +1 to Wisdom attribute checks made to track, find 

food and shelter, identify poisonous substances, find and identify herbs, 

treat and heal poison and natural diseases, and identify true north.  This 

bonus increases by an additional +1 at Fifth Level and by an additional +1 

for every five levels thereafter. 

 

True Grit 

When a Barbarian’s hit point total falls below 0 a successful Constitution 

save (DC 15) allows the Barbarian to remain alive and conscious for 1 

more round.  Unless the Warrior receives medical attention that would 

restore him to at least 0 hit points, he will die at the end of his next turn.  
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Ranger 

 

The Ranger is a wanderer, a hunter of foul creatures and a warden of the 

wilderlands.  While lacking the training of a Warrior, or the brute fury of a 

Barbarian, the Ranger is a hunter without rival within the wild places.  

Rangers can track their quarry day and night through any type of terrain.  

Creatures of the night rightly fear the sudden sting of the Ranger’s arrow, 

and the flash of her dual blades.  All creatures of good heart look upon 

Rangers as the champions of the wild, bringing swift vengeance upon any 

that would seek to ravage the land.  Rangers often work together within 

loose networks throughout the land.  They also sometimes join expeditions 

to hone their skills.  Yet by and large their path is a solitary one. 

 

 

Table 2: Ranger Class Advancement 
 

Level BAB BDB HP Special 

1st   +1 +1 FORT Base Class Features + 1 

2nd  +2 +2 +1  

3rd  +3 +3 +2  

4th  +4 +4 +3  

5th  +5 +5 +3 Base Class Features +2 

6th  +6 +6 +4  

7th  +7 +7 +5  

8th  +8 +8 +6  

9th  +9 +9 +6  

10th  +10 +10 +7 Base Class Features +3 

11th  +11 +11 +8  

12th  +12 +12 +9  

13th  +13 +13 +9  

14th  +14 +14 +10  

15th  +15 +15 +11 Base Class Features +4 

16th  +16 +16 +12  

17th  +17 +17 +12  

18th  +18 +18 +13  

19th +19 +19 +14  

20th  +20 +20 +15 Base Class Features +5 

 

 

CLASS FEATURES 

 

Primary Attributes 

A Ranger’s primary attributes are Dexterity or Wisdom.  A Ranger 

receives a +1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies 

A Ranger is familiar with light blades, heavy blades, bows, simple 

weapons, slings and light and medium armor. 

 

Animal Affinity 

At First level a Ranger may make a charisma check to attempt to calm an 

animal, change its attitude to a more favorable one, or to train it.  A Ranger 

gains a +1 to her Charisma Checks when doing so.  This bonus increases 

by +1 at Fifth level and by an additional +1 for every five levels thereafter. 

 

Child of the Wilderness 

At Fifth Level a Rangers movement is no longer impeded by rough terrain.  

In addition, a Ranger receives a +2 competence bonus to Dexterity saves 

against being entangled by plant based attacks (even if magical).  Further, 

a Ranger leaves no trail in natural surroundings and cannot be tracked 

(unless she elects to leave tracks).  At Fifteenth level, a Ranger is able to 

camouflage herself in any natural terrain, granting her a +2 concealment 

bonus to Defense and Hide checks made while in natural terrain.  This 

feature can only be used if the Ranger wears light, medium or no armor.  

 

Combat Styles 

Rangers are well versed in two-weapon and ranged combat.  At First level 

a Ranger’s two-weapon attack penalty is reduced to -2, and a Ranger 

receives a +1 shield bonus to defense while wielding two weapons.  In 

addition a Ranger’s multishot attack penalty is reduced to -2 and targets of 

a ranged attack receive one step less cover than normal (e.g. a target with 

average cover would only be treated as having partial cover by a Ranger).  

At Tenth level a Ranger receives a +3 shield bonus to defense while 

wielding two weapons.  In addition, a Ranger doubles the range increment 

of whatever ranged weapon she wields.  

 

Favored Enemy 

Rangers are especially skilled in tracking and hunting giants, orcs and 

goblinoids (a Half-orc may substitute “orcs” with one other creature of 

their choice).  Against all such creatures a Ranger gains a +2 competence 

bonus to Wisdom checks made to track them, as well as a +2 competence 

bonus to attack and damage rolls, and a +2 to her defense score against 

such creatures. 

 

Stealthy 

At First level a Ranger gains a +1 to all Dexterity Attribute Checks 

(including Saves).  This bonus increases by +1 at Fifth level and by an 

additional +1 for every five levels thereafter.  This feature can only be 

used if the Ranger wears light, medium or no armor.  

 

Survival 

A Ranger receives a +1 to Wisdom checks made to track creatures, find 

food and shelter, identify poisonous substances, find and identify herbs, 

treat and heal poison and natural diseases, and identify true north.  This 

bonus increases by an additional +1 at Fifth Level and by an additional +1 

for every five levels thereafter. 
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Bard 

 

The Bard is a roving performer, and a weaver of tales.  Without a home to 

call his own, the Bard wanders the land in search of new lore, trading the 

tales he’s collected for a hot meal and a temporary roof over his head.  The 

Bard learns a bit of this and a bit of that along his journeys and is quite 

knowledgeable and resourceful.  A Bard relies more upon wits and charm 

than on brute strength, but is capable of handling himself in battle as well. 

 

 

Table 9: Rogue Class Advancement 
 

Level BAB BDB HP SP Special 

1st   +0 +0 FORT CHA Base Class Features + 1 

2nd  +1 +1 +1 +1  

3rd  +2 +2 +2 +1  

4
th

  +3 +3 +3 +2  

5th  +3 +3 +3 +2 Base Class Features +2 

6th  +4 +4 +4 +3  

7th  +5 +5 +5 +3  

8th  +6 +6 +6 +4  

9th  +6 +7 +7 +4  

10th  +7 +7 +7 +5 Base Class Features +3 

11th  +8 +8 +8 +5  

12th  +9 +9 +9 +6  

13th  +9 +9 +9 +6  

14th  +10 +10 +10 +7  

15th  +11 +11 +11 +7 Base Class Features +4 

16th  +12 +12 +12 +8  

17th  +12 +12 +12 +8  

18th  +13 +13 +13 +9  

19th +14 +14 +14 +9  

20th  +15 +15 +15 +10 Base Class Features +5 

 

 

CLASS FEATURES 

 

Primary Attributes 

A Bard’s primary attributes are Intelligence or Charisma.  A Bard receives 

a +1 to his ability score for this primary attribute. 

 

Weapon, Shield & Armor Proficiencies  

A Bard is familiar with Light armor, light shields, simple weapons, light 

blades, the rapier, the shortbow and the whip. 

 

Arcane Dabbler 

Bards learn a smattering of the arcane arts in their journeys.  They begin 

play with five 0-Level spells of their choice, and may learn additional 0 

and 1st Level spells through further study. 

 

Bardic Lore 

Bards deal in tales and myths from around the world and thus acquire an 

extensive amount of lore.  A Bard gains a +1 bonus to Intelligence checks 

made regarding knowledge and lore.  This bonus increases by +1 at fifth 

level, and by an additional +1 for every five levels thereafter.  

Baric Performance 

Bards are skillful orators, thespians, musicians and story tellers.  Bards 

have learned to weave elements of the arcane into their art, and are able to 

influence their audience in various ways.  To do so a Bard designates 

which skill to perform and what the intended effect is (see below).  The 

Bard then expends 3 Spell Points to activate the arcane effect.  The effect 

of the performance lasts for as long as the Bard performs the skill, and for 

one round thereafter.  To be affected by the performance a creatures must 

be capable of seeing or hearing it (the maximum range of affect is 60ft).  

Beginning a performance is a standard action but a Bard may maintain the 

performance each round as a free action. 

 

Fascinate 

At First level a Bard may use Bardic performance to Fascinate one or 

more creatures.  To do so the Bard must succeed on an opposed 

Charisma check against the creature(s).  A Bard may affect a number 

of levels of creatures equal to his own Bard level.  At Tenth level a 

Bard may attempt to make a Suggestion to any or all creatures 

Fascinated by his performance.  To do so the Bard must succeed on 

opposed Charisma check against the creature(s).  This does not disrupt 

the Fascinate effect, but requires a standard action. 

 

Inspire Courage  

At First level a Bard may use Bardic performance to inspire his 

comrades, granting them a +1 bonus to saving throws against charm 

and fear effects and a +1 bonus to attack and damage rolls, as well as a 

+1 bonus to defense.  At Fifth level these bonuses increase by +1, and 

by an additional +1 for every five levels thereafter. 

 

Inspire Fear 

At Fifth level a Bard may use Bardic performance to cause enemies to 

become Shaken.  Doing so requires the Bard to succeed on an opposed 

Charisma check against the creature(s).  A Bard may affect a number 

of levels of creatures equal to his own Bard level.  At Fifteenth level a 

Bard may cause his enemies to become Frightened instead. 

 

Charming 

At First level a Bard gains a +1 competence bonus to Charisma Attribute 

checks (including Saves).  At Fifth level these bonuses increase by +1, and 

by an additional +1 for every five levels thereafter. 

 

Linguistics 

Bards acquire several languages along their journeys.  At First level a Bard 

knows two additional languages and attains a +1 competence bonus to 

Intelligence Attribute checks made regarding linguistics.  At Fifth level, 

and for every five levels beyond Fifth, the Bard learns an additional 

language and his linguistics bonus increases by an additional +1.   

 

Resourceful 

At First level a Bard gains +1 to all of secondary attribute rolls.  This 

bonus increases by +1 at fifth level, and by an additional +1 for every five 

levels thereafter.  
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Contacts 
 

Contacts are Non-Player Characters (NPCs) that a character has some 

relationship with, such as a family member, a friend, an inside source, a 

patron, an employer, a liege or even a rival.  Characters should establish a 

short list of contacts (e.g. between 2 to 5) that they begin play with.  

Contacts serve several purposes.  First, they can be used by the DM to 

advance certain plot-lines.  Second, they can be called upon by the players 

from time to time to gain or exchange some set of benefits.  For instance a 

patron, a liege or an employer may bestow some financial benefit upon the 

player in exchange for some service from the PCs.  A family member may 

supply free room and board and even a place to go to ground if the PCs are 

in trouble.  An inside source may exchange important information for a 

price. Finally, contacts help facilitate the emersion of the player into the 

game world by providing real attachments to personas within it. 

 

 

Retainers 

 

A Retainer is a contact that the PCs employ to render some service.  There 

are three kinds of retainers: Hirelings, Specialists and Staff.  Hirelings are 

NPCs that the PCs hire to accompany them on quests.  Hirelings include: 

animal handlers, scouts or mercenaries.  Generally only mercenaries will 

accompany PCs into battle.  Specialists include alchemists, scholars, 

engineers, blacksmiths and other trained artisans or academics who are 

employed for tasks that do not include accompanying the PCs on 

adventures.  If the PCs establish a stronghold of some sort, then they will 

need to hire some permanent retainers to help run the place.  These are 

known as staff.  Rules on Hirelings are provided below.  More information 

on Retainers can be found in the Mythweaver Core Rule Book. 

 

 

Hirelings 

 

The first step in attaining hirelings is for the PCs to search for them.  This 

might involve placing notices in public places, hiring a crier, or paying Inn 

Keepers and inside sources to direct the PCs to NPCs with the desired skill 

sets.  The second step is to interview the NPCs and negotiate a contract.  

Generally NPCs hired for non-combat related services are happy with a 

salary arrangement.  Mercenaries may either wish to claim a share of any 

potential loot, or settle for a guaranteed salary (or both).  PCs are expected 

to provide whatever equipment is necessary for the adventure (e.g. cook-

ware for the cook, arms and armor for the mercenary), or to offer 

additional compensation to NPCs who supply their own equipment.   

 

The final stage is to determine for each potential retainer whether or not 

the NPC will accept the PCs offer.  To determine this, have the players 

select one of their characters to represent the party (this will generally be 

the one who conducted the negotiations).  The party representative and the 

NPC both make opposed Charisma Attribute checks.  The success of this 

roll will be affected by factors such as whether or not the PCs offered the 

NPC a good salary and whether the party has had known history of treating 

their hirelings well, or whether they have suffered heavy hireling casualties 

in the past.  Add any appropriate modifiers from the table below to the 

player’s attribute check.  If the player wins the opposed check the NPC 

accepts the offer.  If the player wins the check by 5 or more points, the 

NPC gains a +1 to their Morale rating.  If the player looses the opposed 

check, the NPC refuses, but is willing to renegotiate for more pay.  If the 

player loses the check by 5 or more, the NPC declines the offer altogether. 

 

 

Table 8: Negotiation Modifiers 
 

Circumstance Modifier 

The party offered the NPC a fantastic deal  +10 

The party has an impeccable reputation +10 

The party offered the NPC a better than average deal +5 

The party has a good reputation +5 

The party has a bad reputation  -5 

The party offered the NPC a worse than average deal -5 

The party has a terrible reputation -10 

The party offered the NPC a terrible deal -10 

 

 

Hireling Morale 

 

Hirelings can generally be relied upon to fulfill their end of the contract.  

However, certain events have the potential to decrease the morale of a 

hireling.  If the morale of a hireling is sufficiently reduced, they will 

abandon the party.  A hireling begins with a morale rating of either 0 or +1 

(depending on how the negotiation went).  If any of the conditions 

described in the following table arise however, the hireling’s morale rating 

will drop by 1 (these penalties are cumulative).  If the Hireling’s morale 

rating reaches -3 at any point, they will abandon the party immediately. 

 

 

Table 9: Morale Penalties 
 

Circumstance Morale Penalty 

The death of another hireling or party member -1 

The hireling has lost over half of their HP -1 

A PC has abused or cheated a hireling -1 

The hireling succumbs to the effects of fear -1 

 

 

Rally Checks 

 

Each time one or more hirelings has had their morale rating reduced, one 

member of the party may attempt to rally the hireling(s) with words of 

reassurance.  To do so, the hireling and the PC make opposed charisma 

checks.  If the hireling’s moral ratting is below 0 the PC takes a -5 penalty 

to this roll.  If the PC wins the check, the hireling’s moral rating increases 

by 1.  This check can only be attempted by one player and may not be 

attempted again.  A new rally check can be made each new day (after a full 

night’s rest).  A hireling may have a maximum morale rating bonus of +1.  
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Equipment 
 

Surviving the hazards of dungeon and wilderness is allot more likely if a 

character brings along the right tools and equipment.  Characters begin 

play with 1d4 x 10 silver coins which can be used to purchase weapons, 

armor and other equipment prior to embarking upon an adventure.  In 

addition, characters begin play with a Traveler’s Outfit.  All other 

equipment must be purchased. 

 

 

Coins 

 

The most common coin in the game is the silver piece (SP).  Copper pieces 

(CP) are quite common as well.  Gold pieces (GP) are less common, but 

may be found among the richer classes of society.  A silver piece is worth 

10 copper pieces.  Each gold piece is worth 10 silver pieces.  100 coins 

equal 1 stone of encumbrance. 

 

 

Table 11: Currency 
 

Exchange Value cp sp gp 

Copper piece (cp) 1 1/10 1/100 

Silver piece (sp) 10 1 1/10 

Gold piece (gp) 100 10 1 

 

 

Other Wealth 

 

Merchants and venders will often exchange certain trade goods in lieu of 

currency.  Examples of trade goods are listed below. 

 

 

Table 12: Trade Goods 
 

Cost Item 

1 cp One pound of wheat, two pounds of other grain or one chicken 

5 cp One pound of pepper or one round of cheese  

1 sp One pound of iron, one bottle of spirits or one sheep or goat 

5 sp One pound of tobacco, cinnamon or cloves or one yard of wool 

1 gp One pound of tea, one square yard of silk or one cow 

5 gp One pound of silver or saffron  

10 gp One pound of salt 

50 gp One pound of gold 

 

 

Selling Treasure 

 

While trade goods can be exchanged for its value in coin, other gear will 

generally only be bought by merchants at half its market price.  Of course 

market price will vary based upon supply and demand. 

 

 

 

Table 13: Weapons 
 

Axes Cost DMG Range Stones Type Special 

Light       

Hand Axe 1 sp 1d6 — ½  S Finesse 

Throwing Axe 2 sp 1d6 10 ft ½   S Finesse 

One-Handed       

Battle Axe 2 sp 1d8 — 1 S — 

Two-Handed       

Great Axe 3 sp 1d12 — 3 S — 

 

Blades, Light Cost DMG Range Stones Type Special 

Light       

Dagger 7 cp 1d4 10 ft * P or S Finesse 

Punching Dagger 1 sp 1d4 — *  P Finesse 

Short Sword 3 sp 1d6 — ½  P Finesse 

One-Handed       

Rapier 4 sp 1d6 — ½  P Finesse 

 

Blades, Heavy Cost DMG Range Stones Type Special 

One-Handed       

Longsword 5 sp 1d8 — 1 P or S — 

Scimitar 5 sp 1d6 — 1 S Finesse 

Two-Handed       

Falchion  15 sp 2d4 — 2 S Finesse 

Greatsword 15 sp 2d6 — 2 S — 

 

Bows Cost DMG Range Stones Type Special 

Arrows (20) 2 cp — — ½  P — 

Shortbow 5 sp 1d6 60 ft ½  P — 

C. Shortbow 20 sp 1d6 70 ft ½  P — 

Longbow 8 sp 1d8 100 ft ½ P — 

C. Longbow 25 sp 1d8 110 ft ½ P — 

 

Claw Weapon Cost DMG Range Stones Type Special 

Light       

Punching Dagger 1 sp 1d4 — * P Finesse 

Spiked Gauntlet 2 sp 1d6 — *  P or B Finesse 

 

CrossBows Cost DMG Range Stones Type Special 

Bolts (10) 2 cp — — * P — 

Crossbow Hand 35 sp 1d4 30 ft ½  P — 

Crossbow Light 15 sp 1d8 120 ft 1 P — 

Crossbow Heavy 20 sp 1d10 80 ft 2 P — 

Crossbow Repeat 65 sp 1d8 80 ft 1 P — 

 

Flails & Chains Cost DMG Range Stones Type Special 

One-Handed       

Flail, Light 2 sp 1d8 — 1 B Disarm Trip 

Two-Handed       

Flail, Heavy 3 sp 1d10 — 2 B Disarm Trip 
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Exotic Cost DMG Range Stones Type Special 

One-Handed       

Greatspear  2 sp 1d6 Reach 1  P — 

Sword, Bastard 12 sp  1d10 — 1 P or S — 

Thin Blade, Elven 50 sp 1d8 — ½  P Finesse 

Waraxe, Dwarven 10 sp 1d10 — 2 S — 

Whip  3 cp 1d3 Reach ½  S Disarm, Trip 

Two-Handed       

Axe, Orc Double 20 sp 1d8/1d8 — 3 S — 

Chain, Spiked 7 sp 1d12 Reach 4 S — 

Curve Blade, Elven 50 sp 1d10 — 1 S Finesse  

Flail, Dire 30 sp 1d8/1d8 — 2 B Trip 

Sword, Two Bladed 35 sp 1d8/1d8 — 2 P or S — 

Urgrosh, Dwarven 15 sp 1d8/1d6 — 3 P or S Brace 

Ranged Weapons       

Net 3 cp 1d2 10 ft 1 — — 

Curvebow, Elven 50 sp 1d8 200 ft ½  P — 

 

Maces & Clubs Cost DMG Range Stones Type Special 

Light       

Mace, Light 2 sp 1d6 — 1 B Finesse 

One-Handed       

Club — 1d6 — ½  B — 

Mace, Heavy 4 sp 1d8 — 2 B — 

Two-Handed       

Greatclub 2 sp 1d10 — 2 B — 

Quarterstaff — 1d6/1d6 — 1 B — 

 

Picks & Hammers Cost DMG Range Stones Type Special 

Light       

Hammer, Light 3 cp 1d4 20 ft ½  B Finesse 

Pick, Light 1 sp 1d4 — ½   P Finesse 

One-Handed       

Pick, Heavy 2 sp 1d6 — 1 P Finesse 

Two-Handed       

Scythe 5 sp 2d4 — 2 P or S Finesse Trip 

Warhammer 4 sp 1d8 — 1 B — 

 

Polearms  Cost DMG Range Stones Type Special 

Two-Handed       

Glaive 3 sp 1d10 Reach 2 S — 

Guisarme 3 sp 2d4 Reach 3  S Trip 

Halberd 3 sp 1d10 — 3 P or S Brace Trip 

Ransuer 3 sp 2d4 — 3 P or S Trip 

 

Simple Weapons Cost DMG Range Stones Type Special 

One-Handed       

Club — 1d6 — ½  B — 

Dagger 7 cp 1d4 10 ft ½   P or S Finesse 

Two-Handed       

Quarterstaff — 1d6/1d6 — 1 1 — 

 

Slings Cost DMG Range Stones Type Special 

Bolas 1 sp 1d4 10 ft ½  B Trip 

Dart 1 sp 1d4 20ft  * P — 

Bullets (20) 3 cp  1d4 — 1 B — 

Sling — 1d6 50 ft —  B — 

 

Spears & Lances Cost DMG Range Stones Type Special 

One-Handed       

Javelin 2 sp 1d6 30 ft ½  S — 

Spear, Short 3 cp 1d6 20 ft ½   P Brace Finesse 

Trident 5 sp 1d8 10 ft 1 P Brace 

Two-Handed       

Lance 3 sp 1d8 Reach 2 P — 

Spear 7 cp 1d8 20 ft 1 P Brace Finesse 

Spear, Long 7 cp 1d8 Reach 2 P Brace Finesse 
 

* For such items, it takes 5 * to equal 1 stone of encumbrance. 

 

 

Special Weapon Abilities 

 

Brace 

A character may ready an action to set a Brace weapon against a charge.  If 

the attack succeeds the weapon deals double damage. 

 

Disarm 

A weapon with this feature grants its bearer a +2 bonus to attempts at 

disarming a target. 

 

Double 

A weapon with two entries for damage may be used as if fighting with two 

weapons.  Doing so incurs the usual penalties for two weapon fighting.   

 

Finesse 

A character may elect to use their Dexterity bonus in place of their 

Strength bonus for attack rolls with Finesse weapons. 

 

Reach  

A Reach weapon is a melee weapon that allows its wielder to strike targets 

up to 1 range increment away.   

 

Trip 

A Trip weapon can be used to make trip attacks.  The weapon may be 

dropped to avoid being tripped during a botched trip attack. 

 

 

Table 14: Tiny & Large Weapon Damage 
 

Small Weapon  
Damage 

Medium Weapon 
Damage 

Large Weapon  
Damage 

1 1d2 1d3 

1d2 1d3 1d4 

1d3 1d4 1d6 

1d4 1d6 1d8 

1d6 1d8 1d10 

2d3 2d4 2d6 

1d8 1d10 2d8 

1d8 1d12 2d8 

1d8 2d6 2d8 

1d10 2d8 2d10 

2d8 2d10 3d8 
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Table 15: Armor & Shields 
 

Light Cost Hp Damage Reduction Stones 

Padded 2 sp 25 1/— 2 

Leather 5sp 40  1/— 3 

Studded Leather 8 sp 75 2/— 4 

Chain Shirt 45 sp 80 3/— 5 

 

Medium Cost HP Damage Reduction Stones 

Hide 15 sp 65 3/— 5 

Scale Mail  35 sp 100 4/— 6 

Chainmail 100 sp 100 5/— 8 

Breastplate 125 sp 110 5/— 6 

 

Heavy Cost HP Damage Reduction Stones 

Splint Mail 135 sp 120 6/— 9 

Banded Mail  150 sp 120 6/— 7 

Half-Plate 200 sp 150 7/— 10 

Full Plate 400 sp 200 8/— 10 

 

Shields Cost HP Deflection Bonus Stones 

Buckler 5 cp 5 +1 1 

Shield, Light Wood  1 sp 7 +2 1 

Shield, Light Steel 3 sp 10 +2 1 

Shield Heavy Wood 2 sp 15 +3 2 

Shield Heavy Steel 7 sp 20 +3 3 

Shield Tower 10 sp 20 +5 9 

 

 

Table 16: Donning Armor 
 

Armor Type Don Don Hastily2 Remove 

Shield 1 Move Action N/A 1 Move Action 

Light 1 Minute 5 Rounds 1 Minute 

Medium 4 Minutes 1 Minute 1 Minute 

Heavy 4 Minutes1 4 Minutes 4 Minutes 
 

1 The wearer must have help donning this armor. 
2 The Armor check penalty for hastily donned armor is increased by 1. 

 

 

Armor and Shield Properties 

 

Hit Points 

Hit Points (HP) represent the amount of damage a shield or a suit of armor 

can sustain before ruined.  Armor absorbs an amount of HP indicated by 

its Damage reduction each time the character is hit.  This damaged is 

deducted from the item’s HP.  Unlike armor, shields do not sustain damage 

unless targeted by a successful Sunder attempt. 

 

Damage Reduction 

Damage Reduction (DR) represents the amount of damage that is absorbed 

by a character’s armor during an attack.  This damage is not inflicted upon 

the character.  Damage in excess of the DR penetrates to the character. 

 

Deflection Bonus 

A shield helps to deflect attacks from hitting the character.  Thus a shield’s 

Deflection Bonus is added to the total Defense Bonus of the character. 

Damaged Weapons and Armor 

 

Weapons and armor can become damaged in battle, either from directly 

absorbing damage inflicted on their bearer or from being the target of a 

Sunder attack.  Damaged weapons and armor remain fully functional until 

they have lost half of their HP, in which case they become broken.  A 

broken weapon, shield or suit of armor gains a -1 circumstance penalty to 

attack and damage rolls and to Damage Reduction and Deflection bonuses.  

Some damaged and broken equipment can be mended with the appropriate 

equipment.  Once the HP of a weapon, shield or suit of armor reaches 0 it 

becomes ruined and can no longer be mended.   

 

 

Mending Equipment 

 

Damaged clothing, and some weapons and armor can be mended by a 

character with a successful Dexterity Attribute check provided that the 

character has access to the right tools.  Some weapons and armor, such as 

plate mail and forged weapons require the services of a smithy to mend.  

Wooden weapons cannot be mended, though the wooden shafts and 

handles of weapons can be replaced.  See the table below for details. 

 

 

Table 17: Time & Material Costs of Mending 
 

Material Needed DEX DC1 Cost Time 

Cloth Sewing Kit 12 3 cp / 5 HP 1 hr / 5 HP 

Leather, Hide Leather Mending Kit 15 3 cp / 5 HP 1 hr / 5 HP 

Mail Mail Mending Kit 15 7 cp / 5 HP 2 hr / 5 HP 

Plate Smithy 15 1 sp / 5 HP 5 hr / 5 HP 
 

1 Failure by 5 or more means that materials have been wasted, success by 5 or more 
decreases the time involved by ½.  

 

  

Weapon Qualities 

 

Mediocre Quality 

A mediocre quality weapon, shield or suit of armor is less effective than its 

average counterpart.  A mediocre weapon gains a -1 quality penalty to 

attack and damage rolls (minimum of 1 point of damage).  A mediocre 

shield gains a -1 Deflection Bonus (minimum 1) and is 1 additional stone 

in encumbrance.  A mediocre suit of armor gains a -1 to damage reduction 

(minimum 1) and is 1 additional stone in encumbrance per weight 

category.  A mediocre quality item costs half that of an average weapon. 

 

Masterwork Quality 

A masterwork quality weapon, shield or suit of armor is more effective 

than is its average counterpart.  A masterwork weapon gains a +1 quality 

bonus to attack and damage rolls.  A masterwork shield gains +1 to its 

Deflection bonus and is 1 less stone in encumbrance (minimum ½).  A 

masterwork suit of armor gains a +1 to damage reduction and is 1 less 

stone in encumbrance per weight category.  A masterwork weapon, shield 

or suit of armor costs an additional 100 sp. 
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Special Materials 

 

Weapons and armor can be crafted from materials that alter and enhance 

them in various ways.  Items crafted from more than one type of material 

only derive the benefits of the most prevalent material. 

 

Chitin  

Armorsmiths are capable of using the carapace of large chitin-girded 

creatures to fashion plate armor.  Armor constructed from chitin has a DR 

equivalent to traditional steel armor.  It is however heavier and more 

durable.  A medium suit of armor is 1 stone heavier than normal and has 

10 additional HP.  A suit of heavy armor is 2 stones heavier and has 20 

additional HP.  Working with chitin is more difficult, and the materials 

more rare.  Thus, the price of armor made of chitin is an additional 25% 

higher than usual. Mending chitin armor requires additional chitin. 

  

Cold Iron 

Cold Iron is a rare metal with properties that prove especially lethal to 

demons and fey creatures.  Metal weapons made from cold iron cost an 

additional 100 sp over and above the base price for the items (or 75 sp for 

ammunition). 

 

Dragnonscale 

The scaly flesh of dragons to is greatly prized for its exceptionally tough, 

durable and aesthetic properties.  Armorsmiths are capable of using such 

scaly flesh to fashion armor with these qualities.  Dragonscale armor is 1 

DR higher than armor of the same type crafted by ordinary materials.  In 

addition, Dragonscale armor provides its wearer with an amount of fire 

resistance equal to the total DR of the armor (and/or to the deflection 

bonus of the shield made from Dragonscale).  Finally, Dragonscale armor 

gains additional HP over ordinary armor as follows: Light armor +15 HP, 

Medium armor +30 HP, Heavy armor +30 HP, Shield +15 HP.  

Dragonscale armor is rare and exceptionally valuable: Light armor and 

shields made from Dragonscale are valued at an additional 750 sp, 

Medium armor at an additional 1,000 sp and Heavy armor at an additional 

1,500 sp over and above the base price for the item.  Mending Dragonscale 

armor requires additional dragonskin. 

 

Stonewood 

Stonewood is the name given to a rare species of Oak that grows deep 

within fey woodlands and is known for being exceptionally hard.  Wooden 

weapons and shields made from Stonewood have five times the HP of their 

ordinary counterparts.  Weapons and shields made from Stonewood cost 

an additional 200 sp over and above the base price for the item. 

 

Silver 

Since Lycanthropes are vulnerable to silver, it is not uncommon to find 

slashing and piercing weapons made from silver alloy.  Silver alloyed 

slashing or piercing weapons overcome the DR of Lycanthropes.  Such 

weapons cost an additional 35 sp over and above the base price for such 

items (or 8 sp for ammunition). 

 

Table 18: Goods & Services 
 

Adventuring Gear Cost Stones 

Backpack 5 cp -2
1
 

Barrel 3 cp 6 

Bedroll 4 cp 1 

Bell 1 cp — 

Blanket , Winter 1 sp ½  

Block & Tackle 1 sp 1 

Bottle, Glass 4 cp * 

Bucket  3 cp ½  

Caltraps 3 cp ½  

Candles (10) 1 cp * 

Case, map or scroll 3 cp * 

Chain (10 ft) 10 sp ½  

Chalk (10 pieces) 1 cp — 

Chest 1 sp 5 

Crowbar 8 cp  1 

Firewood (per week) 1 cp 21 

Fish hook (10) 1 cp — 

Fishing Net (25 sq. foot) 1 sp  1 

Flack 1 cp ½  

Flint & Steel 3 cp — 

Grappling Hook 1 sp 1 

Hammer 2 cp ½  

Hourglass 8 sp * 

Ink (1 oz Vile) 1 sp * 

Ink Pen 1 cp — 

Jug, Clay  1 cp 2 

Ladder (10 ft) 3 cp 8 

Lamp, common 2 cp * 

Lamp, bullseye 4 sp ½  

Lantern, hooded 2 sp ½  

Lock, average 1 sp * 

Lock, superior 7 sp * 

Manacles 5 sp ½  

Manacles, Masterwork 50 sp ½  

Mirror, small steel 2 sp  * 

Mug or Tankard, clay 1 cp * 

Oil (1 pint flask) 3 cp * 

Paper or Parchment (sheet) 4 cp  — 

Pitcher, clay 1 cp 1 

Piton 2 sp * 

Pole, 10-foot 1 cp 3 

Pot, iron 3 cp 1 

Pouch, belt 1 cp -½1  

Ram, portable 3 sp 10 

Rations, Trail (per day) 1 cp * 

Rope, Hemp (50 ft) 3 cp 3 

Rope, Silk (50 ft)  3 sp 2 

Sack 1 cp — 

Sealing Wax  3 cp * 

Shovel or Spade 3cp  2 

Soap (per lb) 1 cp * 

Tent 2 sp 5 

Vial, ink or potion 5 cp — 

Water or wine skin 2 cp 1 

Whetstone 1 cp * 

 



 

 

20 
 

Clothing Cost Stones 

Artisan’s Outfit 1 sp 1 

Courtier’s Outfit 10 sp 1 

Explorer’s Outfit 5 sp 1 ½  

Nobel’s Outfit 15 sp 2 

Peasant’s Outfit 5 cp 1 

Royal Outfit 35 sp 2 

 

Food, Drink & Lodging Cost Stones 

Ale, gallon 1 cp 1 ½  

Banquet (per person) 3 sp — 

Bread, (2 loaves) 1 cp * 

Cheese, chunk 1 cp * 

Cheese, round 5 cp 2 

Inn stay (per day)   

   Good 1 sp — 

   Common 2 cp — 

   Poor 1 cp — 

Meals (per day)   

   Good 1 sp — 

   Common 2 cp — 

   Poor 1 cp — 

Meat, chunk 3 cp ½  

Wine, bottle   

   Good 3 sp * 

   Common 1 cp * 

 

Mounts and Related Gear Cost Stones 

Barding   

   Medium creature x22 x12 

   Large creature x42 x22 

Bit & Bridle 7 cp * 

Dog, guard 2 sp — 

Donkey or Mule 4 sp — 

Feed (per day) 1 cp 2 

Horse   

   Horse, Heavy 50 sp — 

   Horse, Heavy Warhorse 100 sp — 

   Horse, Light 25 sp — 

   Horse, Light Warhorse 50sp — 

   Pony 5 sp — 

   Pony, Warpony 10 sp — 

Saddle   

   Military  10 sp 4 

   Pack 2 sp 2 

   Riding 5 sp 3 

Saddle, Exotic   

   Military  20 sp 9 

   Pack 5 sp  3 

   Riding 10 sp 4 

Saddle Bags 1 sp 1 

Stabling (per day) 1 cp  — 

 

 

 

 

 

Services Cost Stones 

Arms & Armor Mending
3
 1 sp / HP — 

Banking (per month) 1 sp — 

Coach cab (per 10 miles) 1 cp — 

Expert Trainer (per month)
 3

 10 sp — 

Hireling (per day)3   

   Animal Handler 5 cp — 

   Cook 2 sp  — 

   Mercenary 1p — 

Messenger (per mile) 1 cp — 

Ship Passage (per 10 miles) 1 cp — 

Tavern Wench (per night) 5 cp — 

 

Special Substances & Tonics Cost Stones 

Alchemists Fire (flask) 5 sp * 

Antitoxin (vial) 5 sp — 

Blue Mold (1 Dose) 5 sp — 

Fiend’s Might tonic (vile) 25 sp * 

Healing tonic (vial) 10 sp — 

Itching Powder (pouch) 5 sp * 

Linneras Root (1 Dose) 5 sp — 

Runic Dust (1 oz) 10 sp — 

Troll Musk (flask) 5 sp * 

Wolfsbane tonic (vile) 5 sp — 

 

Tools & Kits Cost Stones 

Artisan’s Tools 5 sp 1 

Artisan’s Tools, Masterwork 50 sp 1 

Climber’s Kit 30 sp 1 

Disguise Kit 20 sp 2 

Healer’s Kit 20 sp * 

Leather Mending Kit 5 sp 1 

Magnifying glass 25 sp — 

Mail Mending Kit 10 sp 2 

Musical Instrument, common 7 cp 1 

Musical Instrument , Masterwork 100 sp 1 

Scale, merchant’s 1 sp * 

Sewing Kit 3 cp 1 

Spellbook, blank 5 sp ½  

Thieves’ Tools 10 sp * 

Thieves’ Tools, Masterwork 100 sp * 
 

* It takes 5 * items to equal 1 stone of encumbrance. 
— Items marked with a — have no appreciable weight unless carried in bulk. 
1
 Items marked with a 

1
 are load bearing.  Such items distribute the weight of stowed 

items more evenly and thus decrease encumbrance by the specified amount.   
2 Relative to similar armor made for a medium humanoid. 
3 These are just average “base” prices for services.  Prices may vary.  More difficult, 
dangerous tasks are more expensive, as are the services of higher level NPCs. 
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Equipment Descriptions 

 

Many of the entries listed above are self-explanatory.  However some of 

them require further explanation.  Listed below are expanded descriptions 

and suggested uses of select items of equipment. 

 

Alchemist’s Fire 

Alchemist’s fire ignites when it comes into contact with air.  A vile of this 

substance may be used as a splash weapon (see page 30 for details).  A 

direct hit deals 1d6 points of damage and runs the risk of catching on fire 

(see page 24 for details).  Every creature within 5 ft of the target takes an 

additional 1d3 points of indirect damage.   

 

Antitoxin  

Drinking a dose of antitoxin grants a +5 alchemical bonus to Constitution 

saves against poison for 1 hour. 

 

Blue Mold 

A dose of this rare mold will immediately cure 1 point of ability damage.  

The restorative properties of this substance are efficacious only once per 

24 hour period.  Additional doses taken within this period are of no effect.  

 

Caltrops  

A caltrop is a four-pronged metal spike designed to stick deep into the 

heels of any creature unfortunate enough to step on one.  One ½ stone bag 

of caltrops covers an area of 5 ft.  Whenever a creature moves into an area 

covered with caltrops, or spends a round fighting in such an area, it risks 

stepping on one.  The creature must make a DC 10 Dexterity check in an 

attempt to avoid stepping on any caltrops.  Failure results in 1 point of 

damage (damage reduction gained by armor does not negate this damage) 

and the creature’s speed is reduced to ½ until this damage is healed. 

 

Crowbar 

A crowbar gives a +2 circumstance bonus on Strength checks made to 

break open doors and chests. 

 

Fiend’s Might Tonic 

Drinking a dose of Fiend’s Might Tonic Grant’s a +2 alchemical bonus to 

Strength and Constitution scores for 10 minutes.    

 

Flint & Steel 

Lighting a torch, or anything treated with a flammable substance, with flint 

and steel is a full round action.  Lighting a fire using flint and steel without 

the aid of a flammable substance requires a DC 17 Wisdom check, which 

may be attempted once a minute. 

 

Healing Tonic 

Drinking a dose healing tonic immediately heals 1d4 hit points.  The 

restorative properties of this substance are efficacious only once per 24 

hour period.  Additional doses taken within this period are of no effect. 

 

 

Itching Powder 

An animal or humanoid that comes into direct contact with this powder 

must make a DC 10 Wisdom save or give into the powerful urge to scratch 

the parts of their body irritated by the powder.  This effectively renders the 

creature Stunned.  The effects last for 1d4 rounds.  On a successful save a 

creature still receives a -1 penalty to attacks, Defense and all saves for the 

duration of the powder’s effects.  A vile of itching powder may be used as 

a ranged weapon (treat as a ranged weapon with an increment of 10ft).   

 

Grappling Hook 

Throwing a grappling hook requires a ranged attack roll.  The grappling 

hook is treated as a thrown weapon with a range increment of 10 and the 

target is treated as having a Defense of 5. 

 

Linneras Root 

A dose of Linneras Root increases a creature’s mental acuity, granting a +2 

bonus to Intelligence, Wisdom and Charisma saves for one hour. 

 

Ram, Portable 

Attempting to break down a gate or door with a portable ram grants a +2 

circumstance bonus to Strength checks, and allows up to two others to 

help, granting an additional +2 per creature aiding. 

 

Runic Dust 

Runic Dust is a concentrated form of arcane power that is used as a spell 

component.  See the entry on Runic Dust on page 33 for more details. 

 

Shovel or Spade 

A shovel or spade effectively doubles the speed with which a character 

may dig or lift up loose stones. 

 

Tools & Kits 

In general having the appropriate tools or kits are a necessary requirement 

of being able to perform a designated task.  Masterwork tools are so finely 

crafted that they grant a +2 enhancement bonus to attribute checks made to 

accomplish the corresponding tasks with these tools.  One exception to this 

rule is the Climbers Kit.  A character may attempt to climb a structure 

without this kit but making use of the kit grants a +2 enhancement bonus 

to attempts to do so.  Each kit comes with a set of limited materials and 

may be used 50 times before needing to be replaced.   

 

 

Table 19: Carrying Capacity of Storage items 
 

Items Carrying Capacity  

Backpack 10 Stones 

Bucket  2 Stones (liquid) 

Bottle, Glass ½ Stone (liquid) 

Jug, Clay 1 Stone (liquid) 

Pouch, Belt 1 Stone 

Sack 10 Stones 

Water or Wine Skin 5 Stones (iquid) 

Saddle Bags gp 10 Stones 
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Encumbrance  
 

There are limits to just how much equipment and treasure a character can 

carry.  Encumbrance represents these limitations.  The encumbrance of any 

item is given in terms of “stones”, an abstract measure of both weight and 

bulk.  In general, a stone weighs approximately 5 lbs. When determining 

how encumbered a character is, add up the total amount of Stones carried 

by the character and compare that with the character’s Strength score.  A 

character can carry an amount of stones equal to half their Strength score 

without being encumbered.  A character carrying between over half to 

their full Strength score in stones is carrying a light load.  A character 

carrying between their full and one and a half times their Strength score is 

carrying a medium load.  A character carrying between one and a half to 

twice their Strength score is carrying a heavy load.  When determining 

encumbrance, round up.  A character cannot carry more than twice their 

Strength score in stones (though they may drag more).  Each of these loads 

imposes an Encumbrance (ENC) penalty on upon the character’s Dexterity 

Saves, their Defense, and many Dexterity and Strength Attribute Checks as 

well (a DM will need to exercise judgment in determining in which cases 

Encumbrance is likely to affect the character’s performance of a task). 

 

 

Table 20: Carrying Capacity 
 

Strength  
Score 

Light 
Load 

Medium 
Load 

Heavy 
Load 

1 1 Stone 1 Stone 2 Stones 

2 2 Stones 3 Stones 4 Stones 

3 2-3 Stones 4-5 Stones 6 Stones 

4 2-4 Stones 5-6 Stones 7-8 Stones 

5 3-5 Stones 6-8 Stones 9-10 Stones 

6 3-6 Stones 7-9 Stones 10-12 Stones 

7 4-7 Stones 8-11 Stones 12-14 Stones 

8 5-8 Stones 9-12 Stones 13-16 Stones 

9 6-9 Stones 10-14 Stones 15-18 Stones 

10 6-10 Stones 11-15 Stones 16-20 Stones 

11 7-11 Stones 12-17 Stones 18-22 Stones 

12 7-12 Stones 13-18 Stones 19-24 Stones 

13 7-13 Stones 14-20 Stones 21-26 Stones 

14 8-14 Stones 15-21 Stones 22-28 Stones 

15 8-15 Stones 16-23 Stones 24-30 Stones 

16 9-16 Stones 17-24 Stones 25-32 Stones 

17 9-17 Stones 18-26 Stones 27-34 Stones 

18 9-18 Stones 19-27 Stones 28-36 Stones 

19 10-19 Stones 20-29 Stones 30-38 Stones 

20 10-20 Stones 21-30 Stones 31-40 Stones 

 

 

Table 21: Effects of Encumbrance 

Load Max DEX ENC 
Speed 

(30ft)   (20ft) Run 

Light +5 -1 30 ft 20 ft X4 

Medium +3 -3 20 ft 15 ft x4 

Heavy +1 -5 20 ft 15 ft X3 

 

Additional Rules  
 

Movement 

 

A creature’s base movement is a measure of the amount of feet they are 

normally capable of travelling in a given unit of time.  There are several 

different modes of getting from place to place: walking, climbing, flying, 

swimming, burrowing.  Some creatures will be capable of more than one 

mode of base movement.  Where this occurs a base speed is given for each 

mode of movement.  The most common mode of movement used by PCs 

however is walking.  Within this mode, there are three different movement 

speeds, walk, hustle and run which measures distance traveled along three 

different time frames: tactical (one combat round or 6 seconds), local (one 

minute) and Overland (one 4-hour stretch).  Whereas tactical and local 

distance traveled is measured in feet, in overland movement distance is 

measured in miles traveled (see Table 22 for details). 

 

Walk 

Walking represents unhurried movement.  An unencumbered creature may 

walk up to their base speed in a round.  A character may walk up to 8 

hours per day without penalty.  For each hour beyond the eighth that the 

creature continues walking they must make a Constitution attribute check 

(DC 15) to continue doing so without penalty.  Should the creature fail this 

check it becomes fatigued.  A fatigued creature may continue to walk, but 

must continue to make a new Constitution check every 2 hours.  If the 

creature fails a second Constitution check while waling they become 

exhausted.  An exhausted creature may continue to hustle (at ½ speed), but 

loses 1 hit point for every 2 hours that they walk while exhausted. 

 

Hustle 

Hustling represents the equivalent of jogging.  An unencumbered creature 

may hustle up to twice their base speed in a round.  A creature may hustle 

for up to 1 hour without rest.  For each hour thereafter the creature must 

make a Constitution attribute check (DC 15) to continue hustling without 

penalty.  Should the creature fail this check it becomes fatigued.  A 

fatigued creature may continue to hustle, but must continue to make a new 

Constitution check each hour.  If the creature fails a second Constitution 

check while hustling they become exhausted.  An exhausted creature may 

continue to hustle (at ½ speed), but loses 1 hit point for each hour that they 

hustle while exhausted. 

 

Run 

Running represents a full out sprint.  An unencumbered creature may run 

up to four times their base movement (or three times if wearing heavy 

armor) a round.  A creature may run for a number of rounds equal to their 

Constitution score.  To continue running after this point a character must 

make a Constitution attribute check (DC 15).  If the check fails the 

creature becomes fatigued and must stop running (though they may keep 

hustling).  A new check must be made for each round that the creature 

continues to run.  A creature cannot run for more than 1 hour. 
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Table 22: Movement & Distance 

 

Speed 15 Feet 20 Feet 30 feet 40 Feet 50 Feet 
      

ONE ROUND (TACTICAL) 
      

Walk 15 ft 20 ft 30 ft 40 ft 50 ft 

Hustle 30 ft 40 ft 60 ft 80 ft 100 ft 

Run × 3 45 ft 60 ft 90 ft 120 ft 150 ft 

Run × 4 60 ft 80 ft 120 ft 160 ft 200 ft 
      

ONE MINUTE (LOCAL) 
      

Walk 150 ft 200 ft 300 ft 400 ft 500 ft 

Hustle 300 ft 400 ft 600 ft 800 ft 1,000 ft 

Run × 3 450 ft 600 ft 900 ft 1,200 ft 1,500 ft 

Run × 4 600 ft 800 ft 1,200 ft 1,600 ft 2,000 ft 
      

ONE 4-HOUR WATCH (OVERLAND) 
      

Walk 6 mi 8 mi 12 mi 16 mi 20 mi 

Hustle 8 mi 11 mi 16 mi 21 mi 26 mi 
      

 

 

Hampered Movement 

Movement is hampered by poor visibility, difficult terrain and obstacles.  

Any of these conditions reduces a creature’s movement by ½.  If more than 

one condition is in place, multiply all movement penalties that apply.  If 

movement becomes completely hampered, a creature may move 5 feet as a 

full round action (this provokes opportunity attacks).  A creature may not 

run or charge through any space in which movement is hampered. 

 

 

Table 23: Hampered Overland Movement  

Terrain Highway Road or Trail Trackless 

Desert, Sandy X1 X½ X½ 

Forest X1 X1 X½   

Hills X1 X¾   X½ 

Jungle  X1 X¾   X¼ 

Moor X1 X1 X¾   

Mountains X¾   X¾   X½ 

Plains X1 X1 X¾   

Swamps X1 X¾   X½ 

Tundra, Frozen X1 X¾   X¾   

 

 

Vision & Light 

 

All creatures that do not possess Darkvision need light to see by.  There 

are four different degrees of light: bright, normal, dim and darkness.  Table 

24 offers details on various light sources. 

 

Bright Light 

Bright light occurs in direct sunlight.  All creatures, save those with light 

sensitivity, see perfectly fine in bright light.  Without cover or some form 

of concealment it is not possible to attempt to hide in bright light. 

 

Normal Light 

Normal light occurs under forest canopy on a sunny day or within the 

range of a standard light source.  Normal light functions as bright light 

except that creatures with light sensitivity are unaffected.  

Dim Light 

Dim light occurs under bright moon or starlight, or on the outer radius of 

torch light.  Vision is partially obscured for creatures who do not possess 

either Darkvision or Lowlight Vision.  Creatures gain partial concealment 

against those whose vision is partially obscured in dim light.  Also, it is 

possible to attempt to hide in dim light. 

 

Darkness 

Darkness occurs in caverns and other places with no light source.  Vision 

is completely obscured for creatures who do not possess Darkvision.  

Creatures gain total concealment against those whose vision is obscured in 

darkness.  It is relatively easy to hide in total darkness. 

 

 

Table 24: Light and Illumination 

 

Object Bright Normal Lowlight Duration 
 

MUNDANE 
      

Candle — — 5 ft 1 hr 

Lamp — 15ft 30 ft 6 hr/pint 

Lantern, Bullseye — 60 ft 120 ft 6 hr/pint 

Lantern, Hooded — 30 ft 60 ft 6 hr/pint 

Torch — 20 ft 40 ft 1 hr 
      

 

MAGICAL 
      

Continual Flame — 20 ft 40 ft Permanent 

Dancing Lights — 20 ft 40 ft 1 min 

Daylight 40 ft 40 ft 100 ft 1 hr 

Light — 800 ft 1,200 ft 1 hr 
      

 

 

Breaking & Entering 

 

When attempting to break an object of some sort you may do so either 

through sheer strength, or by attempting to smash it with a weapon. 

 

Breaking Items 

A character may attempt to break an object (e.g. to break down a door) by 

means of applying sudden force to it.  To do so, the character must make a 

strength check against the object.  The difficulty class of this “break” 

check will vary based on how hard, how thick, and how well constructed 

the object is.  Table 25 offers a list of common break DCs.  Broken items 

are weaker than normal and reduce the DC by 2.  Some tools, such as a 

crowbar or portable ram, offer bonuses to breaking certain objects.  

 

Smashing Items 

To smash an object a character must make a sunder attack against it with a 

slashing or bludgeoning weapon.  If the object is being worn and attended 

this requires an opposed check (see the rules for sundering on page 30).  

Otherwise the attack is made against the Defense value of the object.  If 

the attack succeeds the object takes hit point damage as per usual.  The 

defense value and hit points of several common objects are given on Table 

25.  Table 26 also lists the average hit points of various substances by inch.  

 



 

 

24 
 

Table 25: Object defense and Hit Points  

Object Defense Hit Points Break DC 

Small Chest 7 2 12 

Simple wooden door 5 5 15 

Rope 5 5 25 

Good Wooden Door 5 10 20 

Treasure Chest 5 15 23 

Reinforced Wooden Door 5 20 25 

Manacles 7 20   26 

Manacles, Masterwork 7 22  28 

Chain 5 25 28   

Iron Door (2 in. thick) 5 60   30 

Masonry wall (1 ft thick) 5 120 38   

Hewn Stone (3 ft thick) 5 360   50   

 

 

Table 26: Substance Hit Points  

Object  Hit Points 

Glass  2/in. of thickness 

Paper  5/in. of thickness 

Cloth  5/in. of thickness 

Rope, Hemp  5/in. of thickness 

Rope, Silk  6/in. of thickness 

Ice   6/in. of thickness 

Wood  6/in. of thickness 

Leather   10/in. of thickness 

Hide  12/in. of thickness 

Wood  12/in. of thickness 

Stone  20/in. of thickness 

Stonewood  30/in. of thickness 

Iron  30/in. of thickness 

Steel  40/in. of thickness 

Chitin  42/in. of thickness 

Dragonscale   50/in. of thickness 

 

 

Environmental Dangers 

 

Acid Exposure 

Contact with corrosive acids deals 1d6 points of damage to a creature per 

round of exposure.  If a creature is totally submersed it instead takes 5d6 

points of damage per round. 

 

Catching on Fire 

Creatures exposed to burning oil or other non-instantaneous fire sources 

run the risk of catching on fire (fire damage caused by spells usually does 

not cause fire since the heat and flame are instantaneous).  A creature that 

is exposed to fire must make a DC 15 Dexterity save or catch on fire.  

Each round that the character remains on fire they take 1d6 points of 

damage.  As a full round action a character can attempt to extinguish the 

fire by making a DC 15 Dexterity save (dropping and rolling on the ground 

or attempting to smother the flames with a blanket, cloak or cape grants a 

+5 circumstance bonus this save).  Jumping in water sufficient to douse the 

flames automatically extinguishes the fire. 

 

Cold Exposure 

Exposure to cold environments without protection can lead to hypothermia 

and death.  A creature in cold weather (below 30° F) without the proper 

protection must make a Constitution save (DC 15) each hour or succumb 

to hypothermia.  While in a hypothermic state, and in cold weather, a 

character must make a Constitution check each hour (DC 15) or take 1d6 

points of damage.  In conditions of severe cold (below 0° F) characters that 

are unprotected must make a constitution check every 10 minutes or 

succumb to hypothermia.  While in a hypothermic state, and in severe cold 

weather, a character must make a Constitution check (DC 15) every 10 

minutes or take 1d6 points of damage.  A character in extremely cold 

conditions (below -30 F) takes 1d6 points of damage per minute, no save.  

Creatures adapted to cold conditions, and those wearing winter gear, gain a 

+5 competence bonus to Constitution saves made to avoid hypothermia 

and the damage that results from it. 

  

Falling 

A creature takes 1d6 points of damage per 10 feet fallen and land prone.  If 

a creature jumps, rather than merely slips, a DC 15 Dexterity check allows 

the creature to avoid the first 10 feet of damage and avoid landing prone.  

For each 5 points by which the character succeeds the Dexterity check they 

may avoid an additional 10 feet of falling damage.  If the creature falls into 

water that is at least 20 ft deep, no damage is taken from the first 20 feet 

fallen.  If one jumps, rather than merely falls, a DC 15 Dexterity check will 

allow the creature to ignore damage from the first 50 feet fallen.  For each 

5 points by which the character succeeds the Dexterity check they may 

avoid an additional 50 feet of falling damage. 

 

Falling Objects 

A character hit by a falling object that is at least as dense as stone takes 

damage from the falling object (at the DM’s discretion, items less dense 

than stone may deal damage as well, though less than is listed below).  The 

amount of damage is a factor of the size of the object and the distance it 

has fallen.  See Table 27 for details (note that the falling object also takes 

the listed amount of damage as well).  Dropping an object on a character is 

a ranged attack (treat the ranged increment as 20 ft).  Creatures who are 

aware of the falling object, or who become aware of it before impact, may 

attempt to dodge out of the way of the object if space permits them to do 

so.  If there is enough time, the character may easily move out of the way 

of the falling object.  If not, the character may attempt to make a Dexterity 

check (DC 15) to try to avoid all or half of the damage (DM’s discretion). 

 

 

Table 27: Damage from Falling Objects  

Object Size  Damage per 10 ft Fallen 

Tiny or Smaller  1d6 

Small  2d6 

Medium  3d6 

Large  4d6 

Huge  6d6 

Gargantuan    8d6 

Colossal   10d6 
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Heat Exposure 

Exposure to hot environments can lead to heat exhaustion and death.  A 

creature in hot weather (above 100° F) must make a Constitution save (DC 

15) each hour or succumb to heat exhaustion.  While in a state of heat 

exhaustion, and in hot weather, a creature must make a Constitution check 

each hour (DC 15) or take 1d6 points of damage.  In conditions of severe 

heat (above 120° F) creatures must make a constitution check every 10 

minutes or succumb to heat exhaustion.  While suffering from heat 

exhaustion in severe hot weather, a character must make a Constitution 

check (DC 15) every 10 minutes or take 1d6 points of damage.  A 

character in extremely hot conditions (above 140 F) takes 1d6 points of 

damage per minute, no save.  Creatures adapted to hot climates gain a +5 

competence bonus to Constitution checks made to avoid heat exhaustion 

and the damage that results from it.  Creatures wearing thick clothing, or 

armor of any kind, receive a -5 to these Constitution checks. 

 

Starvation and Thirst 

A medium creature in normal climates needs about 1 stone of water and a 

day’s trail rations (or a fifth of a stone of food) to avoid dehydration or 

starvation.  In hotter climates this water requirement may double or triple.  

A creature can go a day plus a number of hours equal to their Constitution 

score before becoming dehydrated.  A dehydrated character must make a 

Constitution save (DC 15) each hour or lose 1 hit point.  A creature can go 

a full week plus a number of days equal to their Constitution score without 

food before succumbing to starvation.  A starving character must make a 

Constitution save (DC 15) each day or lose 1 hit point. 

 

Suffocation and Drowning 

A creature may hold their breath for a number of rounds equal to twice 

their Constitution score.  After this the creature must make a Constitution 

save (DC 15) each round to continue holding her breath.  If the creature 

should fail this save she is immediately rendered unconscious and begins 

to suffocate.  In the following round she is reduced to -1 hit points and 

begins dying.  In the third round the creature suffocates.  A medium sized 

creature can breathe for 6 hours in a 10 ft square sealed chamber before 

beginning to slowly suffocate.  After this period of time the creature must 

make a DC 15 Constitution save every 15 minutes or lose 1d6 hit points. 

 

Water Hazards  

Wading through calm water that is not shoulder high requires no attribute 

check.  However wading through fast moving or water, or water requires a 

swim check (or possibly a Strength check).  In deep water a character must 

make a DC 10 Dexterity check to move half their speed (encumbrance 

penalties apply).  Failure means no forward movement is made.  Failure by 

5 or more means the character begins to sink into the water.  A sinking 

creature may attempt once more to swim on the next round but if they do 

not succeed they sink altogether and must begin holding their breath.  In 

fast moving water a creature must succeed a DC 15 Dexterity check to 

move up to half their base speed.  If one fails this and a subsequent check 

they sink and are swept away in the current.  If the current sweeps the 

creature over rocks and cascades they take 1d6 points of damage per 100 ft 

travelled (though a creature can also attempt to grab onto large boulders). 

Combat 
 

Combat is a common and often deadly enterprise within Mythweaver.  The 

civilizations of the world are crumbling.  The hoards of beasts and savages 

that infest the wilderlands relentlessly bite at their heels and Evil Mages 

assemble unhallowed armies of the dead to make conquest over the living.  

Life is fragile, and those who would preserve it must fight to do so.   

 

 

How Combat Works 

 

When a combat occurs, all combatants act within the following sequence: 

  

1. Determine Initiative:  

Each combatant rolls to determine initiative order, which is the order 

in which they will act during combat. 

 

2. Surprise Round: 

Determine which characters are aware of each other prior to initiation 

of combat.  These characters can act during a surprise round. 

 

3. Combat Round: 

Characters each act in initiative order, beginning with the highest and 

ending with the lowest.  When each character has acted, a new round 

begins.  This sequence continues until combat is completed.  

 

 

The Standard Attack Procedure 

 

As with Attribute Checks and Saving Throws, Attacks are determined by 

rolling 1d20 and adding any applicable modifiers to the roll.  If the total 

Attack equals or exceeds the target’s Defense, the attack succeeds and 

damage is inflicted.  Damage is generally determined by rolling additional 

damage dice, indicated by the weapon or spell, and adding any applicable 

modifiers.  If the target is wearing armor the damage is reduced by the 

indicated amount.  There are two basic forms of attack.  Melee attacks are 

made in hand to hand combat with melee weapons.  Ranged attacks are 

made from a distance with ranged weapons.  A character’s Defense is a 

static score representing a character’s ability to avoid attacks.  See the 

table below to determine which modifiers apply to Attack and Defense.  

 

 

Table 28: Attack & Defense 
 

Attack Attack is Equal to 

Melee  1d20 + Base Attack Modifier + Strength Modifier1  

Ranged 1d20 + Base Attack Bonus + Dexterity Modifier + Range Penalty 
 

 

Defense Defense is Equal to 

Defense 
10 + Base Defense Bonus + Dexterity Modifier  

+ Deflection Bonus + Encumbrance Penalty 
 

1
 Dexterity Bonuses may be substituted for finesse melee attacks.   
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Sample Combat Round 

 

Therin heard the familiar whistle of an arrow being loosed a bare moment 

before his shoulder exploded in pain.  A quick glance to his left revealed 

the thickly built figure of Theirin’s assailant crouching behind a stone 

outcropping.  Another highwayman perhaps?  The road to Laran seemed 

infested with them this season.  There was not time to think of course, the 

man—if man he was—had dropped his crossbow and was already drawing 

a blade.  Therin covered the five strides separating the two with surprising 

speed and plunged his own sword deep into the man’s side.  It was a 

powerful blow.  The big man stumbled backward for a moment, a look of 

surprise written on his pock-marked face, and then collapsed.    

 

In actual game play, the combat sequence of the above scene is as follows.  

The highwayman, a 2nd level Rogue had previously made a successful 

Dexterity check to hide from Therin.  Both parties roll initiative.  Therin 

rolls a 16, which, with his DEX bonus of +1 brings his Initiative score to 

17.  The Rogue rolls a 6 and adds his DEX bonus of +2 for a score of 8.  

Though Therin’s score is higher, he is unaware of the Rogue, but the 

Rogue is aware of him.  Thus, the Rogue get’s to act in a Surprise round.   

 

The Rogue fires on Therin using his crossbow.  The Rogue rolls a 17 and 

adds his +2 DEX bonus for an attack score of 19.  Therin’s Defense score 

is 19 so the attack succeeds.  A crossbow inflicts 1d8 points of damage.  

The Rogue rolls 4 and adds +1 for his Sneak Attack class feature, for a 

total of 5 points of damage.  Therin is wearing scale mail armor, which has 

a DR of 3, and so absorbs 3 points of the damage, leaving Therin down by 

2.  The Rogue then drops his crossbow and this ends the Surprise Round. 

 

It is now the start of the Combat Round and Therin is the first to act in the 

Initiative order.  Therin moves fifteen feet to close within striking distance 

of the Rogue.  The Character playing Therin tells the DM that he wants 

Therin, a 5th level Fighter, to use his Fighter’s class feature of Power 

Attack to attack the Rogue.  This means that Therin’s STR bonus of +3 is 

not added to his attack, but is added twice to any damage that might result 

from the attack.  Therin then attacks the Rogue with his Bastard Sword, 

rolling a 10 and adding +5 for base attack bonus, and +2 for his Weapon 

Specialization class feature, for a total attack score of 17.  The Rogue’s 

Defense score is 13 so the attack hits.  A Bastard Sword deals 1d10 points 

of damage.  Therin rolls a 9, adds his STR bonus twice (+6), and adds +2 

for Weapons Specialization for a total of 17 points of damage.  The Rogue 

is wearing studded leather which has a DR of 2 and thus absorbs 2 of the 

17 points of damage.  The Rogue only has 14 Hit Points and so the attack 

renders him unconscious and dying.   Since the Rogue can no longer act, 

the Combat Round, and indeed the entire combat, is now over. 

 

 

Common Combat Terms 

 

Action 

Characters can take several different types of actions within combat, such 

as moving, attacking, casting a spell or making an attribute check. 

Adjacent 

A character is considered adjacent to any other character, creature or item 

that is within a 5 ft radius of the character (or, if using a grid or battle map, 

within 1 square of the character). 

 

Attack 

Attack generally refers to the use of a weapon or spell to attempt to harm 

or otherwise manipulate an opponent.  It also refers to a character’s overall 

bonus to attack with a particular weapon. 

 

Automatic Hits & Misses 

An attack roll of a natural (i.e. unmodified) 20 always succeeds.  An attack 

roll of 1 always fails. 

 

Base Attack Bonus (BAB) 

Each class has a Base Attack Bonus which represents the degree to which 

a character’s skill in attacking opponents increases as they advance in 

levels.  This bonus is added to all Attack rolls. 

 

Base Defense Bonus (BDB) 

Each class has a Base Defense Bonus which represents the degree to which 

a character’s skill in avoiding attacks increases as they advance in levels.  

This bonus is added to a character’s Defense. 

 

Combat Round 

The combat round represents 6 seconds within a combat sequence.  Each 

character that is able to do so, may act in initiative order within a round of 

combat.  There are 10 rounds in a minute of combat. 

 

Critical Hits & Misses 

On an attack roll of a natural (i.e. unmodified) 20, a character may roll two 

sets of damage dice and take the better of the two scores.  An attack roll of 

a natural 1 leads to an undesirable result determined by the DM. 

 

Damage 

If an attack succeeds the defender takes damage inflicted by the attack.  

This often takes the form of Hit Point loss determined by weapon or spell 

damage, but some forms of attack damage attributes.  Strength modifiers 

are applied to damage for melee and thrown weapons (including slings).  

Only strength penalties are applied to damage rolls made from bows that 

are not composite.  When wielding a weapon two-handed a character adds 

1-½ times their Strength bonus to damage rolls.  When wielding an off-

hand weapon a character adds only ½ their Strength bonus to damage rolls 

made with that weapon.   

 

Defense 

A character’s Defense represents their overall capacity to avoid attack, and 

combines the character’s DEX bonus, their Base Defense Bonus and their 

Deflection Bonuses from shields (along with other possible modifiers). 
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Damage Reduction (DR) 

Damage Reduction represents the amount of damage that is absorbed by a 

character’s armor, or a creature’s natural armor.  Damage absorbed in this 

way protects the character by the amount specified.  Some creatures are 

vulnerable to specific forms of attack which are capable of overcoming 

their Damage Reduction.  Such vulnerabilities are listed following the DR/ 

(e.g. DR 2/Slashing would mean Damage Reduction of 2 against all but 

slashing weapons).  A DR with a — following the / has not vulnerabilities. 

 

Hit Points (HP) 

Hit Points represent the amount of damage a body can withstand before 

falling unconscious or dying.  A character’s hit points are determined by 

adding their Constitution with bonus hit points from their class level and 

multiplying the sum by their size modifier.  Medium sized creatures have a 

size modifier of 1.  The size modifier for smaller or larger characters is as 

follows: Fine 1/16; Diminutive 1/8; Tiny 1/4; Small 1/2; Large 2; Huge 4; 

Gargantuan 8; Colossal 16.  For items Hit Points represent the amount of 

damage the item can sustain before becoming broken or ruined.  

 

Initiative 

Initiative represents how quickly a character is able to respond within a 

combat.  Initiative is determined by rolling 1d20 and adding DEX bonus.  

Characters act in initiative order from highest to lowest. 

 

Reach 

Reach is the distance at which a character is able to make a melee attack 

against a target.  See the subsection Movement in Combat for more details.   

 

Surprise Round 

This is a special Combat Round that occurs at the beginning of a combat in 

which only characters that are aware of their opponents may act.  The DM 

determines awareness ahead of time by rolling Wisdom (listen) checks for 

each party member (adding any applicable circumstance modifiers). 

 

 

Actions within Combat 

 

There are a variety of actions a character may take during a combat.  These 

actions fall into five main types: Standard, Move, Full Round, Free and 

Immediate.  In general, a character is allowed to take one Standard Action, 

one Move action and any number of Free and Immediate Action per round, 

though see the individual entries below for exceptions to these rules. 

 

Standard Actions 

A standard action most commonly refers to making an attack, casting a 

spell or making an Attribute Check to attempt a task. 

 

Move Actions 

A move action allows a character to move up to their speed or perform 

other non-standard actions that takes a similar amount of time.  A character 

may sacrifice a standard action to perform two move actions instead. 

 

Full Round Actions 

A full round action requires a character’s complete attention and effort 

during a round.  The only other actions a character can take during a round 

in which they engage in a full round action are free and immediate actions. 

 

Free Actions 

A free action expends very little of a character’s time or attention and thus 

several free actions may be performed by a character during a round.  Yet 

even here there are limits and the DM must determine these. 

 

Immediate Actions 

An immediate action is generally a free action a character gets to take in 

response to an event or to the actions of another combatant. 

 

Restricted Activity: 

In some cases a character is restricted from taking all of their actions in a 

round.  In such cases, they may take only a standard or move action (and 

free and immediate actions) but not any full round actions. 

 

 

Table 29: Sample Actions in Combat 
 

Standard 

Attack (melee, ranged or unarmed) 

Aid another 

Cast or maintain a Spell (with a standard action casting time) 

Make an attribute check to accomplish a task 

Ready an action 
 

 

Move 

Move 

Draw a weapon or ready a shield 

Load a crossbow or light crossbow 

Mount or dismount a steed 

Pick up an item 

Sheathe a weapon or drop a shield 

Stand up from prone 

Retrieve a stored item 
 

 

Full Round 

Charge 

Deliver a coup de grace 

Light or extinguish a torch or (other other flame) 

Load a heavy cross bow 

Run 

Withdraw 
 

 

 

Free 

Cease concentration on a spell 

Drop an item 

Drop to the floor 

Speak 
 

 

Immediate 

Cast a reaction spell such as Feather Fall 

Make opportunity attack 

Make a saving throw 
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Readied Actions 

 

A character can elect to take an action, after their turn but prior to the start 

of their next turn, in response to some other action or event.  This is called 

“readying” an action.  A PC can ready a Standard, Move or Free action.  

To do so, the PC must specify which actions she will take, and the 

conditions under which she will take them.   For instance, a Rogue might 

ready an action to shoot a crossbow bolt at a castle guard if the guard 

shows any signs of spotting the Rogue as she creeps through the shadows.  

The readied action occurs just before the resolution of the condition that 

triggered it.  Readied actions thus “interrupt” the actions of other 

characters if these actions are what triggered the readied actions.  If the 

conditions that would trigger the action fail to occur before the start of the 

PC’s next turn, the action is lost.  If a readied action is triggered by some 

condition, for the rest of the encounter the PC’s initiative order is moved to 

just ahead of the event or character that triggered it.  

 

 

Combat Modifiers 

 

There are a number of conditions and circumstantial factors that can 

modify the standard attack procedure either by granting a bonus or penalty 

to an attack or to defense.  Some of these are listed below.  

 

Concealment 

Effects that obscure vision provide concealment for combatants, providing 

them a bonus to Defense, and Dexterity checks made to hide.  These 

bonuses are only granted to defenders against attackers whose vision is 

obscured.  Defenders with full concealment can only be attacked if located. 

 

 

Table 30: Concealment Bonuses  
 

Concealment Example Defense Bonus Hide Bonus 

Partial  Light Fog +2 +2 

Average  Heavy Fog +5 +5 

Total Total Darkness +10 +10 

 

 

Cover 

Taking cover provides a defender a bonus to defense and Dexterity saves, 

and allows them to make Dexterity checks to hide.  A defender has cover 

against an attack if there is some object between the attacker and defender 

which obstructs the attack and the defender is closer to (or equidistance 

from) the object than the attacker.  For instance, a Rogue which takes 

cover behind a tree to fire a crossbow at an Orc archer 20 ft away gains 

cover from the tree whereas the Orc does not.  If the Orc closes to engage 

the Rogue in melee, moving within reach of the Rogue, then, provided that 

the tree remains between the two combatants, they both receive cover from 

it.  A defender also receives cover against ranged attacks from other 

creatures, even enemies (they do not receive a Dexterity bonus to saves).  

Cover comes in degrees.  Defenders with full cover cannot be attacked.   

Table 31: Cover Bonuses  
 

Cover Example Defense Bonus Dexterity Save Bonus 

Partial  Low Wall +2 +1 

Average  Large Tree +5 +2 

Improved  Arrow Slit +10 +5 

 

 

Oversized Weapons 

Each weapon has a size category which indicates the size of the creature 

the weapon was designed for.  In general, a one handed weapon is treated 

as one size category smaller than the creature whereas a two handed 

weapon is treated as in the same size category as the creature.  A creature 

that wields a weapon of one size category larger suffers a -2 penalty to 

attack rolls.  A creature that wields a weapon of two size categories larger 

suffers a -5 to attack.  A creature may not wield a weapon of three or more 

size categories larger.  A creature may wield a one handed weapon of one 

size category larger than the creature in two hands without penalty.   

 

Weapon, Shield & Armor Proficiencies 

In order to properly wield armor, shields and weapons a character must be 

proficient with them.  Armor, shield and weapon proficiencies are gained 

either by a character’s Race, their Class or by Advanced Training.  A 

character who wields armor or shields they are not proficient with suffers a 

-5 penalty to defense (or -10 if wearing both).  A character who wields a 

weapon they are not proficient with suffers a -5 penalty to attack rolls. 

 

 

Table 32: Sample Defense Modifiers  
 

Defender is Melee Ranged 

Blinded or Dazed -2 -2 

Fatigued,  Sickened or Shaken -2 -2 

Exhausted, Nauseated, Frightened or Stunned  -5 -5 

Immobilized  -5 -0 

Kneeling or sitting -2 +2 

Prone or Squeezing -5 -5 

Not proficient with worn armor or shield  -5 -5 

 

 

Table 33: Sample Attack Modifiers  
 

Attacker is Melee Ranged 

Blinded or Dazed -10 -10 

Coordinating an Attack +2 +0 

Entangled -2 -2 

Fatigued,  Sickened or Shaken -2 -2 

Exhausted -5 -5 

Invisible +2 +2 

On higher ground +1 +0 

Not proficient with weapon used to attack -5 -5 

Prone or Squeezing -5 -0 

Wielding an oversized weapon -2/-5 -2/-5 
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Special Attack Actions 

 

There are several forms of attack that augment the standard attack 

procedure outlined above.  Some of these are detailed below. 

 

Charge 

As a full round action, a PC may move up to two twice their base speed 

and, at the end of the movement, make a single attack against a target 

threatened by the PC.  A charge must be made in a direct route to the target 

and the path between must be clear of obstructions.  A PC restricted to 

only a standard action in a round can still charge but may only move up to 

their base speed.  Charging grants the PC a +2 to attack and damage rolls 

but a -2 to Defense for the remainder of their turn 

 

Coordinated Attack 

Whenever 2 or more characters engage the same target in melee they each 

are granted a +2 bonus to attacks made against that target. 

 

Fighting Defensively  

A PC may attempt to fight cautiously, sacrificing accuracy of attack for 

improved maneuverability.  Doing grants the PC a +2 to Defense at the 

expense of a -5 to attack actions for the duration of the turn.   

 

Mounted Combat 

A mount acts on the PC’s initiative count at the direction of the PC.  The 

PC may use their move action to prompt a mount into motion.  The PC 

may use a standard action at any time (even during the mount’s 

movement) to attack a target threatened by the PC.  Alternatively, a PC 

may use their standard action to prompt a combat trained mount to attack.   

PCs with Dexterity as a primary attribute may conduct combat from atop a 

combat trained mount without penalty.  Non-combat trained mounts are 

easily spooked in combat and require a DC 20 Dexterity check as a move 

action to control.  Success allows a PC to take a standard action after the 

move.  Failure means the PC spends their entire round attempting to 

control their mount.  PCs that do not have Dexterity as a primary attribute 

may still attack from a mount but receive a -2 to attacks.   

 

Melee attacks made from a moving mount receive a +2 to damage.  This 

bonus stacks with the bonus for charging: charging from a mount grants a 

+2 to hit and +4 to damage for melee weapons.  Whenever charging, a 

mount may attempt to Trample smaller creatures in its path.  Targets at 

least one size category smaller that are in the path of the charging mount 

must make an opposed Dexterity check (against the mount’s Strength) to 

avoid the mount.  A creature that fails the check is knocked prone and 

trampled, receiving damage equal to the mount’s slam damage + 1½ times 

its STR modifier.  A mount may continue to charge for a number of rounds 

equal to its Constitution score, but after that must make a DC 10 

Constitution check to continue charging.  The check must be made for 

each round the mount continues to charge and the DC increases by +1 for 

each new check.  When the mount fails the check, it must stop charging, 

and must wait 10 rounds before attempting another charge.  During this 

period, a mount may move no faster than its base speed in a round. 

Multishot Attack 

As a full round action a character armed with a bow may fire two arrows at 

the same target.  Additional damage from Sneak Attack and Critical Hits is 

applied to only one such attack however.  A character suffers a -5 penalty 

to each attack while making a multishot attack.  

 

Opportunity Attack 

On occasion a combatant in melee will let their guard down.  On such 

occasions other combatants that threaten the target may, as an immediate 

action, make a free attack on the target.  This is known as an opportunity 

attack.  A combatant threatens all targets within reach of its melee weapon.  

While most medium creatures have a reach of 5 feet, larger creatures and 

medium sized creatures using Reach weapons will have a reach of 10 or 

more feet.  A threatened target provokes an opportunity attack either by 

moving more than 5 feet in a round, or by standing up from prone.  A DM 

may rule that other actions similarly provoke opportunity attacks.  

 

Penetrating Attack 

A PC may attempt to land a precise blow that penetrates the armor of a 

target, ignoring a portion of its Damage Reduction.  When making a 

penetrating attack a PC suffers a -5 penalty to attack, but the attack ignores 

½ of its target’s Damage Reduction (rounded down).  

 

Spring Attack 

As a full round action, a character may move up to their base speed and 

perform a single attack (whether Ranged or Melee) at any point during 

their movement.  Moving through a space threatened by an opponent 

provokes an opportunity attack by that opponent as usual. 

 

Two Weapon Attack 

If a character wields two weapons, one in either hand (or if they wield a 

double weapon), the character may, as a full round action, make two 

attacks per round, one from either weapon (or either side of a double 

weapon).  A character suffers a -5 penalty to each attack while doing so.   

 

Unarmed Attack 

A character may use their body to attack a target (e.g. punching or kicking 

the target).  If the attack succeeds the character does bludgeoning damage 

equal to their STR modifier to the target.  Unarmed attacks may be treated 

as finesse attacks.  On a critical hit the target must make a Constitution 

save (DC = 15 + damage dealt by the attack) or be knocked unconscious 

for 2d6 rounds.  On a successful save the target is dazed for 1 round.  

Unarmed attacks made against fully armored creatures (creatures wearing 

heavy armor or with a natural armor of 5 or more), or flaming creatures 

take 1d4 points of bludgeoning or fire damage on a successful attack. 

 

Withdraw 

As a full round action a character may withdraw from a threatened area.  

When doing so the character may move up to double their speed away 

from the area threatened by a combatant.  Withdrawing does not provoke 

an opportunity attack for moving through a threatened space. 
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Opposed Attacks 

 

Opposed Attacks are another special case that operate as attribute checks.  

In an opposed attack the attacker attempts to physically manipulate the 

defender.  The defender gets to make an opposed attribute check (usually 

Strength or Dexterity) to attempt to avoid the attack.   

 

Disarm 

As a standard action an attacker may attempt to disarm a defender by 

making an opposed Strength check (or Dexterity check if the attacker is 

making the attack with a finesse weapon) against either the defender’s 

Strength or Dexterity check (defender’s choice).  If the attack succeeds the 

defender drops whatever items they are carrying.  If the attack fails by 5 or 

more, the attacker drops whatever items they are carrying. 

 

Grapple 

As a standard action an attacker may attempt to grab hold of a defender by 

making either a Strength or Dexterity check (attacker’s choice) against the 

defender’s Strength or Dexterity check (defender’s choice).  If the attack 

succeeds the defender is grappled and can only take one of two actions: 

attack the grappler with a light blade or unarmed attack, or attempt to 

escape the grapple.  A defender may escape by making a successful 

grapple attack against the attacker.  If an attacker maintains the grapple, on 

their following turn they can either attack the defender with a light blade or 

attempt a further grapple check to immobilize the defender.  If the attack 

succeeds the defender is immobilized.  If the attack fails, the attacker 

simply maintains the grapple.  If the attack fails by 5 or more, the defender 

escapes the grapple.  Both parties within a grapple are treated as entangled.  

An attacker may release the attack at any time as an immediate action. 

 

Push 

As a standard action, an attacker may attempt to push a defender by 

making a successful Strength check against either the defender’s Strength 

of Dexterity check (defender’s choice).  If successful, the attacker may 

push the defender backwards by 5 feet.  If the attack succeeds by 5 or 

more, the attacker may push the defender back an additional 5 feet.  If the 

attack fails by 5 or more, the attacker falls prone in front of the defender.  

A push may be combined with a charge, which grants a +2 to the attack. 

 

Sunder 

As a standard action an attacker may attempt to sunder a weapon or item 

held or worn by a defender by making a Strength check against the 

Defender’s Dexterity check.  If the attack succeeds the attacker deals 

damage to the items normally.  If the attack fails by 5 or more the attacker 

becomes off balanced and is -2 to defense for the remainder of the round. 

 

Trip 

As a standard action an attacker may attempt to trip a defender by making 

a Strength or Dexterity check (attacker’s choice) against the defender’s 

Strength or Dexterity check (defender’s choice).  If the attack succeeds, the 

defender falls prone in front of the attacker.  If the attack fails by 5 or 

more, the attacker falls prone in front of the defender. 

Splash Weapons and Attacks 

 

A splash weapon is one that breaks on contact, scattering its contents onto 

nearby creatures.  To make a splash attack one throws a splash weapon, 

such as a flask of Alchemists Fire, at a target, making a ranged attack (treat 

the range increment as 10 ft).  If the attack succeeds the target takes direct 

splash damage from the weapon and all adjacent creatures take indirect 

splash damage as well.  Alternatively you may throw the splash weapon at 

the ground in an area surrounded by targets (on a grid, this would be the 

intersection between four 5 ft squares).  The target has a Defense of 5.  If 

the attack succeeds all adjacent targets take indirect splash damage (no 

direct splash damage is dealt).  If the attack misses its target, roll 1d8 to 

determine the random square in which the splash weapon lands.  On a roll 

of a 1 the weapon falls 10ft short of the target.  On a 2-8 the splash weapon 

lands in an adjacent square, beginning in front of the target, on a roll of 2, 

and moving around it in clockwise fashion for each number higher than 2. 

 

 

Death and Dying 

 

Dying (0 Hit Points) 

When a character’s hit points equals exactly 0, they are dying.  A dying 

character must make a Constitution save (DC = 15) each round on the 

beginning of their turn or immediately fall unconscious.  Success allows 

the character to remain conscious, although they may take only a move or 

a standard action each turn (not both).  They may take move actions 

without further injury.  However performing standard actions (or any other 

strenuous action) inflicts 1 Hit Point of damage upon the character after 

the completion of the act, and, unless the character has received some form 

of healing, the character dies as a result. 

 

Dead 

If a character’s hit points fall below 0 they are dead.  Characters may also 

die by receiving ability damage that reduces certain of their attributes to 0. 

 

Healing 

A character naturally recovers 1 hit point of damage and 1 point of 

temporary ability damage with every full night’s rest (8 hours of sleep).  A 

successful heal check increases the rate of recovery to 2 hit points and 

ability points per night.  Certain herbal remedies and magical healing can 

restore additional hit points at a faster rate.  
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Movement in Combat 

 

Single and Double Moves vs. Running 

Unless otherwise restricted, a character may move up to their base speed in 

a round and still take a standard action.  A character may substitute their 

standard action to move up to twice their base speed.  A character may also 

run, moving at quadruple their base speed, as a full round action.  A 

character may run for a number of rounds equal to their Constitution score.  

After that, the character must make a DC 10 Constitution check to 

continue running.  The character must continue to make this check each 

round that they remain running, and the DC increases by 1 each round.  If 

the character fails their Constitution check, they must stop running and 

must wait 10 rounds before running again.  During this period, a character 

may move no faster than their base speed in a round. 

 

Movement on a Grid 

If a grid is being used for combat, treat each 1” square as 5 feet.  When a 

character moves diagonally, treat the first square as costing 1 square of 

movement and the second as costing 2 squares of movement.   

 

Occupying Space on a Grid 

Very small creatures take up less than 1 square of space, and consequently, 

more than one creature may fit in 1 square.  Creatures with a reach of 0 

cannot attack into adjacent squares and hence do not threaten and cannot 

coordinate attacks against targets in adjacent squares.  Such creatures must 

move into occupied squares to attack.  Doing so provokes an opportunity 

attack from the occupant of that square.  Very large creatures typically take 

up more than one square of space and likewise have a longer reach than a 

medium sized creature.  See the table below for details. 

 

 

Table 34: Creature Size and Scale  
 

Creature Size Space Natural Reach Creatures per Square 

Fine ½ ft 0 ft 100 

Diminutive 1 ft 0 ft 25 

Tiny 2½ ft 0 ft 4 

Small 5 ft 5 ft 1 

Medium 5 ft 5 ft 1 

Large (Tall) 10 ft 10 ft — 

Large (Long) 10 ft 5 ft — 

Huge (Tall) 15 ft 15 ft — 

Huge (Long) 15 ft 10 ft — 

Gargantuan (Tall) 20 ft 20 ft — 

Gargantuan (Long) 20 ft 15 ft — 

Colossal (Tall) 30 ft 30 ft — 

Colossal (Long) 30 ft 20 ft — 

 

 

Moving Through Occupied Space  

A character may move through an ally’s space (unless charging) but not 

through a space occupied by an enemy.  If a character ends their turn in an 

ally’s space both characters are squeezing.  Squeezing characters take -5 to 

attack and defense rolls.  A character may not move through an enemy’s 

space unless the enemy is prone, or unless riding a mount with the trample 

ability and the enemy is at least 1 size category smaller than the mount.  A 

character may however attempt to trip or push an enemy out of the way. 

 

Hampered Movement 

A character’s encumbrance reduces their movement rate.  If a character is 

carrying a medium or heavy load their base movement will be reduced.  

See table 20 for details. 

 

Difficult Terrain & Obstacles 

Difficult terrain, such as stairways, thick undergrowth and excessive 

rubble can impede movement, slowing it by half.  Likewise obstacles in a 

character’s pat impede movement.  If the obstacle does not completely 

block movement, it at least slows movement by half.  If a grid is being 

used, treat squares with difficult terrain and obstacles as costing two 

squares of movement (or three if moving diagonally) to traverse.  
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Conditions 

 

Bleed  

A character suffering from bleed damage takes the prescribed amount of 

damage at the beginning of their turn.  Bleeding can be stopped by a 

successful heal check (DC 15) or by any effect that cures 1 HP of damage. 

 

Blinded 

A blinded character receives a -5 to Defense and Strength and Dexterity 

checks.  In addition, they receive a -10 to all melee and ranged attacks, and 

any perception checks based on sight automatically fail. 

 

Dazed 

A dazed character is disoriented and confused and loses their next action 

and takes a -2 penalty to Defense. 

 

Deafened 

A deafened character receives a – 5 to imitative checks and automatically 

fails any perception check based on sound. 

 

Dying 

A dying creature is unconscious and loses one hit point per round.  A 

dying character may be stabilized with a successful Heal check (DC 15) or 

by any effect that cures at least 1 HP of damage.  A dying character may 

make a Constitution check (DC = 10 + negative hit points) each round on 

the beginning of their turn to attempt to stabilize on their own.   

 

Entangled 

An entangled character’s movement is impeded.  An entangled character 

moves at ½ speed, unless their bonds are anchored, preventing any forward 

movement.  An Entangled character receives a -2 to melee and ranged 

attacks and to Defense, and a -5 to all Dexterity based checks. 

 

Exhausted 

An exhausted character travels at ½ speed, cannot run or charge and takes 

a –5 penalty to Strength and Dexterity.  After an hour of complete rest the 

exhaustion is lessoned to fatigue.   

 

Fatigued  

A fatigued character can neither run nor charge and takes a -2 penalty to 

Strength and Dexterity.  After a full 8 hours of rest a character is no longer 

fatigued.  If a fatigued character engages in any activity that would 

normally cause them to become fatigued, they are exhausted instead.   

 

Frightened 

A frightened character attempts to flee from the source of the fear as best 

as possible.  If a character has access to magical means of escape and is 

not able to flee normally, the character must make use of the magical 

means to make their escape.  If unable to do so they may fight, but receive 

a -5 on attack rolls and attribute checks.  Typically after an hour this fear is 

lessoned to the state of being shaken.  

 

Immobilized 

An immobilized character is one who is paralyzed, bound, unconscious or 

asleep.  An immobilized character is treated as having a Dexterity of 0.  

Melee attacks against an immobilized target receive a +5 bonus.  As a full 

round an armed opponent may deliver a coup de grace to an immobilized 

target, automatically scoring a critical hit against the target.  The target 

must make a Constitution save (DC 10 + damage dealt) or die, assuming 

the damage itself is not sufficient to kill them. 

 

Nauseated  

A nauseated character undergoes severe stomach irritation and bouts of 

vomiting.  A nauseated character may take no standard actions at all. They 

are limited to a single move action per turn.  

 

Shaken 

A shaken character has lost their nerve and receives a -2 to melee and 

ranged attacks as well as a -2 to all attribute checks. A shaken character 

will typically regain their nerve in about an hour.  If a shaken character 

encounters anything that would ordinarily render them shaken, they are 

instead rendered Frightened. 

 

Sickened 

A sickened character experiences stomach irritation and takes a -2 penalty 

to ranged and melee attacks and Defense and a -2 to all attribute checks.  If 

a sickened character is the subject of any effect that would ordinarily 

render them sickened, they are instead rendered Nauseated. 

 

Staggered 

A staggered character may take either a move action or a melee action on 

their turn.  However taking a standard action, or any other activity deemed 

strenuous causes the character to immediately lose 1 hit point. 

 

Stunned 

A stunned character drops any items held, may not take any actions and 

receives a -2 penalty to Defense. 
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Magic 
 

Magic is mysterious and powerful force within Mythweaver.  Sages and 

philosophers have long sought to understand the nature and source of this 

arcane force, but there is no end to disputes on the matter.  The fact is no 

one really knows for sure what magic is, or whence it came.  What is 

known is that certain creatures are born into the world imbued with its 

power, and others, such as most humanoid races, are capable of learning 

how to wield it.  While in many fantasy role playing games magic is a 

common, even mundane feature of the world, in Mythweaver is quite 

uncommon.  Enchanted creatures are rare, and most societies heavily 

regulate the practice of magic, as it has proven to be a destructive force. 

 

 

Spell Types 

 

While some enchanted creatures are imbued with natural magical abilities, 

magic is most often enacted through the casting of spells.  Spells come in 

three standard forms: incantations, runes and rituals.   

 

Incantations 

Incantations are enchantments enacted through the use of words of power, 

commands, and linguistic formulas.  Of the three standard spell forms, 

incantations are the most commonly used.  To cast a spell through an 

incantation, a character must be capable of speaking.  The spell point cost 

for uttering an incantation is given in table 35.  

 

Runes 

Runes are words of power that have been inscribed in an object, and are 

triggered when read aloud, or when a different specified trigger occurs.  

When creating a rune, a Mage may specify a different event to trigger the 

magical effect of the rune, such as the utterance of a specific word, other 

the entering of creatures within a certain proximity of the rune.  Creating 

alternate triggers requires that additional spell points be used, and the 

trigger must be specific, otherwise it is ineffectual.  A rune may be made 

permanent with a Permanency spell.  Otherwise the rune vanishes once its 

magical effect has been triggered.  Most incantations have a rune 

equivalent.  The spell point cost for casting a rune is given in table 35.  

Inscribing runes also requires runic dust (see below for details). 

 

Rituals 

Rituals are by far the most powerful form of spells, as well as the most 

time and energy intensive, often requiring hours of preparation, expensive 

spell components and a large expenditure of spell points.  While some 

rituals may be performed by a single Mage, others require the combined 

resources of several Mages.  Rituals include greatly amplified incantations, 

as well as new spells that may only be cast through the use of ritual.  The 

DM must use their own discretion when determining what spells may be 

cast as rituals, what spell components are required, and what the spell 

point cost, casting range, target, and duration of the spells are. 

 

Table 35: Spell Point Cost by Spell Level 
 

 Spell Level 

Spell Type 0 1 2 3 4 5 

Incantations 1 3 6 9 12 15 

Runes* 3 6 9 12 15 18 
* Adding a different trigger to the Rune increases the SP cost by 3.   

 

 

Spell Points 

 

Spell points represent the degree of arcane power a Mage is capable of 

wielding.  Some individuals are born with a greater capacity for the arcane 

arts than others, and this is represented by beginning play with more spell 

points.  As a Mage advances in levels of experience, they attain more spell 

points.  Each time that a Mage casts a spell, they expend a portion of their 

current Spell Points.  When they have expended all of their spell points, 

they are unable to cast any more spells.  A Mage renews spell points at the 

rate of one per hour, and, after a full night’s rest (8 hours), retrieves all 

expended spell points. 

 

 

Arcane Attack 

 

Certain spells require making an attack on, or an attempt to otherwise 

adversely affect a target.  This attack is essentially a special case of an 

attribute check, similar in some ways to the standard attack procedure.  

Whereas in the standard attack procedure the attack roll is always made 

against a target’s defense, an arcane attack is sometimes made against a 

target’s defense, but at other times against one of their attributes, thus 

requiring an opposed check.  To make an arcane attack the caster first 

expends the necessary spell points for the spell and then rolls a 1d20 and 

adds their Wisdom attribute modifier (along with any primary or 

secondary attribute bonuses) to the roll.  If the total is equal to or greater 

than the target’s defense score or attribute save the attack succeeds.  In 

certain cases even if the target successfully saves against the spell, the 

spell may still be partially effective.  In general a spell that does physical 

damage against a specific target requires an attack against the Defense 

score of the target.  On the other hand damage dealing spells that affect an 

area rather than a specific target often allow creatures within the area of 

the spell effect a Dexterity saving throw against the spell.  Finally, spells 

which seek to affect the mental or physical function of a target or group of 

target also generally allow the target(s) a saving throw to attempt to resist 

the spell.  Details regarding whether or not the arcane attack is made 

against a target’s defense, or whether or not the target(s) receive a saving 

throw are given in the description for each spell. 

 

Table 36: Arcane Attack 
 

Attack Attack is Equal to 

Arcane Attack  1d20 + Wisdom Modifier + Primary / Secondary Bonus  
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Concentration & Spell Failure 

 

Casting spells is a physically draining activity that requires a high degree 

of concentration and control.  Once a Mage expends over one half of their 

base spell points they become fatigued, and remain so until they recover 

spell points in excess of one half of their base spell points.  Once the Mage 

expends all of their spell points, they become exhausted, and remain so 

until they recover at least one spell point.   

 

Casting While Fatigued, Frightened or Sickened  

While fatigued, or suffering from some other condition that would impede 

their ability to concentrate on spell casting (such as being Frightened or 

Sickened), a Mage must make a Wisdom check (DC 15 + level of spell) to 

successfully remain in control of the spell.  If the Mage succeeds on the 

Wisdom check, the spell is cast as per normal.  If the Mage fails to make 

the Wisdom check by five or less, the spell is lost (but spell points are still 

expended).  If the Mage fails the Wisdom check by more than five, there is 

a chance of an arcane mishap.  To see if there is an arcane mishap, roll 

percentile dice and consult table 37.   

 

Attempting To Cast Unknown Spells  

Any time a Mage attempts to cast a spell that they had not previously 

known, they must make an Intelligence check (DC 15 + level of spell) to 

successfully cast the spell.  If they succeed, the spell is cast normally.   In 

addition, it is possible that the Mage may have learned the spell (see the 

next section on Learning New Spells for details).  Certain circumstantial 

bonuses or penalties may apply to this roll (see the next section).  If the 

Mage fails to make the Intelligence check by five or less, the spell is lost 

(but spell points are still expended).  If the Mage fails the Intelligence 

check by more than five, there is a chance of an arcane mishap.  To see if 

there is an arcane mishap, roll percentile dice and consult table 37.  

 

 

Table 37: Arcane Mishaps from Spell Failure 
 

D% Effect 

01-10 The spell fails (spell points are expended as per usual) 

11-20 The spell succeeds but affects a random target other than intended 

21-30 The spell succeeds but the Mage is rendered unconscious (1d4 hours)  

31-40 The spell succeeds but the Mage is rendered comatose (1d4 hours)  

41-50 The spell fails and the Mage is rendered unconscious (1d4 hours) 

51-60 The spell fails and the Mage becomes comatose (1d4 weeks) 

61-70 The spell succeeds but affects a random target other than intended 

71-80 The spell fails but the intended target is effected by a random spell 

81-90 The spell succeeds but expends all of the Mage’s spell points 

91-96 The spell fails and expends all of the Mage’s spell points 

97 The spell succeeds but the Mage permanently loses all spell points 

98 The spell fails and the Mage permanently loses all spell points 

99 The Spell succeeds but the Mage dies 

100 The spell fails and the Mage dies  

 

 

 

 

Learning New Spells 

 

There are several methods to learn a new spell, some of them safer and 

more reliable than others.  These methods are each covered below.  In each 

case an initial attempt at learning the spell is made by rolling an 

Intelligence check (DC 15 + level of spell), but the spell is mastered only 

after it has been recorded in a Mage’s spell book, or some other written 

medium.  The act of inscribing the runic words of power within the spell 

book forever imprints the spell in the mind of the Mage.   

 

Transcription  

The safest and most reliable way to learn a new spell is to successfully 

transcribe the spell’s runic form a scroll or spell book to the Mage’s spell 

book.  Transcribing a rune is itself an act of magic that requires the 

expenditure of spell points and Runic Dust (see Tables 34 and 36 for 

details), however transcribing a rune does not activate the rune’s spell 

effect.  Instead, the rune vanishes after being transcribed (regardless of 

whether or not the transcription was successful), unless the rune that is 

being transcribed has been made permanent via a permanency spell.  If the 

transcription fails, there is no chance of an arcane mishap since the spell 

effect was not activated.  If the Mage is aware of nature of the particular 

spell that they are transcribing, they receive a +5 competence bonus on 

Intelligence checks made to inscribe the rune.   

 

Imitation  

As a full round action, a Mage may attempt to imitate any incantation 

which they had previously heard uttered, even in the midst of combat.  To 

do so the Mage must utter from memory the incantation, and expend the 

requisite spell points.  The Mage then attempts an Intelligence check to 

determine if they succeed in casting the spell.  The Mage receives a -1 

penalty to Intelligence checks for each hour that passes after having heard 

the incantation.  If the Mage succeeds in casting the spell without mishap, 

they receive a +5 Competence bonus to Intelligence checks made to 

inscribe the spell as a rune. 

 

Experimentation 

A Mage may attempt to duplicate a spell that they have merely heard 

about, or even attempt to create an entirely new spell altogether.  In either 

case, the Mage must specify the exact nature of the spell effect that they 

are attempting to bring about.  Then the mage expends    

 

 

Counterspell 

 

It is possible to counter a spell as it is being cast by casting an identical 

spell (or one which specifically states that it negates the effects of the 

corresponding spell).  To do so, a Mage must first determine an opponent 

as the target of the counterspell.  On the Mage’s turn they must delay their 

standard action (they may still take move actions) until the target attempts 

to cast a spell.  If the target attempts to cast a spell, the Mage may make a 

Wisdom check (DC 15 + spell level) to attempt to identify the spell and, if 

possible, counter it. 
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Spell Components 

 

Some spells require spell components in order to activate their arcane 

power.  The most common of these is Runic Dust (see below), however the 

brewing of potions and enacting of rituals often require specific spell 

components.  Components range from mundane items such as “a pinch of 

cat’s fur” to more exotic and rare items such as “a unicorn’s horn”.  In the 

latter case a caster may need to go to great expense to acquire the items 

necessary for the spell, since rarely are these available on the open market.  

Sometimes a caster must even impart a bit of her own essence into the 

spell.  Creating certain enchanted items and enacting many rituals requires 

that the mage expend a particular amount of experience points.  The 

Mythweaver Dungeon Master’s Guide offers details on the components 

necessary in order to enact various rituals.  Spell components for brewing 

potions is listed in the description for each spell.  

 

 

Runic Dust 

 

Runic dust is magic in its pure and condensed form.  All magical beasts 

and creatures of enchantment have arcane power flowing through their 

veins.  This power can be distilled in various ways to make a fine golden 

dust which is used as a component in the inscription of runes as well as in 

the enacting of various rituals.  The knowledge of extracting such raw 

arcane power is a coveted secret, though there are some sources of runic 

dust whose extraction is well known.  The amount of runic dust necessary 

to inscribe a rune various by level (see Table 38).  In addition, runic dust 

may be substituted for up to ½ of the spell point cost of an incantation.  

When doing so 1oz of runic dust substitutes for 5 spell points. 

 

 

Table 38: Runic Dust Cost by Spell Level 
 

 Runic Dust Per OZ Needed 

 ½  1 2 3 4 5 

Spell Level of Rune 0  1 2 3 4 5 

 

 

Spell Book 

 

Every mage possesses a spell book or two in which to transcribe newly 

discovered spells, and to refer back to when inscribing a rune.  Most 

Mage’s academies award the newly appointed Mage a spell book after 

successful completion of their studies.  Mages jealously guard their arcane 

secrets and hence the spell book is often among the Mage’s most prized 

possessions.  A mage who loses their spell book may still cast spells in 

their verbal incantation form, but risks a 5% chance of an arcane mishap 

due to inscription error each time they attempt to inscribe a rune.  Spell 

books come with 100 pages and a single rune takes up a full page.  Once 

all of the pages have been filled the Mage must acquire a new spell book.  

 

 

 

Common Magic Terms 

 

Casting Time  

Casting a spell takes time.  Some spells can be cast as an immediate action, 

however most require a standard action.  Some spells take even longer.  

Incantations often last for hours and even days. 

 

Components 

Casting a spell of any variety requires some spell components.  Casting an 

incantation requires a verbal component as well as spell points.  Inscribing 

a rune requires runic dust and spell points.  Enacting a ritual will often 

require a variety of components as indicated in the description, though at 

minimum will include a verbal component, a rune and spell points. 

 

Duration  

Casting a spell takes time.  Some spells can be cast as an immediate action, 

however most require a standard action.  Some spells take even longer.  

Incantations often last for hours and even days. 

 

Level 

A spell’s level is the relative power of a spell.  Spells are numbered levels 

0 through 5, with 5 being the most powerful. 

 

Range 

Range indicates the furthermost distance from the Mage a spell will reach.  

Some spells may only be administered via touch, while spells which only 

affect the Mage casting them have a range of “self”. 

 

Saving Throw  

Some spells may be partially or totally resisted, either by strength will or 

by some other attribute.  If a spell may be resisted then a character will 

receive a saving throw to do so from the relevant attribute.   

 

Spell Components  

The components necessary to brew a potion of a spell.   

 

Defense 

Some spells require making an arcane attack against a target’s defense.  If 

a spell has a miss chance then this will most certainly be the case.   

 

Target Area  

Target area indicates the intended object(s) of the spell.  The target of a 

spell ranges from objects, to the Mage, to other creatures, to specified 

areas.  An area affect spell will specify the exact area affected by the spell.  

Often area of effect spells have one of three shapes, a line, a cone or a 

sphere.  A line shaped spell shoots away from the Mage in a straight line, 

toward a designated target.  Some line spells affect all creatures within 

range whereas others terminate after affecting the first target in its path.  A 

cone shaped spell shoots away from the Mage in a conical fashion, 

affecting all creatures within its path.  A sphere shaped spell expands from 

its point of origin fill a spherical area and affecting all creatures within. 
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Spell List 
 
 

0-Level Spells 

1 
Acid Splash 
Orb deals 1d3 points of damage. 

2 
Arcane Mark 
Inscribes personal rune on an object or creature. 

3 
Buckler 
Invisible disc grants a +1 to defense. 

4 
Courage 
Grants up to 5 subjects +1 against fear effects. 

5 
Cure Miniscule Wounds 
Heals 1 Hit Point of damage. 

6 
Dancing Lights 
Creates torches or other lights. 

7 
Daze 
Humanoid creature of 4 HD or less loses next action 

8 
Detect Magic 
Detects spells and magic items within 60ft. 

9 
Detect Poison 
Detects poison on one creature or object. 

10 
Fire Ember 
Orb deals 1d3 points of fire damage. 

11 
Ghost Sounds 
Creates figment sounds. 

12 
Guidance 
+1 on attack roll or attribute check. 

13 
Light 
Object shines like a torch. 

14 
Mage Hand 
5lb telekinesis. 

15 
Magic Dart 
One mundane missile is imbued with a +1 magic bonus. 

16 
Mending 
Makes minor repairs on objects. 

17 
Message 
Whisper conversation at a distance. 

18 
Mist 
Creates 5ft of fog. 

19 
Open / Close 
Opens or closes light objects. 

20 
Prestidigitation 
Performs minor tricks. 

21 
Purify Food and Drink 
Purifies 5lbs of food and water. 

22 
Ray of Frost 
Ray deals 1d3 points of cold damage. 

23 
Shifting Target 
Grant up to 5 subjects +1 to defense against missile attacks. 

24 
Summon Monster 0 
Summons creature to fight for you. 

25 
Tinker Trick 
Pull random item out of a bag. 
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1st-Level Spells 

1 
Alarm 
Wards an area for 10 hours. 

2 
Animal Messenger  
Sends a tiny animal to a specific place. 

3 
Animate Rope 
Rope moves at your command. 

4 
Burning Hands 
15 foot cone of fire dealing 1d4 points of fire damage. 

5 
Calm Animal 
Calms 5 levels of animals. 

6 
Calm Wind 
Decreases wind intensity. 

7 
Cause Fear 
One creature of 5HD or less flees for 1d4 rounds. 

8 
Charm Animal 
Makes one animal your friend. 

9 
Charm Person 
Makes one person your friend. 

10 
Color Spray 
Knocks unconscious, blinds and or stuns week creatures. 

11 
Command 
One subject obeys a command for one round. 

12 
Comprehend Languages 
You understand all spoken and written languages. 

13 
Create Undead I 
Creates skeletons and minor undead. 

14 
Cure Light Wounds 
Cures 1d6 points of Hit Point damage. 

15 
Delay Poison 
Prevents the effects of poison for 4 hours. 

16 
Detect Secret doors 
Detects secret doors and compartments within 50ft. 

17 
Detect Undead 
Detects undead within 50ft. 

18 
Disguise Self 
Changes your appearance. 

19 
Endure Elements 
Resist the effects of hot or cold climates. 

20 
Enlarge Person 
Humanoid creature doubles in size. 

21 
Entangle 
Plants entangle everyone in a 40ft radius. 

22 
Erase 
Mundane or magical writing disappears. 

23 
Expeditious Retreat 
Your base land speed increases by 30ft. 

24 
Faerie Fire 
Outlines subjects with light, cancelling blur, concealment and the like. 

25 
Feather Fall 
Objects or creatures fall slowly. 

26 
Floating Disc  
Creates a 3ft diameter horizontal disc that holds 500lbs. 

27 
Grease 
Makes 10ft square or one object greasy. 

28 
Hide from Undead 
Undead cannot perceive 5 creatures. 

29 
Hideous Laughter 
Subjects lose all actions due to uncontrollable laughter for 1d4 rounds. 

30 
Hold Portal 
Holds door shut. 

31 
Hypnotism 
Fascinates 2d4 creatures. 

32 
Jump 
Subject gains bonus to attribute checks made to jump. 

33 
Mage Armor 
Subject gains damage reduction of 4. 

34 
Magic Aura 
Alters magic aura. 

35 
Magic Missile  
Magic unerring bolt does 1d4+1 damage. 

36 
Magic Weapon 
One weapon or up to 10 pieces of ammunition gain a +1 bonus. 

37 
Mount 
Summons a riding horse for 10 hours. 

38 
Obscuring Mist 
Fog surrounds you. 

39 
Reduce Person 
Humanoid creature halves in size. 

40 
Sanctuary 
Opponents cannot attack you, you cannot attack them. 

41 
Shield 
Invisible disc grants +4 to Defense, blocks Magic Missile. 

42 
Shocking Grasp 
Touch delivers 1d6 points of electricity damage. 

43 
Silent Image 
Creates minor illusion of your design. 

44 
Sleep 
Puts 5 levels of creatures into a magical slumber. 

45 
Speak with Animals 
You can communicate with animals. 

46 
Summon Monster I 
Summons creature to fight for you. 

47 
True Strike 
+20 on your next attack roll. 

48 
Unseen Servant 
Invisible force obeys your command. 

49 
Ventriloquism 
Throws voice for10 minutes. 

50 
Wind 
Creates a light breeze. 
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2nd-Level Spells 

1 
Acid Arrow 
Ranged penetrating attack does 1d6 acid damage for 2 rounds 

2 
Alter Self 
Assume form of a small or medium humanoid. 

3 
Bear’s Endurance 
Subject gains +4 to Constitution for 10 minutes 

4 
Blindness / Deafness 
Temporarily makes one subject blind or deaf. 

5 
Bull’s Strength 
Subject gains +4 to Strength for 10 minutes. 

6 
Calm Emotions 
Calms creatures negating emotion effects. 

7 
Cat’s Grace 
Subject gains +4 to Dexterity for 10 minutes. 

8 
Chill Metal 
Metal becomes intensely cold, dealing 1d4 cold damage for 3 rounds. 

9 
Command Undead 
Undead Creatures Obey Your Command 

10 
Continual Flame 
Makes a permanent heatless light. 

11 
Create Food and Water 
Create Food for 15 people or 5 horses. 

12 
Create Undead II 
Creates ghouls and minor undead. 

13 
Cure Moderate Wounds 
Cures 3d6 points of hit point damage. 

14 
Darkness 
20-ft radius of supernatural shadow. 

15 
Eagle’s Splendor  
Subject gains +4 to Charisma for 10 minutes. 

16 
Flame Blade 
Blade becomes flaming and does 1d6 fire damage for 1 minute. 

17 
Flaming Sphere 
Rolling Ball of fire does 1d8 points of fire damage for 5 rounds. 

18 
Fog Cloud 
Fog obscures vision. 

19 
Fox’s Cunning 
Subject gains +4 to Intelligence for 10 minutes. 

20 
Ghoul Touch 
Paralyses subject which exudes sickening stench. 

21 
Glitterdust 
Blinds creatures, outlines invisible creatures. 

22 
Gust of Wind 
Blows away or knocks down smaller creatures. 

23 
Heat Metal 
Metal becomes intensely hot, dealing 1d4 damage for 3 rounds. 

24 
Hold Creature 
Paralyses creature for 1d6 rounds. 

25 
Hypnotic Pattern 
Fascinates 3d6 creatures. 

26 
Irresistible Dance 
Forces subjects to dance. 

27 
Major Image 
As Silent Image but affects all of the sense. 

28 
Mirror Image 
Creates 1d4+1 duplicate illusions of you. 

29 
Obscure Object 
Masks object against scrying. 

30 
Owl’s Wisdom 
Subject gains +4 to Wisdom for 10 minutes. 

31 
Protection from Arrows 
Invisible barrier deflects all but the most precisely aimed arrows. 

32 
Pyrotechnics  
Turns fire into blinding light or thick smoke. 

33 
Remove Paralysis 
Frees creatures from paralysis or slow effect. 

34 
Resist Energy 
Ignores the first 5 points of damage from a specified energy type. 

35 
Restoration Lesser 
Dispels magical ability penalty or restores 1d4 points of ability damage. 

36 
Scorching Ray 
Ranged beam attack deals 3d6 points of fire damage to a target. 

37 
Shatter 
Sonic energy damages glass and crystalline objects. 

38 
Silence 
Negates sound in a 20ft radius. 

39 
Soften Earth and Stone 
Turns stone to clay, or dirt to sand or mud. 

40 
Spider Climb 
Grants ability to walk on walls and ceilings. 

41 
Spiritual Weapon 
Magic weapon attacks on its own. 

42 
Suggestion 
Compels subjects to follow stated course of action. 

43 
Summon Monster II 
Summons creature to fight for you. 

44 
Summon Swarm 
Summons a swarm of rats, bats, spiders or wasps. 

45 
Touch of Idiocy 
Subject takes 1d6 penalty to Intelligence, Wisdom or Charisma. 

46 
Tree Shape 
Take the form of a tree for up to 10 hours. 

47 
Warp Wood 
Bends Wood. 

48 
Web 
Fills 20ft radius spread with sticky web that grapples targets. 

49 
Whispering Wind 
Sends a message on the wind up to 10 miles. 

50 
Wood Shape 
Reshape wood to suit your purpose. 

 

 

 

 

 

 

 

 

 

 
 



 

 

39 
 

3rd-Level Spells 

1 
Arcane Sight 
Magical auras become visible to you. 

2 
Beast Shape I 
You take on the form and powers of a small or medium animal. 

3 
Blink 
You are magically transported 30 ft per round. 

4 
Call Lightning 
Calls down lightning bolts from the sky (2d8 per bolt). 

5 
Charm Monster 
Make one monster believe it is your friend. 

6 
Clairvoyance  
Perceive events at a distance for 10 minutes. 

7 
Contagion  
Infects subject with chosen disease. 

8 
Create Undead III 
Creates ghasts, wights and low-level undead. 

9 
Curs Light Wounds Mass 
Cures up to 5 individuals 1d6 points of hit point damage. 

10 
Cure Serious Wounds 
Cures 5d6 points of hit point damage. 

11 
Daylight 
60ft radius of bright light. 

12 
Deep Darkness 
Object sheds supernatural darkness in 60ft radius. 

13 
Deep Slumber 
Put 10 levels of creatures into a magical slumber. 

14 
Desecrate  
Fills area with negative energy, strengthening undead. 

15 
Diminish Plants 
Reduce size or blights normal plants. 

16 
Dispel Magic 
Cancels one magic spell or effect. 

17 
Dominate Animal 
One animal obeys your silent mental commands. 

18 
Enduring 
Runes last longer. 

19 
Fear  
Subjects within cone flee for 10 minutes. 

20 
Fireball 
20ft flaming ball deals 5d6 points of fire damage. 

21 
Gaseous Form 
Subject becomes insubstantial and can fly slowly. 

22 
Geas, Lesser  
Commands subject of 7 levels or lower. 

23 
Haste 
Up to 5 creatures move faster, receiving a +1 to attack and defense. 

24 
Helping Hand 
Ghostly hand leads subject to you. 

25 
Invisibility 
Subject is invisible for 10 minutes or until they attack. 

26 
Invisibility Purge 
Dispels invisibility within 60ft. 

27 
Locate Object 
Senses direction towards object (specific or type). 

28 
Meld into Stone 
You and your gear meld with stone. 

29 
Neutralize Poison 
Immunizes subject against poison and detoxifies venom. 

30 
Nondetection 
Hides subject from scrying. 

31 
Plant Growth 
Grows vegetation, improves crops. 

32 
Protection from Energy 
Absorbs the first 10 points of damage from specified energy type. 

33 
Remove Blindness / Deafness 
Cures normal or magical blindness or deafness. 

34 
Remove Curse 
Frees object or subject from curse. 

35 
Remove Disease 
Cures all diseases affecting a subject. 

36 
Quench 
Extinguishes fire. 

37 
Scrying 
Spies on subject from a distance. 

38 
Searing Light 
Ray attack deals 5d6 points of damage, more against undead. 

39 
See Invisibility 
Reveals invisible creatures or objects. 

40 
Sleet Storm 
Hampers vision and motion. 

41 
Slow 
Up to 5 subjects move slower, receiving a -1 to attack and defense. 

42 
Snare 
Creates magic booby trap. 

43 
Spike Growth 
Creatures in the area take 1d4 points of damaged and slowed. 

44 
Stinking Cloud 
Nauseating vapors for 10 rounds. 

45 
Stone Shape 
Sculpts stone into any shape. 

46 
Summon Monster III 
Summons creature to fight for you. 

47 
Tiny Hut 
Creates shelter for 10 creatures. 

48 
Turn Undead 
Destroys, frightens or renders undead shaken. 

49 
Vamperic Touch 
Touch deals 2d8 damage, caster gains damage as temporary HP. 

50 
Water Breathing 
Up to 5 subjects can breathe under water. 
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4th-Level Spells 

1 
Animal Growth 
One animal doubles in size. 

2 
Arcane Eye 
You take the form and powers of a tiny or large creature. 

3 
Awaken 
One animal or tree gains human intellect. 

4 
Beast Shape II 
You take on the form and characteristics of a small or large animal. 

5 
Blight 
Withers plants or deals 7d6 points of damage to plant creatures. 

6 
Break Enchantment 
Frees subjects from enchantments, transmutations and curses. 

7 
Control Plants 
Sways actions of plant creatures. 

8 
Control Water 
Raises or lowers bodies of water. 

9 
Control Winds 
Changes wind direction and speed. 

10 
Create Undead IV 
Creates wraiths and other mid-level undead. 

11 
Cure Moderate Wounds Mass 
Cures up to 5 subjects 3d6 points of hit point damage. 

12 
Detect Scrying 
Alerts you to magical eavesdropping. 

13 
Dimension Door 
Teleports you a short distance. 

14 
Dimensional Barrier 
Bars extradimensional movement. 

15 
Dominate Person 
Controls Humanoid Telepathically. 

16 
Dream 
Sends a message to anyone sleeping. 

17 
Enlarge Person Mass 
Up to 10 humanoids double in size. 

18 
Fireseed 
Tiny burning ember consumes subject in flames doing 7d6 fire damage. 

19 
Fire Shield 
Creatures attacking you take fire damage, protects against fire/cold. 

20 
Fly 
Allows you to fly. 

21 
Freedom of Movement 
Subject moves normally despite impediments to movement. 

22 
Giant Vermin 
Turns centipedes, scorpions and spiders into their giant counterparts. 

23 
Globe of Invulnerability 
Stops 1st through 3rd level spell effects. 

24 
Hallucinatory Terrain 
Makes one type of terrain appear to be another. 

25 
Hold Monster 
Has Hold Person but any creature. 

26 
Ice Storm 
Hail deals 3d8 points of damage in a 40ft sphere. 

27 
Illusory Wall 
Wall floor or ceiling looks real but anything can pass through.. 

28 
Invisibility Greater 
As Invisibility but one can attack and remain invisible. 

29 
Locate Creature 
Indicates direction to known creature. 

30 
Minor Creation 
Creates one cloth or wood object. 

31 
Modify Memory 
Changes 5 minutes of a subject’s memory. 

32 
Nightmare 
Sends dream that frightens and deals 1d6 points of Wisdom damage. 

33 
Persistent Image 
As Major Image but no concentration is required. 

34 
Phantasmal Horror 
Fearsome illusion frightens victims and deals 3d8 points of damage. 

35 
Rainbow Pattern 
Lights fascinate 25 levels of creatures. 

36 
Reduce Person Mass 
Up to 10 humanoids shrink to half size. 

37 
Repel Vermin 
Insects, spiders and other vermin stay 10ft away. 

38 
Resilient Sphere 
Force globe protects but traps one subject. 

39 
Restoration 
Restores level and ability score drains. 

40 
Rusting Grasp 
Your touch corrodes metal. 

41 
Sending 
Delivers short message anywhere instantly. 

42 
Shout 
Deafens all within cone and deals 5d6 points of damage. 

43 
Solid Fog 
Blocks vision and slows movement. 

44 
Spike Stones 
Creatures take 1d8 points of damage and are slowed. 

45 
Stoneskin 
Grants DR 10/magic. 

46 
Summon Monster IV 
Summons creature to fight for you. 

47 
Wall of Fire 
Fiery wall deals 2d6 points of fire damage. 

48 
Wall of Ice 
Creates an icy wall or dome. 

49 
Wall of Thorns 
Thorns damage anyone who tries to pass. 

50 
Zone of Silence 
Keeps eavesdroppers from overhearing you. 
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5th-Level Spells 

1 
Acid Fog 
Fog deals acid damage. 

2 
Animate Object 
Objects attack your foes. 

3 
Animate Plants 
One or more plants animate and fights for you. 

4 
Anti-life Shell 
10ft radius field hedges out living creatures. 

5 
Baleful Polymorph 
Transforms subjects into harmless animals. 

6 
Banish 
Banishes minor demons back to their home plane. 

7 
Beast Shape III 
You take on the form and characteristics of a tiny or huge animal. 

8 
Breath of Life 
Restored 9d6 hit points and revives recently slain creatures. 

9 
Call Lightning Storm 
As Call Lightning but 4d8 damage per bolt. 

10 
Command Demon 
As Command but affects demons. 

11 
Command Greater 
As Command but affects up to 5 creatures. 

12 
Cone of Cold 
Cone of ice shards deals 4d8 points of damage. 

13 
Control Weather 
Changes weather in a local area. 

14 
Create Undead V 
Creates vampires and other mid-level undead. 

15 
Cure 
Up to 10 subjects are cured from all diseases. 

16 
Cure Serious Wounds Mass 
Cures up to 5 subjects 5d6 points of hit point damage. 

17 
Disrupting Weapon 
Magical weapon slays undead. 

18 
Doppelganger  
Assume the form of any creature at will. 

19 
False Vision 
Fools Scrying with an illusion. 

20 
Fire Storm 
Comets rain from the sky dealing 4d8 points of damage each. 

21 
Flesh to Stone 
Turns subject creature into stone statue. 

22 
Fly Mass 
You and up to 5 other characters may fly. 

23 
Force Beam 
Beam of arcane power stuns and deals 9d6 points of damage. 

24 
Hail of Arrows 
Sends a volley of 1,000 arrows. 

25 
Insect Plague 
Several swarms attack your foes. 

26 
Invisibility Sphere 
Makes everyone within 20ft invisible. 

27 
Liveoak 
Oak becomes a forest guardian temporarily. 

28 
Major Creation 
As Minor Creation plus stone and metal. 

29 
Make Whole 
Repairs an object or structure. 

30 
Mislead 
Turns you invisible and creates illusory double. 

31 
Passwall 
Creates passage through any wall except Wall of Force. 

32 
Permanency 
Makes certain spells permanent. 

33 
Plague 
Up to 10 subjects are infected with a chosen disease. 

34 
Planar Seal  
Prevents creatures from teleporting to or from a location. 

35 
Prying Eyes 
2d6 floating eyes scout for you. 

36 
Quell Storm 
Quells magical and mundane storms. 

37 
Regenerate 
Subject’s limbs grow back. 

38 
Stone to Flesh 
Restores petrified creature. 

39 
Summon Demon 
Summons minor demons. 

40 
Summon Monster V 
Summons creature to fight for you. 

41 
Sunbeam  
Beam blinds and does 4d8 points of damage to undead. 

42 
Telekinesis 
Moves objects, attacks and hurls creatures. 

43 
Telepathic Bond 
Link allows allies to communicate at a distance. 

44 
Teleport  
Instantly transports you up to 1,000 miles away. 

45 
Transmute Mud and Stone 
Transmutes 100 cubic feet of stone to mud or vice versa. 

46 
Turn Undead Greater 
Destroys or paralyzes undead. 

47 
Veil 
Changes appearance of a group of creatures. 

48 
Wall of Force 
Creates wall that is impervious to damage. 

49 
Wall of Stone 
Creates a wall of stone that can be shaped. 

50 
Whirlwind 
Cyclone deals 4d8 points of damage and picks up characters. 
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Spell Description 
 

 

Acid Arrow 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature 

Range 500 ft 

Duration  3 Rounds 

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A stream of acid shoots forth from your fingertips.  Make and arcane 

attack against your target’s defense.  If the attack succeeds the target takes 

1d8 points of acid damage for three rounds.  

 

Acid Fog 
      

Level 5 

Casting Time 1 Standard Action 

Target 20ft area 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A billowy mass of acidic green vapor suddenly explodes in a 20ft radius.  

This fog completely obscures vision, granting creatures within it total 

concealment.  In addition, the acidic fog impedes movement, slowing all 

movement within the fog by ½.  Finally, the acidic fog eats corrodes metal, 

wood, fabric and flesh, doing 1d8 points of acid damage to creatures, items 

and objects within the area of effect. 

 

Acid Splash 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Creature 

Range 150  ft 

Duration  Instant 

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A small splash of acid squirts from your fingertips.  Make and arcane 

attack against your target’s defense.  If the attack succeeds the target takes 

1d3 points of acid damage. 

 

 

 

 

 

Alarm 
      

Level 1 

Casting Time 1 Standard Action 

Target 20ft radius  

Range 50 ft 

Duration  10 hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You may ward an area such that anyone entering that area without uttering 

a runic password (selected by you) trips an alarm.  The alarm may be silent 

or audible.  If silent, you receive a slight mental twinge whenever someone 

enters the warded area without uttering the password.  If audible the spell 

produces the sound of a ringing hand bell that can be heard within a 60ft 

radius of the warded area (assuming no barriers obstruct this noise). 

 

Alter Self 
      

Level 2 

Casting Time 1 Standard Action 

Target Self 

Range Personal 

Duration  5 minutes 

Defense None 

Saving Throw None 

Spell Components 1 oz Blue Moss; Bit of flesh or hair from specified creature   
      

 

You assume the form of one small or large humanoid.  Doing so grants all 

of the bonuses and penalties to Strength, Dexterity and Constitution that 

are associated with the new size.  In addition, you gain all of the senses of 

that creature.  You do not however gain any other racial feature or attack. 

 

Animal Growth 
      

Level 4 

Casting Time 1 Standard Action 

Target Creature (animal) 

Range 150 ft 

Duration  1 day 

Defense None 

Saving Throw Constitution Negates 

Spell Components Pseudodragon dropping; 1 oz Pixie Dust   
      

 

The target creature grows twice its size and eight times its weight.  It also 

gains +4 to Strength and Constitution and -4 Dexterity, and its base hit 

point modifier is adjusted to one size larger.  Unwilling targets of this spell 

may attempt to negate its effects with a Constitution save. 
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Animal Messenger  
      

Level 1 

Casting Time 1 Minute 

Target Creature (one tiny animal) 

Range 50 ft 

Duration  5 days 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion)   
      

 

You compel a tiny animal to go to a location of your choosing.  In order to 

cast this spell the creature must be within range.  Upon casting the spell, 

you may tie a note to the creature and mentally impress upon it a vision of 

the location you wish it to go to.  This must be a location that you have a 

visual memory of.  The creature will then journey to the location and wait 

until the spell ends.  It will allow others to approach it to untie the parcel it 

carries.  Once the spell ends the creature departs.  If the spell ends before 

the creature reaches the location, it will not complete the journey.  

 

Animate Object 
      

Level 5 

Casting Time 1 Standard Action 

Target Objects (see below) 

Range 150 ft 

Duration  5  Rounds 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue inanimate objects with arcane energy, animating them to do 

your bidding.  Commands must be simple as these items are unintelligent.  

You may animate 1 large object, 3 medium objects, 6 small objects or 12 

tiny objects.  This spell cannot affect items carried by another creature.  

See the Mythweaver Bestiary for combat statistics for animated objects. 

 

Animate Plants 
      

Level 5 

Casting Time 1 Standard Action 

Target Plants (see below) 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue inanimate plants with arcane energy, animating them to do 

your bidding.  Commands must be simple as these plants are unintelligent.  

You may animate 1 large plant, 3 medium plants, 6 small plants or 12 tiny 

plants.  This spell cannot affect plant creatures.  Animated plants are 

treated as animated objects for combat purposes (see the Mythweaver 

Bestiary for combat statistics for animated objects). 

 

 

Animate Rope 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 rope like object (up to 75 ft long) 

Range 150 ft 

Duration  1 Minute 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue inanimate rope, vine or other rope-like object with arcane 

energy, animating them to do your bidding.  Commands must be simple as 

these items are unintelligent.  You may give the rope 1 command per 

round.  A rope can only wrap around creatures and objects within 1 foot of 

it, so it must be thrown near an intended creature or object.  This spell 

cannot affect items carried by another creature.  A typical rope has a 

defense of 5, 5 hit points and a DC 25 to break.  Thicker ropes have 5 HP 

per inch and a +5 to the DC to break.  For each extra inch of thickness, 

reduce the length of rope capable of being animated by 25ft. 

 

Anti-Life Shell 
      

Level 5 

Casting Time 1 Standard Action 

Target 10 ft radius emanation centered on you 

Range 10 ft 

Duration  5  Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 10ft radius field that hedges out most living creatures.  All 

living creatures, save demons, are prevented from entering (constructs and 

undead may also enter since they are not alive).  This spell may only be 

used defensively, not offensively.  Forcing the field against creatures that 

the spell hedges will collapse the field. 

 

Arcane Eye 
      

Level 4 

Casting Time 10 Minutes 

Target None 

Range Unlimited 

Duration  5  Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an invisible magical device that functions like a third eye, 

sending you visual information about its location.  You can create this 

device anywhere within your visual range, and it may then travel (at a 

flying speed of 30ft per round, 12 miles per day) to other locations.  The 

device may not pass through solid objects, but may pass through holes as 

small as 1 in.  You must concentrate to maintain this spell. 
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Arcane Mark 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Creature or Object 

Range Touch 

Duration  Permanent  

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You inscribe a personal rune upon a creature or object.  You may choose 

to make this rune visible or invisible to all creatures save yourself.  The 

rune may be detected by means of an arcane sight, detect magic, see 

invisibility or a true seeing spell.  The rune may be removed by the caster 

directly or by means of a dispel or erase spell.  An arcane attack is against 

the target’s defense is needed in order to inscribe the rune upon any 

unwilling subjects. 

 

Arcane Sight 
      

Level 3 

Casting Time Standard Action 

Target You 

Range Personal 

Duration  5  Minutes 

Defense None 

Saving Throw None 

Spell Components Pinch of gold dust; 1 oz demon blood 
      

 

You can detect magic auras within 120ft.  You can pinpoint the location of 

any magical object, creature or magic user within range, and may also 

determine the relative strength of the caster (determined by caster level).  

You may also determine the magical properties of any enchanted item, any 

rune or any incantation that has just been cast. 

 

Awaken 
      

Level 4 

Casting Time 24 hours 

Target 1 Animal or tree  

Range Unlimited 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You awaken a tree or animal to humanoid intelligence.  The creature gains 

3d6 points of intelligence and 2d6 points of Charisma.  The awakened tree 

or animal behaves in a friendly manner towards you, and will undertake a 

task for you, provided it is not too demanding and does not jeopardize the 

creature’s safety.  The creature may be persuaded to perform additional 

tasks if the caster is kind.  The creature may even decide to serve the caster 

for a period (this is up to the DMs discretion). 

 

 

Baleful Polymorph  
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50ft 

Duration  Permanent 

Defense None 

Saving Throw Constitution negates, Wisdom Partial (see text) 

Spell Components Tooth of a Chimera; Brownie Fur 
      

 

You transmute one subject to a small, tiny or diminutive animal.  If the 

new form would prove fatal, such as a water breathing creature on dry 

land, the creature receives a +5 to their saving throw.  If the spell succeeds 

the subject must also make a Wisdom saving throw.  If the subject does not 

succeed on this save, they lose their humanoid sentience (along with any 

class features) and take on the sentience of their new form.  A break 

enchantment spell will return the subject back to their native state. 

 

Banish 
      

Level 5 

Casting Time 10 Minutes 

Target 1 or more demons 

Range 50 ft 

Duration  Instantaneous  

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You attempt to send one or more demons back to their native plane.  You 

may affect up to 20 levels of demons.  Make an arcane attack.  All demons 

within the area of the spell’s effect, beginning with the highest level 

demon and preceding to lower level demons, must make a Wisdom save.  

Those that fail are banished to their native plane.  The spell effects of the 

spell end when either all demons within the area of the spell’s effect have 

made their save, or up to 20 levels of demons have been banished. 

 

Bear’s Endurance 
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components Tuft of bear fur; 1 strand from the main of a Centaur 
      

 

The affected subject gains an increased stamina.  The spell grants the 

subject a temporary +4 to Constitution, which adds 2 temporary hit points 

and a +2 to Constitution attribute checks. 
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Beast Shape I-III 
      

Level 3, 4, 5 

Casting Time 1 Standard action 

Target You 

Range Personal 

Duration  5  Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You assume the form and abilities of an animal.  While in this form you 

lose all racial abilities but retain your native sentience and class features.  

Your Strength, Dexterity and Constitution are equal to that of the animal.  

Beast Shape I you to assume the form of a small or medium animal.  Beast 

Shape II you to assume the form of a tiny or large animal.  Beast Shape III 

you to assume the form of a diminutive or huge animal. 

 

Blight 
      

Level 4 

Casting Time 10 Minutes 

Target 1 plant creature or 50 ft area of plants 

Range Touch  

Duration  Instantaneous 

Defense None 

Saving Throw Constitution ½   

Spell Components None (cannot be brewed as a potion) 
      

 

You whither a plant of any size.  The plant takes 7d6 points of damage.  A 

Constitution save allows this damage to be reduced to half.  Alternatively 

you destroy all (non-plant creature or sentient) plant life in a 50 ft radius. 

 

Blindness / Deafness 
      

Level 2 

Casting Time 1 Standard action 

Target 1 Creature 

Range 150 ft 

Duration  24 Hours or permanent (see text) 

Defense None 

Saving Throw Constitution Negates 

Spell Components 1 oz of harpy gizzard; eye of newt   
      

 

You meddle in dark arts in order to make one subject deaf or blind. 

 

Blink 
      

Level 3 

Casting Time 1 Standard Action 

Target You 

Range Personal 

Duration  5  Rounds 

Defense None 

Saving Throw None 

Spell Components Eye of the gargoyle  
      

 

You are instantly transported to any visible location within 30 ft. 

Break Enchantment 
      

Level 4 

Casting Time 1 Minute 

Target Up to 5 creatures or objects 

Range 50 ft 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components 8 oz powdered unicorn horn; 5 strands of Nymph hair 
      

 

You free one or more creatures from enchantments, transmutations and 

curses, or one or more objects from a curse. 

 

Breath of Life 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Creature 

Range Touch 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components 1 unicorn horn; a lock of Nymph hair. 
      

 

You breathe life into a creature that is dying or has recently been slain, 

restoring 9d6 points of damage.  The spell is only effective on creatures 

that have not been dead longer than 1 minute. 

 

Bull’s Strength 
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components Tuft of ox tail; 1 strand from the main of a Centaur 
      

 

The affected subject gains an increased might.  The spell grants the subject 

a temporary +4 to Strength, which adds +2 to melee attack and damage 

and a +2 to Strength attribute checks. 

 

Buckler 
      

Level 0 

Casting Time 1 Standard Action 

Target You  

Range Personal 

Duration  5  Minutes 

Defense None 

Saving Throw None 

Spell Components 1 oz of iron; 1 acorn 
      

 

The affected subject gains an increased stamina.  The spell grants the 

subject a temporary +4 to Constitution, which adds 2 temporary hit points 

and a +2 to Constitution attribute checks. 
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Call Lightning 
      

Level 3 

Casting Time 1 Round (1 Move action, see text) 

Target 1 or more creatures 

Range 150 ft 

Duration  5  Rounds 

Defense Target’s Defense 

Saving Throw Dexterity ½   

Spell Components None (cannot be brewed as a potion)  
      

 

Immediately after completing the spell, and for one round thereafter, you 

call down a vertical bolt of lightning that deals 2d8 points of damage.  A 

move action is required to call down each subsequent bolt. 

 

Call Lightning Storm 
      

Level 5 

Casting Time 1 Round (1 Move action, see text) 

Target 1 or more creatures 

Range 150 ft 

Duration  5 Rounds 

Defense Target’s Defense 

Saving Throw Dexterity ½   

Spell Components None (cannot be brewed as a potion)  
      

 

Immediately after completing the spell, and for one round thereafter, you 

call down a vertical bolt of lightning that deals 4d8 points of damage.  A 

move action is required to call down each subsequent bolt. 

 

Calm Animals 
      

Level 1 

Casting Time 1 Standard Action 

Target Up to 5 levels of animals  

Range 50 ft 

Duration  5 Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You sooth agitated animals, rendering them docile.  They remain where 

they are and do not attack.  If the animals have been hurt, they receive a +5 

to their Wisdom save.  The spell if broken if the animals are attacked. 

 

 

 

 

 

 

 

 

Calm Emotions 
      

Level 2 

Casting Time 1 Standard Action 

Target Up to 5 levels of creatures  

Range 50 ft 

Duration  5 Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You sooth the emotions of any creature, rendering them calm.  This sooths 

both fearful and angry emotions, and dampens all other emotions as well.  

Intelligent creatures that are foes may still attack, though to do so they 

must be moved by something other than hot emotions.  If the creatures 

have been hurt, they receive a +5 to their Wisdom save.  The spell if 

broken if the creatures are attacked. 

 

Calm Wind 
      

Level 1 

Casting Time 1 Standard Action 

Target Wind within 500 ft area  

Range 1 Mile 

Duration  5 Hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You decrease the intensity of wind for 1 mile.  You may decrease the wind 

speed by up to 50 miles per hour.  This will negate sever winds (or, if you 

wish, reduce them to strong, moderate or light winds) and will reduce a 

windstorm to severe winds.  It will not affect hurricanes or tornados.  

 

Cat’s Grace 
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components Tuft of cat fur; 1 strand from the main of a Centaur 
      

 

The affected subject becomes more agile.  The spell grants the subject a 

temporary +4 to Dexterity, which adds +2 to ranged and finesse attacks, +2 

to Defense, +2 to Initiative and a +2 to Dexterity attribute checks. 
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Cause Fear 
      

Level 1 

Casting Time 1 Standard Action 

Target Up to 5 levels of creatures  

Range 50 ft 

Duration  1d4 rounds or 1 round (see text) 

Defense None 

Saving Throw Wisdom partial 

Spell Components None (cannot be brewed as a potion) 
      

 

The affected creature becomes frightened.  If the creature succeeded on a 

Wisdom save, they are instead shaken for 1 round. 

 

Charm Animals 
      

Level 1 

Casting Time 1 Standard Action 

Target 1  Animal  

Range 50 ft 

Duration  5 Hours 

Defense None 

Saving Throw Charisma negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You enchant an animal, making it believe that you are its trusted friend 

and ally (the animal has a friendly attitude toward you).  If the animal is 

currently being threatened, or has been attacked by you or one of your 

party it receives a +5 to its Charisma save.  This spell does not allow you 

to control the animal, but it views your words and actions in a favorable 

way.  You can attempt to convey your desires to the animal by gestures 

and by pointing but any commands must be simple, or else they are not 

understood.  The animal will not pursue any harmful activity.  Any action 

by you or your allies that threatens the animal breaks the enchantment. 

 

Charm Monster 
      

Level 3 

Casting Time 1 Standard Action 

Target 1  Living creature  

Range 50 ft 

Duration  5 Hours 

Defense None 

Saving Throw Charisma negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You enchant a creature, making it believe that you are its trusted friend 

and ally (the creature has a friendly attitude toward you).  If the creature is 

currently being threatened, or has been attacked by you or one of your 

party it receives a +5 to its Charisma save.  This spell does not allow you 

to control the creature, but it views your words and actions in a favorable 

way.  You may attempt to give orders to an animal affected by the spell 

(assuming you speak a language that the creature understands), but must 

succeed an opposed Charisma check to do so.  The creature will not pursue 

any obviously harmful or suicidal orders, though may be persuaded that 

some dangerous action is worth doing.  Any action by you or your allies 

that threatens the creature breaks the enchantment. 

Charm Person 
      

Level 2 

Casting Time 1 Standard Action 

Target 1  Humanoid   

Range 50 ft 

Duration  5 Hours 

Defense None 

Saving Throw Charisma negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You enchant a humanoid, making it believe that you are its trusted friend 

and ally (the animal has a friendly attitude toward you).  If the humanoid is 

currently being threatened, or has been attacked by you or one of your 

party it receives a +5 to its Charisma save.  This spell does not allow you 

to control the humanoid, but it views your words and actions in a favorable 

way.  You may attempt to give orders to a humanoid affected by the spell 

(assuming you speak a language it understands), but must succeed an 

opposed Charisma check to do so.  The humanoid will not pursue any 

obviously harmful or suicidal orders, though may be persuaded that some 

dangerous action is worth doing.  Any action by you or your allies that 

threatens the humanoid breaks the enchantment. 

 

Chill Metal 
      

Level 2 

Casting Time 1 Standard Action 

Target Metal equipment of up to 5 creatures , or 5 objects 

Range 50 ft 

Duration  3 Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You make the metal equipment if 5 creatures, or up to 5 objects, become 

intensely cold, dealing 1d4 points of damage per round.  If targeting items 

which are being worn or attended by a creature, the creature is granted a 

Wisdom save to negate the spell.  The equipment must be in direct contact 

with the creature in order to deal damage (e.g. a held or worn item).  

 

Clairvoyance  
      

Level 3 

Casting Time 1 Standard Action 

Target 1  Animal  

Range 500 ft 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an invisible magic sensor that enables you to hear and see 

events in that location as if you were present.  The locale in which the spell 

is placed must be known to you.  The sensor may be detected by means of 

an arcane sight, detect magic, see invisibility or true seeing spell. 
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Color Spray 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 or more creatures  

Range 15 ft Cone 

Duration  Instantaneous (see text) 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

A vivid rainbow array of psychedelic colors shoots forth from your fingers 

in a 15 ft cone causing creatures who fail their Wisdom save to become 

stunned, blinded and/or rendered unconscious.  A first level living creature 

is stunned, blinded and unconscious for 1d4 rounds.  A creature between 2 

and 5 levels are blinded and stunned for 1d2 rounds.  Creatures of more 

than 5 levels are stunned for 1 round. 

 

Command 
      

Level 1 

Casting Time 1 Standard Action 

Target 1  Humanoid  

Range 50 ft 

Duration  1 Round 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You give one humanoid subject a simple command which it attempts to 

fulfill to the best of its ability as quickly as possible.  Possible commands 

include directing it to: approach, drop a carried item, fall prone, flee, halt, 

or attack a creature.  A subject will not follow any command that would 

involve self-inflicted harm, though it will follow commands that put the 

subject in harm’s way.  If the command cannot be fulfilled within 1 round 

the spell automatically fails. 

 

Command Demon 
      

Level 5 

Casting Time 1 Standard Action 

Target 1  Humanoid  

Range 50 ft 

Duration  1 day 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

This spell grants you a degree of control over a demon.  It will not attack 

you for the duration of the spell.  You can give the demon orders but you 

must win an opposed Wisdom check to force it to do anything it would not 

ordinarily do.  Demons will never obey any suicidal or obviously harmful 

commands but winning an opposed Wisdom check forces it do attempt to 

fulfill a dangerous task.  Any action by you or your allies which threatens 

the demon breaks the spell.  If you issue any commands that cannot be 

fulfilled within a day those commands will remain unfulfilled.  

 

Command, Greater 
      

Level 5 

Casting Time 1 Standard Action 

Target Up to 5  humanoids  

Range 50 ft 

Duration  1d4 Rounds 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You give up to 5 humanoid subjects simple commands which they attempt 

to fulfill to the best of their ability as quickly as possible.  Possible 

commands include directing them to: approach, drop carried items, fall 

prone, flee, halt, or attack other creatures.  A subject will not follow any 

command that would involve self-inflicted harm, though it will follow 

commands that put the subject in harm’s way.  If the command cannot be 

fulfilled within the spell duration the command remains unfulfilled.  A 

subject will continue to follow a command until given a new command or 

until the duration of the spell has ended.  Giving a new command requires 

a standard action.   

 

Command Undead 
      

Level 2 

Casting Time 1 Standard Action 

Target Up to 5 levels of undead  

Range 50 ft 

Duration  1 day 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

This spell grants you a degree of control over up to 5 levels of undead 

creatures.  These creatures will not attack you for the duration of the spell.  

You can give the undead orders but you must win an opposed Wisdom 

check to force them to do anything they would not ordinarily do.  Undead 

will never obey any suicidal or obviously harmful commands but winning 

an opposed Wisdom check forces them do attempt to fulfill a dangerous 

task.  Any action by you or your allies which threatens the undead breaks 

the spell.  If you issue any commands that cannot be fulfilled within a day 

those commands will remain unfulfilled.  

 

Comprehend Languages 
      

Level 1 

Casting Time 1 Standard Action 

Target You  

Range Personal 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components 1 oz of demon blood; The ear and tongue of any creature 
      

 

You are capable of understanding, reading, speaking and writing any non-

magical language for the duration of the spell. 
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Cone of Cold 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 or more creatures  

Range 60 ft Cone 

Duration  Instantaneous  

Defense None 

Saving Throw Reflex ½   

Spell Components None (cannot be brewed as a potion) 
      

 

A blistering cold wave shoots forth from your hands in a 60 ft cone, 

dealing 4d8 points of cold damage to all creatures within (a successful 

Dexterity save reduces this damage by ½). 

 

Contagion  
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch 

Duration  Instantaneous 

Defense Creature’s Defense 

Saving Throw Constitution negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You infect the subject with one of the following diseases: blinding 

sickness, bubonic plague, cackle fever, filth fever, leprosy, mindfire, red 

ache, shakes or slimy doom.  The disease is contracted immediately (no 

onset time).  The DC for the save, as well as the spell effects, will be 

determined by the disease that is selected.  See the Mythweaver Dungeon 

Master’s Guide for more information. 

 

Continual Flame 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 object   

Range Touch 

Duration  Permanent  

Defense None 

Saving Throw None 

Spell Components 10 XP; (cannot be brewed as a potion) 
      

 

One object that you touch bursts forth in a heatless flame as bright as a 

torch.  This flame does not consume oxygen.  The flame can be hidden or 

cove red but not quenched or put out (though it may be dispelled).  An 

object with a continual flame spell will continue to shine in darkness, but 

its light will be smothered by a deep darkness spell.  Casting this spell as 

an incantation or a rune requires expending 10 experience points.  The 

spell cannot be cast if it would reduce the caster to a lower level.  

 

 

 

 

Control Plants 
      

Level 4 

Casting Time 1 Standard Action 

Target Up to 10 levels of plants  

Range 50 ft 

Duration  1 Hour 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You may control the actions of up to 10 levels of plant creatures for a short 

duration.  The plants do not attack you.  You may issue verbal commands, 

which are understood by the plant creatures regardless of whether or not 

they understand your language.  Plant creatures obey your commands to 

the best of their ability.  Suicidal or obviously harmful commands are 

ignored.  You must succeed an opposed Wisdom check against intelligent 

plant creatures to get them to do something they would not normally do.  

 

Control Water 
      

Level 4 

Casting Time 1 Standard Action 

Target 1  Humanoid  

Range 500 ft 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You may either raise or lower the depth of water within a 500 ft area.  By 

lowering water, you cause it to dissipate and sink into the ground.  You 

may cause up to 10 ft of water to be lowered in this way.  In large deep 

bodies of water, such as lakes and oceans, this creates a 60 ft wide 

whirlpool that sweeps ships and smaller crafts downward, and prevents 

them prevents them from using their base speed to escape.  By raising 

water you cause the water in up to a 500 ft area to raise up to 10 ft in 

height.  This may also be used in elongated bodies of waters such as rivers 

and streams to cause them to flood, becoming fast moving water, or 

increasing the Dexterity DC to swim in already fast moving water by +10. 

 

Control Weather 
      

Level 5 

Casting Time 1 Hour 

Target 5  Mile area of weather  

Range 5 miles 

Duration  1 Day 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You change the weather in a 5 mile radius, either creating or destroying 

local atmospheric phenomena.  You control the direction and intensity of 

the weather, though not its direct effects.  For example you may create a 

lightning storm but may not determine where the bolts will strike. 
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Control Winds 
      

Level 4 

Casting Time 1 Round 

Target 2,500 ft of wind   

Range 2,500 ft 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You change the wind force in a 2,500 ft area.  You can alter the direction 

and intensity of winds, up to 100 mph.  Thus for instance, you may create 

a small, week hurricane, or cause and “eye” of calm within one. 

 

Courage 
      

Level 0 

Casting Time 1 Standard Action 

Target Up to 5 creatures  

Range 50 ft 

Duration  1 Minute 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You grant up to 5 creatures +1 to Wisdom saves made against fear effects. 

 

Create Food and Water 
      

Level 2 

Casting Time 1 Standard Action 

Target None  

Range 50 ft 

Duration  1 Day (see below) 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create enough simple nourishing food and water to feed 15 humanoid 

creatures or the equivalent of 5 horses.  This food must be eaten the same 

day that it is created otherwise it will spoil.  The water will not spoil. 

 

Creation, Major 
      

Level 5 

Casting Time 10 Minutes 

Target None  

Range 50 ft 

Duration  1 Day  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a mundane, non-magical, non-living object no larger than 5 

cubic feet.  This item may be constructed out of any non-living material.  

Attempts at creating spell components using this method invariable results 

in cursed items (see the Mythweaver Dungeon Master’s Guide for details). 

Creation, Minor 
      

Level 5 

Casting Time 10 Minutes 

Target None  

Range 50 ft 

Duration  1 Hour  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a mundane, non-magical, non-living object no larger than 5 cu 

feet.  The item may be made of wood, iron, steel, stone and/or rope.   

 

Create Undead I-V 
      

Level 1, 2, 3, 4, 5 

Casting Time 1 Standard Action 

Target 1 or more corpses  

Range Touch 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components Corpses, (cannot be brewed as a potion) 
      

 

Your touch infuses corpses with the dark powers of unlife, animating them 

to do your bidding.  Undead under your control follow any command.  The 

type and quantity of creatures capable of being animated depends upon the 

spell level yet however many times this spell is cast you may only control 

a number of levels of undead creatures equal to twice your caster level.  If 

this number is exceeded newly created undead fall under your control 

while undead from previous castings fall outside of your control.   

 

Create Undead I 

You are able to create up to 2 skeletons.  If a desecrate spell is in effect at 

the location of the casting this number is doubled. 

 

Create Undead II 

You are able to create a ghoul, a rotting skeleton, an oclid (or any other CR 

1 undead creature), or up to 5 skeletons.  If a desecrate spell is in effect at 

the location of the casting this number is doubled. 

 

Create Undead III 

You are able to create a ghast or a wight (or other CR 3 undead creature), 

or up to 10 skeletons.  If a desecrate spell is in effect at the location of the 

casting this number is doubled. 

 

Create Undead IV 

You are able to create a shadow, a moldy skeleton, a skeletal champion or 

a wraith (or other CR 5 undead ), or up to 20 skeletons.  If a desecrate 

spell is in effect at the location of the casting this number is doubled. 

 

Create Undead V 

You are able to create a vampire or 2 shambling dead or shriven (or other 

CR 9 undead), or up to 40 skeletons.  If a desecrate spell is in effect at the 

location of the casting this number is doubled. 
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Cure 
      

Level 5 

Casting Time 1 Standard Action 

Target Up to 10 creatures  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cure up to 10 creatures of any natural or magical disease. 

 

Cure Light Wounds 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 5 tears from a Nereid; 1 Chamomile blossom  
      

 

You heal one creature within range of 1d6 points of hit point damage. 

 

Cure Light, Mass 
      

Level 3 

Casting Time 1 Standard Action 

Target Up to 5 creatures  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 1 oz of tears from a Nereid; 12 Chamomile blossoms  
      

 

As cure light wounds but affects up to 5 creatures within range. 

 

Cure Miniscule Wounds 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 1 Chamomile blossom  
      

 

You heal one creature within range of 1 points of hit point damage. 

 

 

 

 

 

Cure Moderate Wounds 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 25 tears from a Nereid; 6 Chamomile blossom  
      

 

You heal one creature within range of 3d6 points of hit point damage. 

 

Cure Moderate Wounds, Mass 
      

Level 4 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 2 oz of tears from a Nereid; 36 Chamomile blossom  
      

 

As cure moderate wounds but affects up to 5 creatures within range. 

 

Cure Serious Wounds 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 1 oz of tears from a Nereid; 12 Chamomile blossom  
      

 

You heal one creature within range of 5d6 points of hit point damage. 

 

Cure Serious Wounds, Mass 
      

Level 5 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components 5 oz of tears from a Nereid; 50 Chamomile blossom  
      

 

As cure serious wounds but affects up to 5 creatures within range. 
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Dancing Lights 
      

Level o 

Casting Time 1 Standard Action 

Target None  

Range 150 ft 

Duration  1 Minute 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create up to 4 hovering heatless flames each of which offer the same 

amount of light as lantern.  These lights may either appear as untethered 

floating flames, or as orbs of light that resemble will-o’-wisps.  The lights 

must stay within 10 ft of each other but otherwise move as you desire (no 

further action is required each turn to direct them).    

 

Darkness 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Object  

Range Touch (20 ft, see text) 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a touched item to radiate a 20 ft aura of arcane darkness.  This 

darkness causes illumination within the area of effect to drop by one step.  

Bright light becomes normal light, normal light becomes dim light, and 

dim light becomes darkness.  Non-magical light sources and lower level 

magical light sources (such as light and dancing lights) do not increase the 

light level within an area affected by darkness.  Darkness can be used to 

counter or dispel any light spell of equal or lower spell level. 

 

Daylight 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Object  

Range Touch (60 ft, see text) 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a touched item to radiate a 60 ft aura of arcane bright light.  The 

spell moreover increases the illumination by one step for an additional 60 

ft, causing normal light to become bright light, dim light to become normal 

light, and darkness to become low-light.  Lower level magical sources of 

arcane darkness (such as darkness) do not decrease the light level within 

an area affected by daylight.  Daylight can be used to counter or dispel any 

light spell of equal or lower spell level.  When an object that has been has 

a daylight spell cast on it is brought into an area of arcane darkness caused 

by a prior deepe darkness spell, the two spells negate each other causing 

the ordinary light condition to obtain. 

Daze 
      

Level o 

Casting Time 1 Standard Action 

Target 1 Humanoid creature of 5 levels or less  

Range 50 ft 

Duration  1 Round 

Defense None 

Saving Throw Wisdom Negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You cloud the mind of a humanoid creature of 5 levels or less, causing it to  

be dazed.  A dazed subject loses the ability to take any actions for one 

round and has a -2 penalty to defense.  This spell has no effect on creatures 

of more than 5 levels.  After a creature has been dazed by this spell it is 

immune to the effects of the spell for 1 minute. 

 

Deep Darkness 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Object  

Range Touch (60 ft, see text) 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a touched item to radiate a 60 ft aura of arcane darkness.  This 

darkness blots out all non-magical light and all lower level light spells 

(such as light and dancing lights) within its area of effect.  Deep darkness 

can be used to counter or dispel any light spell of equal or lower spell 

level.  When an object that has been has a deep darkness spell cast on it is 

brought into an area of bright light caused by a prior daylight spell, the two 

spells negate each other causing the ordinary light condition to obtain. 

 

Deep Slumber 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 or more living creatures within a 10 ft area 

Range 150 ft 

Duration  5 Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause up to 10 levels of creatures within a 10 ft radius to succumb to a 

deep magical slumber.  Creatures with fewer than levels are affected first.  

Among creatures of equal level, those closer to the center of the spell’s 

point of origin are affected first.  If, after lower level creatures are affected, 

the remaining creatures have levels in excess of the spell’s level threshold 

the remaining creatures are unaffected by the spell.  Creatures with more 

than 10 levels are unaffected.  Sleeping creatures are immobilized.  Noise 

will not wake a creature in deep slumber, though slapping or wounding 

them will (this requires a standard action).   
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Delay Poison 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch  

Duration  5 Hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a creature to temporarily be immune to the effects of poison.  

Any poison which the creature is exposed to while under the effects of the 

spell, or which is already in their system, will not affect them until the 

duration of the spell has ended.  This does not counteract any of the effects 

of poison that have already been manifested. 

 

Desecrate 
      

Level 3 

Casting Time 1 Standard action 

Target 60 ft area  

Range 150 ft 

Duration  1 Day 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a 60 ft area of space to be filled with the dark arcane power of 

unlife.  Every undead creature within a desecrated area gains a +5 to saves 

against any turn undead spells, as well as a +1 bonus to attack, damage and 

attribute checks.  An undead creature created in a desecrated area gains an 

additional +1 hit point per level.  A desecrate spell doubles the amount of 

levels of undead creatures that may be created using a create undead spell.    

 

Detect Magic 
      

Level o 

Casting Time 1 Standard Action 

Target Potential magical auras  

Range 60 ft sphere  

Duration  Up to 3 minutes (see text) 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You detect magic auras within the spell’s area of affect.  The amount of 

information you receive depends upon the length of time on concentrates 

on detecting magical auras.  One Minute: you may detect the presence of 

any magical auras within 60.  Two Minutes: the number of different auras 

present.  Three Minutes: the strength and location of each magical aura 

(strength is determined by spell level).  Certain creatures, such as dragons, 

magical beasts, fae, elves, demons and magic users all have magical auras, 

the strength of which depends upon how powerful a caster they are.  A 

detect magic spell will pick up on these auras as well.  A magical aura may 

linger after the destruction of the creature or object that bore it.  A detect 

magic spell can even trace these lingering auras. 

Detect Poison 
      

Level o 

Casting Time 1 Standard Action 

Target Potential poison  

Range 5 ft cube  

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You detect whether or not a creature, object or area has been poisoned or 

contains poison (though the spell does not reveal the type or effects of the 

poison).  The spell will penetrate light barriers, but 3 ft of wood, 1 ft of 

stone, 1 inch of metal, or one thin sheet of lead will block it. 

 

Detect Scrying 
      

Level 4 

Casting Time 1 Standard Action 

Target Potential scrying  

Range 100 ft  circle centered on you  

Duration  1 day 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You immediately become aware of any attempt to observe you by means 

of any spell.  The area of the spell’s effect is centered on you and moves 

with you as you move.  You detect any magical sensors within this area.  If 

the scrying attempt originates from within this area, you become aware of 

this.  Otherwise you and the caster of the scrying (or observation) spell 

make opposed spellcraft checks.  If you succeed to match or beat the other 

caster’s check, you receive a visual image of the caster and his or her 

relative distance from you. 

 

Detect Secret Doors 
      

Level 0 

Casting Time 1 Standard Action 

Target Potential secret doors  

Range 60 ft sphere  

Duration  Up to 3 minutes (see text) 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You detect secret doors, compartments, passages, trap doors and so forth 

within the spell’s area of affect.  The amount of information you receive 

depends upon the length of time on concentrates on detecting secret doors.  

One Minute: you may detect the presence of any secret doors within 60 ft.  

Two Minutes: the number of different secret doors.  Three Minutes: the 

location of each secret door within the spell range.  The spell will penetrate 

light barriers, but 3 ft of wood, 1 ft of stone, 1 inch of metal, or one thin 

sheet of lead will block it. 
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Detect Undead 
      

Level 1 

Casting Time 1 Standard Action 

Target Potential Undead  

Range 60 ft sphere  

Duration  Up to 3 rounds (see text) 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You detect any undead creatures within a 60 ft radius.  The amount of 

information you receive depends upon the length of time on concentrates 

on detecting secret doors.  One round: you may detect the presence of any 

undead within 60 ft.  Two rounds: the number of undead creatures.  Three 

rounds: the location of each undead creature within 60 ft.  The spell will 

penetrate light barriers, but 3 ft of wood, 1 ft of stone, 1 inch of metal, or 

one thin sheet of lead will block it. 

 

Dimension Door 
      

Level 4 

Casting Time 1 Standard Action 

Target You and other touched objects or creatures 

Range 500 ft 

Duration  5  Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You and any objects or creatures that you touch are instantly transported to 

any visible location within the spell’s range.  You arrive exactly at the spot 

desired.  You can bring carried objects up to your max encumbrance load, 

and up to 5 creatures you touch with you (unwilling creatures receive a 

Wisdom save to avoid being transported).  If you arrive at a point in which 

there is a solid object, you and all the creatures traveling with you take 1d6 

points of damage and are instead bounced to the closest open space. 

 

Dimensional Barrier 
      

Level 4 

Casting Time 1 Standard Action 

Target 500 ft circle centered on caster 

Range 500 ft sphere 

Duration  5 hours 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a sphere of energy that poses a barrier to planar travel to or 

from any area within the sphere.  Spells such as blink, dimension door and 

teleport cease to function within the sphere of the spell area.  Creatures 

attempting to use these spells to transport to a location within the sphere 

take 1d6 points of damage and are bounced to the nearest open location 

outside of the spell’s range.  

 

Diminish Plants 
      

Level 3 

Casting Time 1 Standard Action 

Target 500 ft area 

Range 500 ft  

Duration  Instantaneous  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You may cause this spell to do one of two things, either prune the growth 

of plants within the area of the spell’s affect, or cause such plants to 

become stunted and less productive over the course of the next year.  If 

you choose to prune the plants, they shrink to a third of their normal size, 

as if pruned, and become less tangled and bushy.  This spell automatically 

dispels entangle, plant growth and wall of thorns, and turns an otherwise 

barrier of plant growth into mere rough terrain.  If you choose the second 

option, the next harvest will be only a third as productive as normal. 

 

Disguise Self 
      

Level 1 

Casting Time 1 Standard Action 

Target You 

Range Personal 

Duration  1 Hour 

Defense None 

Saving Throw Wisdom save detects illusion 

Spell Components Gnome’s beard; 1 poppy seed 
      

 

You change your appearance and that of your clothing and equipment.  

You may only alter your appearance to that of another creature of your 

own species.  You may alter your height and weight, as it remains within 

range of your species.  This illusion does not alter the sound of your voice.  

Alert or suspicions creatures are allowed a Wisdom save in order to detect 

the illusion for what it is.    

 

Dispel Magic 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Spellcaster, creature, object 

Range 150 ft 

Duration  Instantaneous  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You may end use dispel magic to end one ongoing spell, counter another 

spellcaster’s spell or temporarily suppress the magical properties of an 

enchanted item.  To end an ongoing spell cast dispel magic and make an 

opposed spell craft check against the other caster.  If you succeed that spell 

ends.  You may cast dispel magic to suppress the magical properties of one 

enchanted item for 1d4 rounds.  If the item is attended, the creature 

attending it is allowed a Wisdom save to avoid this.  Using dispel magic to 

dispel a spell as it is being cast works just like coutnerspelling. 
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Disrupting Weapon 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Melee weapon 

Range Touch 

Duration  5 Rounds  

Defense None 

Saving Throw See text  

Spell Components None (cannot be brewed as a potion) 
      

 

You infuse one weapon with arcane energy that disrupts undead.  Any 

undead creature struck with this weapon must make a Constitution save, 

failure of which results in the creature’s immediate destruction.  

 

Dominate Animal 
      

Level 3 

Casting Time 1 Round 

Target 1  Animal  

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Charisma negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You enchant an animal and are able to establish a mental link with it that 

allows you to persuade it to follow simple orders, such as “attack”, “run”, 

“fetch”.  Suicidal or self-destructive commands are ignored.  You may 

issue a new order each round. 

 

Dominate Person 
      

Level 4 

Casting Time 1 Round 

Target 1  Humanoid  

Range 50 ft 

Duration  5 days 

Defense None 

Saving Throw Charisma negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You enchant a humanoid and are able to establish a mental link with them 

that allows you to control their actions.  You may communicate with the 

subject telepathically.  If you share a common language you may issue any 

non-suicidal or self-destructive commands and the creature will attempt to 

carry them out to the best its ability, pursuing it to the exclusion of all 

other activities.  Otherwise you may issue simple orders using gestures to 

convey your desires.  Giving an order is a move action. 

 

 

 

 

 

Doppelganger  
      

Level 5 

Casting Time 1 Standard Action 

Target Self  

Range Personal 

Duration  5 hours 

Defense None 

Saving Throw Intelligence partial (see text) 

Spell Components 1 basilisk pearl; 6 Basilisk Teeth 
      

 

For the duration of this spell you may take on the appearance of any 

creature, real or fictional.  You may revert to your true appearance, or to 

that of another creature, as a move action.  Creatures who are suspicious or 

have reason to doubt the veracity of the illusion are allowed an Intelligence 

save to spot the illusion.  A successful save reveals the illusion for what it 

is, but does not uncover the actual identity of the caster. 

 

Dream 
      

Level 4 

Casting Time 1 Minute (see text) 

Target 1 Living creature  

Range Unlimited 

Duration  See text 

Defense None 

Saving Throw See text  

Spell Components None (cannot be brewed as a potion) 
      

 

You enter a trance-like state which allows you to enter into the dreams of 

another creature to deliver a message, or even to manipulate the dreams of 

that creature directly to convey the message.  While in this translate state 

you are unaware of your bodily surroundings and considered immobilized.  

You may continue to remain in the dream of the subject for as long as that 

subject remains asleep and are not expelled by the subject.  You may end 

the trance at any time as a free action, thus ending the spell.  The creature 

gets an Intelligence save to recognize your intrusion into or manipulation 

of their dream, and, if this save succeeds, a Wisdom save to expel you 

from their dream state.       

 

Eagle’s Splendor  
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components Eagle’s feather; 1 strand from the main of a Centaur 
      

 

The affected subject becomes more charismatic.  The spell grants the 

subject a temporary +4 to Charisma, which adds +2 spell points. 
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Enduring  
      

Level 3 

Casting Time 1 Minute 

Target 1 Spell  

Range 50 ft 

Duration  See Text 

Defense None 

Saving Throw None 

Spell Components 100 XP (cannot be brewed as a potion) 
      

 

You extend either the duration of an incantation, or the number of times a 

rune may be activated before fading away.  To extend the duration of an 

incantation you must expend all of the necessary spell points, as well as 

the requisite experience points, to cast both spells at once.  If you lack the 

requisite spell points to cast both spells at once then it is not possible to 

make the incitation enduring.  If losing the requisite experience points 

would result in a loss of caster levels the enduring spell may not be cast.  

Combine the casting time for both the enduring spell, and the spell that is 

its target.  When the target spell discharges multiply its duration by 50.  An 

identical process is required to make an enduring rune.  Upon completion, 

the rune may be activated 50 times before expiring. 

 

Endure Elements 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch 

Duration  24 hours 

Defense Target’s Defense 

Saving Throw Wisdom negates (harmless) 

Spell Components 1 burning ember; 1 cube of ice 
      

 

A creature protected by an endure elements spell can exist comfortably in 

environments with extreme temperatures (between -50 to 140 degrees 

Fahrenheit.  The spell extends to the creatures’ equipment as well.  It does 

not protect against fire or cold damage nor from environmental hazards. 

 

Enlarge Person 
      

Level 1 

Casting Time 1 Round 

Target 1 Creature  

Range 50 ft 

Duration  5 minutes 

Defense None 

Saving Throw Constitution negates  

Spell Components 1 oz of Pixie dust 
      

 

You enlarge one humanoid, causing them to double in height.  This size 

increase affects the creature’s physical attributes, which in turn affects 

their attack, defense and hit points.  A creature gains +4 to Strength and 

Constitution and -4 to Dexterity.  In addition, one’s hit points and damage 

reduction are adjusted to the new size increment (see Table 1 of the 

Mythweaver Bestiary for details). 

 

Enlarge Person, Mass 
      

Level 4 

Casting Time 1 Round 

Target Up to 10 Creatures  

Range 50 ft 

Duration  5 minutes 

Defense None 

Saving Throw Constitution negates  

Spell Components None (cannot be brewed as a potion) 
      

 

As enlarge person but affects up to 10 creatures. 

 

Entangle 
      

Level 1 

Casting Time 1 Standard Action 

Target Plants in a 40 ft radius 

Range 500 ft 

Duration  5 minutes 

Defense None 

Saving Throw Dexterity partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause grass, weeds, vines and roots to grasp hold of creatures within a 

40 ft radius (and those that enter this area).  Creatures that fail their save 

become entangled.  Entangled creatures can attempt to break free through 

winning an opposed grapple check (against the caster’s arcane attack).  

Creatures that make their save, or break free may move freely, though the 

entire area of the spell affect is treated as rough terrain.  Any creature that 

ends its turn within the area of affect must make a new Dexterity check or 

be entangled.  Any creature entering the area of the spell effect must make 

an immediate Dexterity save or become entangled. 

 

Erase 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Scroll or 2 pages 

Range 50 ft; Touch (see text) 

Duration  Instantaneous  

Defense None 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You erase all writing, whether magical or mundane, on up to 1 scroll or 

two pages from a book (or similar surface).  Mundane writing is erased 

immediately.  Magical writing must be touched to be erased.  To do so, the 

caster must make an opposed spellcraft check against the caster who 

created the writing (if unknown, set the DC of the check to 15 + spell 

level).  Success removes the writing.  Failure means that nothing happens.  
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Expeditious Retreat 
      

Level 1 

Casting Time 1 Standard Action 

Target You 

Range Personal 

Duration  5 Minutes  

Defense None 

Saving Throw None 

Spell Components 1 hind’s foot 
      

 

Your base land speed increases by 30 ft per round.   This increase does not 

apply to flight, climbing or burrowing.   

 

Faerie Fire 
      

Level 1 

Casting Time Creatures or objects within a 10 ft radius  

Target 1 Scroll or 2 pages 

Range 500 ft 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A pale golden light enshrouds creatures within a 10 ft radius.  Outlined 

subjects shine like candles, negating any concealment bonuses gained from 

darkness, dim light or invisibility (faerie fire does not affect darkness).  

 

False Vision 
      

Level 5 

Casting Time 1 Standard Action  

Target 40 ft radius  

Range 500 ft 

Duration  5 Hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a subtle illusion equivalent to major image that causes scrying 

or any other remote viewing spell to see the illusion rather than you.  You 

may determine the visions’ activities as a free action. 

 

Fear 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 or more creatures in a 20 ft radius 

Range 50 ft 

Duration  5 rounds (or 1 round, see text) 

Defense None 

Saving Throw Wisdom partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You surround creatures with a 20 ft circle of terror.  All creatures within 

the circle must make a Wisdom save or be frightened for 5 rounds.  Those 

who make the save are instead shaken for 1 round. 

Feather Fall 
      

Level 1 

Casting Time 1 Immediate Action 

Target Up to 5 medium creatures or 1 large creature  

Range 50 ft 

Duration  1 Minute (or until landing)  

Defense None 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause the affected subjects to fall slowly for the duration of the spell.  

This reduces falling damage to 0 while the spell is in effect.  This spell 

cannot be used to slow flying creatures. 

 

Fireball 
      

Level 3 

Casting Time 1 Standard Action  

Target 1 or more creatures within a 20 ft radius  

Range 500 ft 

Duration  Instantaneous  

Defense None 

Saving Throw Dexterity ½  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a searing explosion of flame that detonates with a roar in a 20 ft 

radius.  All creatures and structural objects within the blast radius receive 

5d6 points of fire damage (a successful Dexterity save reduces this damage 

by ½).  Prior to detonation the flame is but a small pea that floats through 

the air en route to its eventual target.  The flames are hot enough to ignite 

any combustible material in the blast radius, as well as to scorch hair and 

clothing and to melt metals with a low melting point (such as led, gold, 

copper, silver and bronze).  A fireball explodes upon impact with any 

creature or object directly in its path, regardless of its intended targets. 

 

Fire Ember 
      

Level 0 

Casting Time 1 Standard Action  

Target 1 Creature  or object 

Range 100 ft 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

A tiny burning ember shoots from your fingertips towards an intended 

target.  Upon hitting the target it ignites a tiny flame that deals 1d3 points 

of fire damage.  The flame ignites any combustible material it encounters 

but is not hot enough to melt metal. 
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Fireseed 
      

Level 4 

Casting Time 1 Standard Action  

Target 1 Creature or object 

Range 500 ft 

Duration  Instantaneous  

Defense Target’s defense Score 

Saving Throw Dexterity partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a tiny seed-like circle of flame that glides through the air and 

consumes a target in flames.  Upon impact the this fire seed blossoms into 

a raging fire which deals 7d6 points of damage, ignites any combustible 

material, scorches hair and flesh and metals with a low melting point (such 

as led, gold, copper, silver and bronze).  Even non-combustible materials 

are at risk of catching on fire.  A Dexterity check is required to prevent this 

(see page 24 for details).  A fireseed explodes upon impact with any 

creature or object directly in its path, regardless of its intended targets. 

 

Fire Shield 
      

Level 4 

Casting Time 1 Standard Action  

Target You 

Range Personal 

Duration  1 Minute  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You are wreathed in thin tendrils of orange flame which protect you from 

all fire damage and harm those that attack you with natural or melee 

attacks.  Any creature attacking you with a natural or a melee weapon (that 

is not also a reach weapon) takes 1d8 points of fire damage. 

 

Fire Storm 
      

Level 5 

Casting Time 1 Standard Action  

Target 1 or more creatures or objects in 100 ft radius 

Range 150 ft 

Duration  Instantaneous   

Defense None 

Saving Throw Dexterity ½   

Spell Components None (cannot be brewed as a potion) 
      

 

You call down fire from the heavens that consumes creatures and objects 

in its path.  All creatures and structural objects within the radius of the fire 

storm receive 4d8 points of fire damage (a successful Dexterity save 

reduces this damage by ½).  The flames of a fire storm are hot enough to 

ignite any combustible material in the blast radius, as well as to scorch hair 

and clothing and to melt metals with a low melting point (such as led, 

gold, copper, silver and bronze).   

 

 

Flame Blade 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 Weapon or up to 20 pieces of ammunition 

Range Touch 

Duration  5 Minutes   

Defense None 

Saving Throw None    

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue one weapon or up to 20 pieces of ammunition with arcane fire.  

Any creature struck by the weapon receives an additional 1d6 points of fire 

damage.  The fire will ignite combustible materials. 

 

Flaming Sphere 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 or more creatures or objects in 5 ft radius 

Range 150 ft 

Duration  5 rounds   

Defense None 

Saving Throw Dexterity ½   

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 5 ft diameter rolling sphere of fire that moves in whichever 

direction you command it, burning those in its path.  The flaming sphere 

moves at 30 ft per round, and can ascend or jump up to 30 ft to reach a 

target.  The flaming sphere deals 1d8 points of fire damage to any creature 

or object it encounters (a successful Dexterity save reduces this by ½ ) and 

ignites any flammable substances it encounters (though it will not, in and 

of itself, cause a creature or object to catch on fire).  The flaming sphere 

illuminates the same area as a torch would.  The sphere moves whenever 

you direct it (as a move action).  Otherwise it simply stays at rest and 

burns in the location you last directed it. 

 

Flesh to Stone 
      

Level 5 

Casting Time 1 Standard Action  

Target 1 Creature 

Range Touch 

Duration  Instantaneous    

Defense Target’s Defense 

Saving Throw Constitution negates   

Spell Components None (cannot be brewed as a potion) 
      

 

You petrify one creature, turning them into a stone statue.  One subject, 

along with all of their gear, is transferred into a mindless, inert statue made 

of stone.  If any pieces of the statue are damaged or broken, the creature, if 

ever restored back to flesh, will have similar deformities.  Only creatures 

made of flesh may be affected by this spell. 
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Floating Disk  
      

Level 1 

Casting Time 1 Standard Action  

Target None 

Range 50 ft 

Duration  5 Hours    

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You create an invisible 3 ft wide floating disk that follows you about and 

carries your stuff.  This disk holds up to 500 lbs, or up to 2 gallons of 

liquid.  Unless otherwise directed, it follows you at a distance of 5 ft.  The 

disk winks out when the duration of the spell expires, or if the disk ever 

falls outside of the spell’s range. 

 

Fly 
      

Level 4 

Casting Time 1 Standard Action  

Target 1 Creature 

Range Touch 

Duration  1 Hour    

Defense None 

Saving Throw None   

Spell Components 1 Pegasus feather 
      

 

You or one touched creature can fly at a speed of 60 ft (or 40 ft if the 

subject is carrying a medium or heavy load.  Flying is considered a move 

action and the subject may take standard actions as usual.  A flying 

creature may charge.  If the spell ends while the subject is still in flight, the 

creature falls slowly, as if under a feather fall spell. 

 

Fly, Mass 
      

Level 5 

Casting Time 1 Standard Action  

Target Up to 5 creatures 

Range Touch 

Duration  1 Hour    

Defense None 

Saving Throw None   

Spell Components 1 Pegasus feather 
      

 

You and up to four other touched creatures (or up to five creatures besides 

yourself) can fly at a speed of 60 ft (or 40 ft if the subjects are carrying 

medium or heavy loads.  Flying is considered a move action and the 

subjects may take standard actions as usual.  Flying creatures may charge.  

If the spell ends while the subjects are still in flight, the creatures fall 

slowly, as if under a feather fall spell. 

 

 

 

 

Fog Cloud 
      

Level 2 

Casting Time 1 Standard Action  

Target A 20 ft radius by 20 ft high circle 

Range 150 ft 

Duration  1 Hour    

Defense None 

Saving Throw None   

Spell Components 1 Pegasus feather 
      

 

A bank of fog arises from a point which you designate, obscuring all sight 

(including Darkvision) beyond 5 ft.  A creature within 5 ft has partial 

concealment, while creatures further away have total concealment and 

cannot be targeted by ranged attacks.  Strong or moderate wind disperses 

the fog for 1d4 minutes. 

 

Fox’s Cunning 
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components Tuft of fox fur; 1 strand from the main of a Centaur 
      

 

The affected subject becomes more intelligent.  The spell grants the 

subject a temporary +4 to intelligence. 

 

Force Beam  
      

Level 5 

Casting Time 1 Standard Action  

Target 1 or more creatures in a 100 ft line  

Range 100 ft 

Duration  Instantaneous  

Defense Target’s defense Score 

Saving Throw Constitution partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a light blue beam of pure arcane energy that damages and stuns 

those in its path.  All creatures struck by the force beam take 9d6 points of 

damage and must make a Constitution save or be stunned for 1 round. 
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Freedom of Movement 
      

Level 4 

Casting Time 1 Standard Action  

Target 1 Willing creature  

Range Touch 

Duration  1 Hour  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You or another touched creature are able to move and act freely, even if 

under magical effect that would otherwise impede movement.  Attempts at 

grappling subjects under a freedom of movement spell automatically fail, 

and spells and effects that impede movement, such as entangle, paralysis, 

solid fog, slow and web do not affect the subject’s movement. 

 

Gaseous Form 
      

Level 3 

Casting Time 1 Standard Action  

Target 1 Willing creature 

Range Touch 

Duration  10 Minutes  

Defense None 

Saving Throw None 

Spell Components The tears of a Nereid  
      

 

You or a willing creature you touch become insubstantial and translucent.  

All equipment becomes insubstantial.  The subject gains incorporeal traits 

and its arms and armor are no longer effective against material creatures.  

The subject may not cast spells while in gaseous form.  It may fly at a 

speed of 10 ft per round, and may pass through holes and small cracks. 

 

Geas 
      

Level 3 

Casting Time 1 Round  

Target 1 Living creature of 7 levels or less 

Range 50 ft 

Duration  Until discharged (see text) 

Defense None 

Saving Throw Wisdom negates 

Spell Components 1 drop of the target’s blood (cannot be brewed as a potion) 
      

 

You may command one creature of 7 levels or less to carry out one 

service, or refrain from some activity.  You cannot command a creature to 

kill itself, but all other commands must be obeyed, no matter how long it 

takes.  Commands must be specific and capable of being completed by the 

creature subject to the spell.  For each day that the creature avoids, or is 

prevented from accomplishing the task, it takes 2 points of damage to all 

of its attributes.  This damage does not heal normally nor may it be healed 

by magic.  No ability score can be reduced to less than 1 by this effect.  

The ability damage is automatically healed 1 day after the subject resumes 

obeying the command.  Geas may not be dispelled but may be removed by 

a break enchantment or remove curse spell.   

 

Ghoul Touch 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 Living creature  

Range Touch 

Duration  2d4 rounds 

Defense Target’s Defense Score 

Saving Throw Constitution Negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You paralyze one subject who exudes a carrion stench that causes other 

living creatures to become sickened.  All creatures (except you) within 10 

ft of the subject  must make a Constitution save or be sickened for the 

duration of the spell. 

 

Ghost Sounds 
      

Level 0 

Casting Time 1 Standard Action  

Target None 

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You produce figment sounds within a 50 ft radius.  The possible noises 

and sounds you may create with this spell are limited only by a level of 

volume: the noise must not exceed a total volume of about 20 humanoids.    

 

Giant Vermin 
      

Level 4 

Casting Time 1 Standard Action  

Target 1 or more vermin 

Range 50 ft 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components 1 or more vermin (cannot be brewed as a potion) 
      

 

You cause a number of normal sized centipedes, scorpions or spiders to 

change into their giant counterparts (see the Mythweaver Bestiary for 

details).  These creatures will not harm you and you are able to give them 

simple commands, such as “attack,” “defend,” “stop” and so forth.  You 

may only turn one type of vermin into its giant counterpart per casting of 

the spell.  The amount of giant vermin you may transmute using this spell 

depends upon your caster level (see below):  

 

Caster Level Centipedes Scorpions Spiders 
    

9
th

 or Lower 4 2 3 

10th – 13th  6 3 4 

14
th

 – 17
th

  8 4 6 

18th – 19th  10 5 7 

20th or Higher 12 6 8 
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Glitterdust 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 or more creatures or objects within a 10 ft radius 

Range 150 ft 

Duration  5 Minutes  

Defense None 

Saving Throw Wisdom partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

A cloud of golden dust covers everyone and everything within a 10 ft 

radius, out-lining invisible creatures and potentially blinding those within.  

All creatures within the area must make a Wisdom save or be blinded.  The 

creature may make a new saving throw each round. 

 

Globe of Invulnerability  
      

Level 4 

Casting Time 1 Standard Action  

Target 1 or more creatures within a 15 ft radius 

Range 15 ft 

Duration  5 Rounds  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an immobile faintly luminescent magical globe that surrounds 

you and any other creature within 5 ft of you and blocks out any spell that 

is below 4th level (either from within, or outside of the globe).  Such spells 

fail to target creatures.  This excludes any spell that has an area of affect 

for a target, any abilities of magical weapons and items, and any spell that 

is 4th level or higher.  The globe does not in any way inhibit spells that are 

cast within the globe itself.  A globe of invulnerability may be dispelled. 

 

Grease 
      

Level 1 

Casting Time 1 Standard Action  

Target 1 Object or 10 ft square 

Range 50 ft 

Duration  5 Minutes  

Defense None 

Saving Throw See text 

Spell Components None (cannot be brewed as a potion) 
      

 

You cover one object or a 10 ft surface with a layer of slippery grease.  

Any creatures within a 10 ft area at the time of the casting must make a 

Dexterity save or fall prone.  Those entering the area after the spell has 

been case must make a Dexterity save to move at ½ speed through the 

area.  Failure means they make no forward progress.  Failure by 5 or more 

means they fall prone.  If you attempt to cast grease on an item being 

carried by a creature the creature receives a Wisdom save to negate the 

spell.  If the spell succeeds, the item becomes coated with slick grease and 

the creature must make a Dexterity save, otherwise they drop the item.  

This save must be made each turn.  Greasing one’s armor grants a +10 to 

break a grapple.  Grease is considered flammable. 

Guidance 
      

Level 0 

Casting Time 1 Standard Action  

Target 1 Creature 

Range 50 ft 

Duration  1 Minute or until discharged  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You grant one creature a +1 to a single attack roll, attribute check or save. 

 

Gust of Wind 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 or more creatures or objects in a 60 ft cone 

Range 60 ft cone 

Duration  1 Round 

Defense None 

Saving Throw Dexterity partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

An intense blast of wind (approximately 50 mph) erupts from your hands, 

affecting all creatures within a 60 ft cone.  Tiny or small flying creatures 

must make a Dexterity save or be blown back 2d6 × 10 ft and take 1d8 

points of damage.  A successful save allows the creature to fly or move 

against the wind at ½ speed, or away from it at 1½  speed.  Tiny or smaller 

land creatures must make a Dexterity save or be knocked to the ground and 

roll 1d4 × 10 feet and take 1d8 points of damage.  Small creatures must 

succeed a Dexterity save or be knocked prone.  Medium sized and smaller 

creatures must each make a Dexterity save in order to move against the 

wind at ½ speed, or away from it at 1½ speed.  Large creatures are not 

affected by the wind in any way.  All creatures within the cone take a -5 to 

ranged attacks and auditory based Wisdom checks while in the gust.  The 

wind automatically extinguishes all unprotected flames, and has a 50% 

chance of extinguishing lanterns and other protected flames as well. 

 

Hail of Arrows 
      

Level 5 

Casting Time 1 Standard Action  

Target 1 or more creatures within a 500 ft radius 

Range 500 ft 

Duration  Instantaneous  

Defense None 

Saving Throw Dexterity partial (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a volley of 1,000 arrows that lands soars through the air and 

lands on creatures within a 500 ft radius.  All creatures with no form of 

cover receive 2d8 points of damage, though a successful Dexterity save 

reduces this damage by ½.  Creatures with partial cover gain a +2 to this 

save.  Creatures with moderate cover receive a +5 to their save and take no 

damage on a successful save, and only ½ damage if unsuccessful.  

Creatures with full cover take no damage. 
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Hallucinatory Terrain 
      

Level 4 

Casting Time 1 Standard Action  

Target Terrain within 150 cubic ft area 

Range 500 ft 

Duration  5 Hours  

Defense None 

Saving Throw Intelligence negates (disbelief) 

Spell Components None (cannot be brewed as a potion) 
      

 

You make terrain within the area of the spell’s affect look, smell and 

sound like some other sort of natural terrain.  Structures and equipment 

within the terrain are visible, but you may alter their appearance.  The spell 

does not affect creatures within the terrain. 

 

Haste 
      

Level 3 

Casting Time 1 Standard Action  

Target Up to 5 creatures 

Range 50 ft 

Duration  5 Rounds  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You and up to 4 other creatures touched move at an accelerated speed.  

This increased speed has several effects.  First, it increases all of a hasted 

creature’s modes of movement by 30 ft.  Second, it grants subjects a +1 

bonus to attacks, defense and Dexterity checks.  Third, it allows creatures 

holding melee or ranged weapons to take an additional  attack each round 

as part of a full round action.  This attack is made using the creature’s full 

attack bonus (unless other bonuses or penalties apply).  This additional 

attack is not itself and additional standard action and a caster does not get 

to cast two spells per round while subject to a haste spell. 

 

Heat Metal 
      

Level 2 

Casting Time 1 Standard Action 

Target Metal equipment of up to 5 creatures , or 5 objects 

Range 50 ft 

Duration  3 Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You make the metal equipment if 5 creatures, or up to 5 objects, become 

intensely hot, dealing 1d4 points of damage per round.  If targeting items 

which are being worn or attended by a creature, the creature is granted a 

Wisdom save to negate the spell.  The equipment must be in direct contact 

with the creature in order to deal damage (e.g. a held or worn item).  

 

 

 

Helping Hand 
      

Level 3 

Casting Time 1 Standard Action 

Target See Text 

Range 5 Miles 

Duration  5 hours 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a ghostly hand that you can send to help find and bring back 

creatures within 5 miles.  The hand is invisible to all save yourself and the 

creatures you designate.  When you create the hand you may designate up 

to 5 targets, offering a physical description of each, for the hand to go in 

search of.  The hand moves at a speed of 2 miles per hour.  If the hand 

finds any of its subjects it attempts to get them to follow it by making 

gestures (it cannot compel a creature to follow it).  It does this until it has 

found all of its intended targets at which point it returns to the caster.  If 

the hand finds none of its targets, it returns to the caster empty handed.  

The hand is incapable of attacking and may be dispelled. 

 

Hide from Undead 
      

Level 1 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range Touch 

Duration  1 Hour 

Defense None 

Saving Throw Wisdom negates (see text) 

Spell Components 1 lb of carrion; 5 mint leaves 
      

 

You ward up to 5 creatures from detection from undead.  Undead cannot 

use and natural senses except touch to detect creatures subject to this spell 

unless they succeed on an Intelligence save.  If the undead creature has 

reason to believe the living creatures are present, it can attempt to locate 

them by touch.  If any warded creature touches the undead or attacks it in 

any way (by spell or by weapon) the spell ends. 

 

Hideous Laughter  
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You afflict a creature with uncontrollable laughter.  Unless the creature 

succeeds on a Wisdom save, it is overcome with laughter and may take no 

other actions for the duration of the spell (though it retains its defense 

score).  Each round the creature may attempt a new saving throw to end 

the spell.  This spell does not affect creatures with less than 3 points of 

intelligence, who lack any sense of humor. 
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Hold Monster 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 Creature 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

This spell functions like Hold Person except that it affects any creature. 

 

Hold Person 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You paralyze one humanoid.  The creature may not take any actions for 

the duration of the spell.  The creature may attempt a new saving throw 

each round to break free of the spell’s effect. 

 

Hold Portal 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Portal up to 100 ft wide 

Range 150 ft 

Duration  5 Minutes 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You magically hold shut one portal up to 100 ft wide.  The spell functions 

just as if the portal had been locked.  This spell may be dispelled. 

 

Hypnotic Pattern 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 or more creatures within a 10 ft cube 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Charisma negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a twisting pattern of shifting threads of light weaving in and out 

of each other that fascinates those within the area of the spell’s effect.  

This spell functions as Hypnotism except that the number of levels of 

creatures affected by the spell is equal to 2d4 plus your caster level.   

 

Hypnotism 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 or more creatures within a 10 ft cube 

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Charisma negates  

Spell Components None (cannot be brewed as a potion) 
      

 

Your soothing voice and gentle gestures lull creatures into a hypnotic state, 

causing them to become fascinated.  Roll 2d4 to see how many total levels 

of creatures are affected.  Lower level creatures are affected first.  If this 

spell is used in combat each combatant gains a +2 to their Charisma save 

to avoid being fascinated.  While fascinated, the creature reacts as if it 

were friendly toward you.  Most requests and suggestions made by you are 

viewed in a favorable light, though requests that would clearly involve 

potential harm to themselves or their comrades will not be heeded.  After 

the spell has ended, creatures that failed to make their save do not recall 

having been under your spell. 

 

Ice Storm 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 or more creatures within a 60 ft radius  

Range 500 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Dexterity ½  

Spell Components None (cannot be brewed as a potion) 
      

 

You call down immense hailstones that pummel all within the area of the 

spell’s effect, dealing 2d8 points of bludgeoning damage and 1d8 points of 

cold damage.  This damage occurs once, on the first round that the spell is 

cast.  For remaining duration of the spell heavy sleet and snow pour down 

in the area.  This causes all creatures within to suffer a -5 to all sense based 

Wisdom checks, and the entire area is treated as difficult terrain.  The 

ground remains covered with sleet and snow even after the spell ends.  

 

Illusory Wall 
      

Level 4 

Casting Time 1 Standard Action 

Target See text 

Range 50 ft 

Duration  Permanent  

Defense None 

Saving Throw Intelligence negates (disbelief)  

Spell Components None (cannot be brewed as a potion) 
      

 

You create an illusory wall, floor, ceiling or similar surface.  It appears 

absolutely solid but physical objects may pass through it without difficulty. 

Creatures that succeed on an Intelligence save are able to discern that the 

wall is illusory, though they are not able to see through it. 
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Insect Plague 
      

Level 5 

Casting Time 1 Round 

Target See text  

Range 500 ft 

Duration  5 Minutes 

Defense None 

Saving Throw Constitution partial (see text)  

Spell Components None (cannot be brewed as a potion) 
      

 

You summon 4 swarms of spiders or wasps (see the Mythweaver Bestiary 

for details) which are combined into a massive insect plague that takes up 

a 10 ft radius.  While these insects are amassed their total hit points are 

combined, and they deal 2 extra die of damage.  Once the insect plague is 

reduced to half of its hit points it deals only 1 extra die of damage and 

takes up two adjacent 5 ft squares.  Once these are reduced to ¼ of their 

HP, the insect plague becomes a single swarm, dealing ordinary damage.   

 

Invisibility 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Creature or object 

Range Touch 

Duration  5 Minutes 

Defense None 

Saving Throw Wisdom negates (harmless) 

Spell Components 1 ground Imp horn 
      

 

You cause one creature or object touched to become invisible.  Any gear 

and clothing worn by a creature likewise becomes invisible.  Items that are 

dropped or set down by an invisible creature become visible, while objects 

picked up become invisible.  The exception is light sources which always 

remain visible, even if picked up by creature subject to invisibility.  An 

invisible creature has total concealment, granting them a +10 to defense 

and to Dexterity checks made to move silently, and a +25 to checks made 

to hide while standing perfectly still.  If a creature subject to invisibility 

attempts to attack another creature or cast a spell the spell ends. 

 

Invisibility, Greater 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 Creature or object 

Range Touch 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates (harmless) 

Spell Components 2 ground Imp horns 
      

 

This spell functions as Invisibility except that the subject of the spell 

remains invisible even while attacking or casting spells. 

 

 

 

Invisibility Purge 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 or more invisible creatures or objects within a 25 ft radius 

Range 50 ft 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You surround yourself with a magical sphere that makes all invisible 

creatures and objects within the area of affect become visible.  This spell 

does not cancel the effects of invisibility, but merely suppresses them 

while invisible creatures and objects remain in the area of the spell effect. 

 

Invisibility Sphere 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 or more creatures or objects within a 10 ft radius 

Range 20 ft 

Duration  5 Minutes 

Defense None 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

This spell functions as invisibility except that this spell confers invisibility 

to all creatures within 10 ft of the caster at the time of the casting.  The 

sphere emanates from the caster and moves with him or her.  Those 

affected by the spell can see each other normally, but if any affected 

creature leaves the area of spell effect, it becomes visible.  Any creature 

entering the invisibility sphere after the initial casting remains visible.  

Creatures affected by the spell that attack become visible.  If the creature 

that cast the spell attacks or casts a new spell, all creatures become visible. 

 

Irresistible Dance 
      

Level 2 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates (see text) 

Spell Components None (cannot be brewed as a potion) 
      

 

You afflict up to 5 creatures with the irresistible urge to dance.  Unless the 

creatures succeed on a Wisdom save, they are begin to dance a jig and may 

take no other actions for the duration of the spell (though they retain their 

defense scores).  Each round the creature may attempt a new saving throw 

to end the spell.  This spell does not affect creatures with less than 3 points 

of intelligence, who lack rhythm. 
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Jump 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch 

Duration  5 Minutes 

Defense Target’s Defense Score 

Saving Throw Wisdom negates (harmless) 

Spell Components 1 Grasshopper; 2 frog legs 
      

 

You grant one touched subject a temporary +10 to all Dexterity checks, 

and a +20 to all Dexterity checks that involve leaping or springing. 

 

Light 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Object 

Range Touch 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a touched item to glow with the same luminosity as a torch.   

 

Liveoak 
      

Level 5 

Casting Time 1 Hour 

Target 1 Huge oak tree 

Range Touch 

Duration  1 Day 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause one normal healthy, huge oak tree to animate and become a 

forest guardian (see the Mythweaver Bestiary for details).  You can only 

cast this spell on a single tree at a time.  The forest guardian has a friendly 

attitude to you but is not under your control.  Liveoak may be dispelled. 

 

Locate Creature 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 Creature 

Range Unlimited 

Duration  1 Year 

Defense None 

Saving Throw None 

Spell Components 1 drop of the target’s blood (cannot be brewed as a potion) 
      

 

You sense the direction of a specific creature.  You slowly turn around in a 

360 degree circle until you face the direction of your query.  This spell can 

be detected by detect scrying, mislead by false vision and subverted by a 

nondetection spell. 

Locate Object 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Object within 500 ft 

Range 500 ft 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components Mental image  (cannot be brewed as a potion) 
      

 

You sense the direction of a well known or clearly visualized object.  You 

can search for general items in which case you locate the nearest of its 

kind if more than one is in range.  Attempting to find an object requires a 

clear mental image of the item.  If the image is not clear enough the spell 

automatically fails.  You cannot specify a unique item unless you have 

observed that item and have a mental image of it.  This spell may be 

blocked by even a thin sheet of led. 

 

Mage Armor 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature 

Range Touch 

Duration  5 Hours 

Defense Target’s Defense score 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a shimmering iridescent field of arcane force to surround a 

touched subject, granting them a damage reduction 4/—.  This armor has is 

weightless and does not encumber its bearer.  One need not have any 

armor proficiency to wield it, and incorporeal creatures cannot bypass it 

the way they can ordinary armor. 

 

Mage Hand 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Object of up to 5 lbs 

Range 50 ft 

Duration  See text 

Defense None 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause an invisible hand to attempt to pick up and move light items.  

Creatures in the area receive a Wisdom check to notice that items within 

their range of vision are being moved.  If the creature is alert, they gain a 

+5 to this check.  If the target of the spell is an item being attended by a 

creature, the creature gets a +10 to Wisdom checks made to notice that the 

item is being moved.  Mage hand is not very strong, and any successful 

attempt to grab hold of floating items immediately cancels the spell.  The 

spell cannot target items that are held.  Mage hand may also attempt minor 

tasks such as folding paper, tying knots and pressing buttons, though these 

require an arcane attack (the DM determines the DC of the check). 
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Magic Aura 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Object  

Range Touch 

Duration  5 Days 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You may either mask or alter the aura of an enchanted item or give a false 

magic aura to a mundane item.  A detect magic spell will not register any 

masked magical auras and detects altered auras.  A successful spellcraft 

check identifies the true properties of the item.  Exceptionally strong 

magical auras, such as those of artifacts, are unaffected by magic aura. 

 

Magic Dart 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Piece of ammunition   

Range Touch 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue one dart with magic, rendering it a magic weapon and granting 

it a +1 to attack and damage.  This spell affects any piece of ammunition. 

 

Magic Missile  
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 150 ft 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A dart of arcane force shoots from your palm at a creature, automatically 

dealing 1d4 +1 damage.  The missile is unerring, so long as the target does 

not have total cover, and overcomes any form of damage reduction. 

 

Magic Weapon 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Piece of ammunition   

Range Touch 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You imbue one weapon with magic, rendering it magical and granting it a 

+1 to attack and damage.  This spell affects any weapon. 

Major Image 
      

Level 3 

Casting Time 1 Standard Action 

Target See text   

Range 500 ft 

Duration  See text 

Defense None 

Saving Throw Intelligence negates (disbelief) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an illusion of a creature, object or force that is not only visible, 

but audible, and capable of being touched and smelled.  The size of the 

illusion cannot be larger than 50 cubic feet.  The illusion lasts for as long 

as you concentrate on it, or until it is struck by a weapon or spell, in which 

case it evaporates.  Maintaining the illusion requires a standard action. 

 

Make Whole 
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Object or structure of up to 1,000 cubic feet   

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

This spell functions as mending except that you restore 9d6 hit points to a 

damaged or broken object.  Make whole may be used to restore constructs 

and destroyed magical weapons (restoring their properties). 

 

Meld into Stone 
      

Level 3 

Casting Time 1 Standard Action 

Target You   

Range Personal 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You and any carried possessions meld into a block of stone.  The stone 

must be large enough for your entire body to fit within it.  While within the 

stone you remain conscious though blind.  You are still able to here events 

in the area from which you originally came.  You may cast spells that have 

you as their target while in the stone.  If the stone sustains any major 

damage or is transmuted in some way by a spell, you are immediately 

expelled from it and sustain 5d6 points of damage.  You may voluntarily 

leave the stone at any time.  If you have not done so before the duration of 

the spell has ended, you are violently expelled and land prone. 
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Mending 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Object or structure of up to 5 cubic feet   

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You are able to make minor repairs to objects, restoring 1d4 hit points.  If 

an item is broken, it becomes merely damaged if mending restores the 

object to at least half of its base hit points.  All of the pieces of an object 

must be present in order to mend it.  Mending can restore damage done to 

magical items but will not restore the magical properties of the item if the 

item has been destroyed.  Mending has no effect on warped items. 

 

 

Message 
      

Level 0 

Casting Time 1 Standard Action 

Target Up to 5 creatures   

Range 150 ft 

Duration  1 Hour 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You can whisper messages and hear messages of up to 5 willing creatures 

at a distance.  Each creature must be within the range of the spell.  Those 

nearby can hear the message if they make a DC 25 Wisdom check.   

 

Mirror Image 
      

Level 3 

Casting Time 1 Standard Action 

Target You 

Range Personal 

Duration  5 Minutes 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create 1d6 illusory doubles of yourself that inhabit your square and 

make it difficult for enemies to target and attack you.  These images mirror 

your actions, movements and sounds exactly.  Whenever you are attacked 

or are the target of a spell (other than an area of effect spell), there is a 

chance that the attack targets one of your doubles instead.  If the attack hits 

roll a die to randomly determine whether or not the attack hits you or one 

of your doubles.  If the illusory double is struck it immediately disappears.  

Area of effects spells damage you normally but do not affect your mirror 

images.  The attacker must be able to see the doubles for the spell to work. 

 

 

Mislead 
      

Level 5 

Casting Time 1 Standard Action 

Target You 

Range 50 ft 

Duration  See text 

Defense None 

Saving Throw Intelligence negates (disbelief) 

Spell Components None (cannot be brewed as a potion) 
      

 

You become invisible (as greater invisibility) while at the same time an 

illusory (as major image) double of you appears within 50 ft.  The double 

appears within the range of the spell but then moves where you direct it, 

even if this leads the double out of the initial spell range.  Directing the 

double requires a move action.  When you initially cast the spell you may 

superimpose the double over your body while you become invisible, and 

then move away from the illusion.  The illusion lasts for as long as you 

concentrate on the spell, and for 5 rounds thereafter. 

 

Mist 
      

Level 0 

Casting Time 1 Standard Action 

Target 5 ft area 

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 5 ft cloud of mist that grants you partial concealment.  Strong 

or moderate winds cause the mist to disperse.  

 

Modify Memory 
      

Level 4 

Casting Time 1 Round; 5 minutes (see text) 

Target 1 Living creature 

Range 50 ft 

Duration  Permanent  

Defense None 

Saving Throw Charisma negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You temporarily hypnotize a subject, modifying up to 5 minutes of his or 

her memory.  You may erase memory of any or all events within the last 5 

minutes (though this does not negate the effects of geas or suggestion).  In 

addition, you may use this spell to enable a creature to recall with perfect 

clarity an event that it actually experienced.  Further, you may use this 

spell to change the details of a memory.  Finally, you may use this spell to 

implant a memory of an event that never occurred.  It takes a full round to 

initiate this spell, and, if the subject does not make their saving throw, 

another 5 minutes afterward to modify the memory. 
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Mount 
      

Level 1 

Casting Time 1 Standard Action 

Target See Text 

Range 50 ft 

Duration  1 Day  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You summon a horse to serve as your mount.  The horse comes with a 

riding saddle and a bit and bridle and serves you willingly. 

 

Neutralize Poison 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Living creature  

Range Touch 

Duration  Instantaneous  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You neutralize poison within touched a creature.  This does not reverse 

any effects contracted by the poison, but prevents further effects. 

 

Nightmare 
      

Level 4 

Casting Time 1 Minute (see text) 

Target 1 Living creature  

Range Unlimited 

Duration  See text 

Defense None 

Saving Throw See text  

Spell Components None (cannot be brewed as a potion) 
      

 

You enter a trance-like state which allows you to enter into and manipulate 

the dreams of that creature, creating horrible nightmares that prevents 

sound sleep and deals 1d6 Wisdom damage.  The creature gets an 

Intelligence save to recognize your intrusion into or manipulation of their 

dream and avoid the Wisdom damage.   If this save succeeds, a Wisdom 

save allows the target to expel you from their dream state and sleep sound. 

 

Nondetection  
      

Level 3 

Casting Time 1 Standard action 

Target 1 Living creature or object 

Range Touch 

Duration  1 Day 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You ward a creature or objection from detection from any scrying or 

remote viewing spell for the duration of the spell. 

Obscure Object 
      

Level 2 

Casting Time 1 Standard action 

Target 1 Object of up to 500 lbs 

Range Touch 

Duration  1 Day 

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You ward one object from detection from any scrying or remote viewing 

spell for the duration of the spell. 

 

Obscuring Mist 
      

Level 2 

Casting Time 1 Standard Action  

Target A 20 ft radius by 20 ft high circle 

Range 20 ft 

Duration  5 Minutes   

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a misty vapor to arise, obscuring sight (including Darkvision) 

beyond 5 ft.  All creatures within 5 ft have partial concealment, while 

creatures further away have total concealment and cannot be targeted by 

ranged attacks.  Strong or moderate wind disperses the mist. 

 

Open / Close 
      

Level 0 

Casting Time 1 Standard Action  

Target Object of up to 25 lbs or light portals 

Range 50 ft 

Duration  Instantaneous  

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You cause unlocked, unstuck light objects such as chests, compartments, 

drawers and doors weighing under 25 lbs to open or close. 

 

Owl’s Wisdom 
      

Level 2 

Casting Time 10 Minutes 

Target 1 Creature  

Range Touch 

Duration  5  Minutes 

Defense None 

Saving Throw Wisdom negates 

Spell Components 1 Owl feather; 1 strand from the main of a Centaur 
      

 

The affected subject becomes much wiser.  The spell grants the subject a 

temporary +4 to Wisdom. 
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Passwall  
      

Level 5 

Casting Time 1 Standard action 

Target 1 Wall, floor ceiling or barrier  

Range Touch 

Duration  5  Hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 5ft wide by 5ft tall, 25 ft deep temporary passage through any 

barrier other than a wall of force.  Multiple castings of Passwall can be 

used to link passages into a continuous tunnel.  

 

Permanency  
      

Level 5 

Casting Time 1 Minute 

Target 1 Spell  

Range 50 ft 

Duration  Permanent  

Defense None 

Saving Throw None 

Spell Components 250 XP per spell level (cannot be brewed as a potion) 
      

 

You may either make the duration of one incationation permanent, or 

make one rune permanent.  To make an incantation permanent you must 

expend all of the necessary spell points, as well as the requisite experience 

points, to cast both spells at once.  If you lack the requisite spell points to 

cast both spells at once then it is not possible to make the incitation 

permanent.  If losing the requisite experience points would result in a loss 

of caster levels the permanency spell may not be cast.  Combine the 

casting time for both the permanency spell, and the spell that is its target.  

The process required to make a rune permanent is very much the same.  

Upon completion, the rune may be activated any number of times without 

expiring.  Permanency may be dispelled. 

 

Persistent Image 
      

Level 4 

Casting Time 1 Standard Action 

Target See text   

Range 500 ft 

Duration  Permanent  

Defense None 

Saving Throw Intelligence negates (disbelief) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an illusion of a creature, object or force that is not only visible, 

but audible, and capable of being touched and smelled.  The size of the 

illusion cannot be larger than 100 cubic feet.  The illusion is permanent, 

but remains static unless actively animated.  Animating and controlling the 

image requires a move action. 

 

 

 

Phantasmal Horror 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 Living creature   

Range 150 ft 

Duration  Instantaneous   

Defense None 

Saving Throw Intelligence (disbelief); Constitution partial 

Spell Components None (cannot be brewed as a potion) 
      

 

You tap the psyche of a subject and from it creates an illusion of the most 

frightening creature imaginable to the subject.  The illusion proceeds to 

attack the subject.  The subject receives an Intelligence save to recognize 

the illusion for what it is.  If the subject fails this save, they must make a 

Wisdom save.  A successful save means the subject takes 1d8 points of 

damage.  Failure means the subject takes 3d8 points of damage and loses 

all sanity, curls into a fetal state and begins screaming and muttering for 

1d4 hours.  Failure by 5 or means the subject instantly dies of fear. 

 

Plague 
      

Level 5 

Casting Time 1 Standard Action 

Target Up to 10 living creatures  

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw Constitution negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You infect as many as 10 living creatures with one of the following 

diseases: blinding sickness, bubonic plague, cackle fever, filth fever, 

leprosy, mindfire, red ache, shakes or slimy doom.  The disease is 

contracted immediately (no onset time).  The DC for the save, as well as 

the spell effects, will be determined by the disease that is selected.  See the 

Mythweaver Dungeon Master’s Guide for more information. 

 

Planar Seal  
      

Level 5 

Casting Time 1 Standard Action 

Target 1 Dimensional gate or a 500 cubic ft area  

Range 500 ft 

Duration  1 Month 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a sphere of energy that acts as a barrier to planar travel to or 

from any area within the sphere, or that seals a known dimensional gate.  

Spells such as blink, dimension door and teleport cease to function within 

the sphere of the spell area.  Creatures attempting to use these spells to 

transport to a location within the sphere take 1d6 points of damage and are 

bounced to the nearest open location outside of the spell’s range.  Those 

attempting to travel through a dimensional gate find their entry barred. 

 



 

 

70 
 

Plant Growth 
      

Level 3 

Casting Time 1 Standard Action 

Target 500 ft area 

Range 500 ft  

Duration  Instantaneous  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You may cause this spell to do one of two things, either you increase the 

density of plants within the area of the spell’s affect, or cause such plants 

to become enriched and more productive over the course of the next year.  

If you choose to increase the density of the plants, they grow to become a 

thick overgrown mass that reduces speed in the area to 5 ft (or 10 ft for 

large or larger creatures).  This spell automatically dispels diminish plants.  

If you choose the second option, the next harvest will be two thirds more 

productive than it normally is. 

 

Prestidigitation 
      

Level o 

Casting Time 1 Standard Action 

Target See text   

Range 10 ft 

Duration  1 Hour  

Defense None 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You are able to perform minor magical tricks for 1 hour.  The nature of 

these tricks may vary from causing a broom to sweep itself, seasoning a 

meal with conjured ingredients, performing minor stage illusions and other 

such rudimentary tricks. 

 

Protection from Arrows 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature 

Range Touch 

Duration  5 Hours (or until discharged)  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause one touched creature to be shielded from missile attacks.  Darts, 

arrows, bolts and other ranged weapons impact harmlessly against the 

magic barrier.  Once the barrier has sustained 50 points of damage, the 

spell is discharged. 

 

 

 

 

 

 

Protection from Energy 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Creature 

Range Touch 

Duration  1 Hour (or until discharged)  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause one touched creature to be shielded from a specified type of 

energy.  Energy of the type specified is harmlessly absorbed by the magic 

barrier.  Once the barrier has sustained 75 points of damage, the spell is 

discharged. 

 

Prying Eyes 
      

Level 5 

Casting Time 1 Minute 

Target See Text 

Range 1 Mile 

Duration  5 Hours  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create up to 2d6 tiny semi-translucent floating eyes to scout for you.  

These eyes are miniscule constructs that fly up to 60 ft a round and allow 

you to see everything that they see.  A standard action is required each 

round that the spell is in effect in order for you to concentrate on all of the 

visual stimuli you are receiving from the floating eyes.  A DC 20 Wisdom 

check is needed for others to spot one of these floating eyes.  Each eye has 

1 hit point and a defense of 20. 

 

Purify Food and Drink 
      

Level 0 

Casting Time 1 Standard Action 

Target Up to 5 cubic feet of contaminated food and water 

Range 10 ft 

Duration  Instantaneous   

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause spoiled, rotten, diseased, poisoned or otherwise contaminated 

food and water to be purified. 
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Pyrotechnics  
      

Level 2 

Casting Time 1 Standard action 

Target 1 Fire source up to a 20 ft cube 

Range 500 ft 

Duration  1d4 +1 Rounds  

Defense None 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You turn a regular fire either into a blinding display of fireworks, or into a 

thick cloud of choking smoke.  If fireworks are chosen, the fire suddenly 

explodes with a dazzling array of lights that blind all creatures within 120 

ft for 1d4 +1 rounds (Wisdom negates).  If smoke is chosen the fire begins 

to billow smoke that spreads 20 ft in all directions and lasts for 1d4 +1 

rounds, blocking all sight and causing those within to cough and choke, 

temporarily imposing on them a -4 penalty to Strength and Dexterity (a 

Constitution save allows the subject to avoid these penaliteis). Non-

magical fires with and area smaller than 5 ft are extinguished by this spell. 

 

Quell Storm 
      

Level 5 

Casting Time 1 Standard Action 

Target Storms within 50 Miles  

Range 50 Miles 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You instantly end any and all storms, whether magical or mundane, within 

a 50 mile radius.  Any rain, hail or snow within the atmosphere instantly 

evaporates and winds to reduce to mild.  

 

Quench 
      

Level 3 

Casting Time 1 Standard Action 

Target 100 cubic feet or one fire based magic item  

Range 150 ft 

Duration  Instantaneous  

Defense None 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You either put out all non-magical fires within 100 cubic feet or you douse 

the flames of one magical item for 1d4 hours.  If putting out fires in a 

general area you may also make a spellcraft check to attempt to dispel any 

fire based spells in effect within the area. 

 

 

 

 

 

 

Rainbow Pattern  
      

Level 4 

Casting Time 1 Standard Action 

Target Creatures within a 20 ft radius   

Range 150 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Charisma negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a hypnotic array of glowing rainbow patterns that fascinates 

creatures within a 20 ft radius.  This spell functions like Hypnotic pattern 

except that it fascinates all creatures within the spell area. 

 

Ray of Frost 
      

Level 0 

Casting Time 1 Standard Action 

Target 1 Creature   

Range 50 ft 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A freezing ray of ice shoots from your fingertips, dealing 1d3 points of 

damage to all creatures in its path..  

 

Reduce Person 
      

Level 1 

Casting Time 1 Round 

Target 1 Humanoid ceature  

Range 50 ft 

Duration  5 minutes 

Defense None 

Saving Throw Constitution negates  

Spell Components 1 oz of Pixie dust 
      

 

You reduce one humanoid, causing them to shrink to half their height.  

This size increase affects the creature’s physical attributes, which in turn 

affects their attack, defense and hit points.  A creature gains -4 to Strength 

and Constitution and +4 to Dexterity.  In addition, one’s hit points and 

damage reduction are adjusted to the new size increment (see Table 1 of 

the Mythweaver Bestiary for details). 
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Reduce Person, Mass 
      

Level 4 

Casting Time 1 Round 

Target Up to 10 humanoid creatures  

Range 50 ft 

Duration  5 minutes 

Defense None 

Saving Throw Constitution negates  

Spell Components 1 oz of Pixie dust 
      

 

You reduce up to 10 humanoid creatures, causing them to shrink to half 

their height.  This size increase affects the creatures physical attributes, 

which in turn affects their attack, defense and hit points.  Creatures 

affected gain -4 to Strength and Constitution and +4 to Dexterity.  In 

addition, their hit points and damage reduction are adjusted to the new size 

increment (see Table 1 of the Mythweaver Bestiary for details). 

 

Regenerate  
      

Level 5 

Casting Time 1 Minute 

Target 1 Creature  

Range Touch 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw Constitution negates (harmless) 

Spell Components 1 Unicorn Horn or 1 Balor Horn 
      

 

You cause any severed body members or broken bones of a (still) living 

creature to immediately be restored.  In addition the subject heals any hit 

point damage directly associated with the severed parts or broken bones.   

 

Remove Blindness / Deafness  
      

Level 3 

Casting Time 1 Standard Action 

Target Creature Touched  

Range Touch 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw Constitution negates  (harmless) 

Spell Components Loch of Nymph’s hair 
      

 

You cause the sight of one person blinded by magical or mundane means 

to be restored.  This spell cannot be used to restore sight to any creature 

whose eyes have been removed, though it does restore optic damage.  

 

 

 

 

 

 

Remove Curse  
      

Level 3 

Casting Time 1 Standard Action 

Target Creature Touched  

Range Touch 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw Wisdom negates  (harmless) 

Spell Components Loch of Nymph’s hair 
      

 

You free one creature or object from a magical curse. 

 

Remove Disease  
      

Level 3 

Casting Time 1 Standard Action 

Target Creature Touched  

Range Touch 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw Constitution negates  (harmless) 

Spell Components Loch of Nymph’s hair 
      

 

You cure one creature of all diseases currently afflicting it.  This does not 

prevent the creature from contracting any future disease.   

 

Remove Paralysis 
      

Level 2 

Casting Time 1 Standard Action 

Target Creature Touched  

Range Touch 

Duration  Instantaneous  

Defense Target’s Defense 

Saving Throw Constitution negates  (harmless) 

Spell Components 1 oz of Pixie dust 
      

 

You release one subject from the effects of paralysis. 

 

Repel Vermin 
      

Level 4 

Casting Time 1 Standard Action 

Target Vermin within 10 ft  

Range 10 ft emanation centered on you 

Duration  1 Hour  

Defense Target’s Defense 

Saving Throw See Text 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause nearby vermin to stay 10 ft away from you.  Any vermin with 

monster levels fewer than ½ of your caster level are immediately repelled.  

Vermin with monster levels ½ or more of your caster level may enter the 

barrier on a successful Wisdom save, but doing so immediately causes 2d6 

points of damage. 

 



 

 

73 
 

Resilient Sphere 
      

Level 4 

Casting Time 1 Standard Action 

Target 5 ft are centered on a creature  

Range 50 ft 

Duration  10 Minutes  

Defense None 

Saving Throw Wisdom negates  (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

You surround a creature with a shimmering pearlescent sphere of force 

that protects the creature from all magical and mundane attacks but 

prevents it from moving.  The sphere acts as wall of force (though it may 

be dispelled).  A creature within may not pass through the sphere but may 

still escape by teleporting, blinking or using dimension door.  

 

Resist Energy 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch 

Duration  1 Hour  

Defense Target’s Defense 

Saving Throw Wisdom negates (harmless) 

Spell Components 1 dragon scale and 1 oz demon blood 
      

 

You cause a creature to ignore the first 5 points of damage to any specified 

energy type.  The energy type must be specified before the time of casting. 

 

Restoration Lesser  
      

Level 2 

Casting Time 1 Minute 

Target 1 Creature  

Range Touch 

Duration  Instantaneous   

Defense Target’s Defense 

Saving Throw Constitution negates (harmless) 

Spell Components 1 oz of ground unicorn horn 
      

 

You dispel any magical effect reducing one of a creature’s ability scores, 

or cure the creature of 1d4 points of ability damage. 

 

Restoration  
      

Level 2 

Casting Time 1 Minute 

Target 1 Creature  

Range Touch 

Duration  Instantaneous   

Defense Target’s Defense 

Saving Throw Constitution negates (harmless) 

Spell Components 1 oz of ground unicorn horn 
      

 

You dispel all magical effects reducing a creature’s ability scores, or cure 

the creature of all ability damage.  You also cure insanity. 

Rusting Grasp 
      

Level 4 

Casting Time 1 Standard Action 

Target 1 Metal creature, structure or object  

Range Touch 

Duration  1 Hour  

Defense Target’s Defense 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

Your touch deals 15d6 points of damage to metal creatures, structures or 

objects.  This damage is halved for magical items 

 

Sanctuary 
      

Level 1 

Casting Time 1 Standard Action 

Target 1 Creature  

Range Touch 

Duration  5 Rounds  

Defense Target’s Defense 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

You ward one creature from attack.  Any opponent attempting to attack the 

creature, even with a targeted spell, must first succeed a wisdom save.  

Failure means the opponent loses that part of the action.  The warded 

creature is still subject to damage from area of affect spells.  If the warded 

creature attacks the sanctuary spell ends. 

 

Scorching Ray 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 50 ft 

Duration  Instantaneous   

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

A searing ray of molten fire flies from your palms towards a target, dealing 

3d6 points of damage. 

 

Scrying 
      

Level 3 

Casting Time 1 Hour 

Target 1 Creature  

Range Unlimited  

Duration  1 Hour 

Defense None 

Saving Throw Wisdom negates 

Spell Components 1 drop of target’s blood (cannot be brewed as a potion) 
      

 

You can observe a creature at any distance.  You receive full visual and 

auditory sensory input for the duration of the spell. 
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Searing Light 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 Creature  

Range 150 ft Ray 

Duration  Instantaneous   

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You project a blast of radiant white energy from your palm.  This ray deals 

3d6 points of damage to any living creature and 6d6 against undead. 

 

Sending 
      

Level 4 

Casting Time 10 Minutes 

Target 1 Creature  

Range Unlimited 

Duration  1 Round 

Defense None 

Saving Throw None 

Spell Components 1 item formerly belonging to the target 
      

 

You send a short message (of 25 words or less) to a creature anywhere in 

the world.  If the message is communicated in a language that the creature 

is familiar with then it will not comprehend it.  The creature may respond 

to the sending with a short reply (of 25 words or less). 

 

Shatter  
      

Level 2 

Casting Time 1 Standard action 

Target 1 or more solid or crystalline objects  

Range 60 ft cone 

Duration  Instantaneous   

Defense None 

Saving Throw Wisdom negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You emit a high frequency cry that either shatters all brittle and crystalline 

objects within the spell range, or which sunders one non-magical item.  If 

used as an area attack all non-magical objects within 60 feet weighing 10 

lbs or less that are composed of a brittle substance such as crystal, glass, 

ceramic, are shattered.  Brittle objects within the spell area weighing more 

than 10 lbs instead take 1d8 points of damage.  Alternatively this spell may 

be used to target a single solid non-magical object (not a creature) within 

the spell area.  If the object weighs 100 lbs or less it shatters.  Otherwise it 

takes 3d6 points of damage.  If the object is being attended the creature 

attending it receives a Wisdom save to attempt to negate the spell. 

 

 

 

Shifting Target 
      

Level 0 

Casting Time 1 Standard action 

Target Up to 5 creatures  

Range 60 ft  

Duration  1 Round   

Defense None 

Saving Throw Wisdom negates (harmless) 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause up to 5 creatures to shift and waver, granting these creatures a 

+1 to Defense to all creatures taken in by the illusion. 

 

Shield 
      

Level 1 

Casting Time 1 Standard action 

Target You  

Range Personal 

Duration  10 Minutes  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create an invisible shield of force that hovers just in front of you and 

follow you wherever you go, granting you a +4 to Defense and blocks 

magic missile attacks.  This bonus applies to incorporeal attacks.   

 

Shocking Grasp 
      

Level 1 

Casting Time 1 Standard action 

Target 1 Creature  

Range Touch 

Duration  Instantaneous   

Defense Target’s Defense 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

Your touch conducts an electric charge to another creature, dealing 1d6 

points of electric damage.  This damage is not reduced by any damage 

reduction.  In addition, if the target is wearing or carrying any metal items, 

the caster gains a +5 to their arcane attack. 
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Shout 
      

Level 4 

Casting Time 1 Standard action 

Target 1 or more solid or crystalline objects  

Range 60 ft cone 

Duration  Instantaneous   

Defense None 

Saving Throw Constitution Partial 

Spell Components None (cannot be brewed as a potion) 
      

 

You emit a piercing wail that deafens and damages creatures and objects in 

its path.  All creatures within the area of the spell are deafened for 2d6 

rounds and receive 2d8 points of damage.  Creatures that succeed on a 

Constitution save are instead deafened for 1 round and receive 1d8 points 

of damage.  All non-magical objects within the spell area weighing 10 lbs 

or less that are composed of a brittle substance such as crystal, glass, 

ceramic, are shattered.  Brittle objects within the spell area weighing more 

than 10 lbs instead take 2d8 points of damage.   

 

Silence 
      

Level 2 

Casting Time 1 Round 

Target 20 ft area  

Range 500 ft 

Duration  1 Minute   

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 20 ft area of complete silence centered on a specific point.  

No noise penetrates this area.  Incantations and rituals that require spoken 

words will not function within the area of the spell’s effect.         

 

Silent Image 
      

Level 1 

Casting Time 1 Round 

Target 1 or more creatures  

Range 500 ft 

Duration  See Text   

Defense None 

Saving Throw Wisdom negates (disbelief) 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a visual illusion of an object, creature or force visualized by 

you.  This illusion is visual only and does not affect any other sense.  You 

may move the illusion as one would a puppet within the area of the spell 

effect.  Doing so requires your full attention and you may not take any 

other actions while concentrating on animating the silent image.  The spell 

lasts as long as you continue to concentrate on animating it.          

 

 

 

Sleep 
      

Level 1 

Casting Time 1 Round 

Target 1 or more creatures within a 10 ft area 

Range 150 ft 

Duration  10 minutes   

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause up to 5 levels of living creatures to fall into a magical slumber.  

Creatures with the fewest levels are affected first.  Sleeping creatures are 

considered XXXX.  Slapping or wounding a creature awakens it, though 

loud noise will not.  Awakening a sleeping creature is a standard action.          

 

Sleet Storm 
      

Level 3 

Casting Time 1 Standard Action 

Target 1 or more creatures within a 60 ft radius  

Range 500 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Dexterity partial (see text)  

Spell Components None (cannot be brewed as a potion) 
      

 

You call down a blinding, deafening hail of sleet which disrupts movement 

within 60 ft.  Creatures are considered blind and deaf while they remain 

within the storm.  Creatures within the storm cannot move unless they 

succeed a Dexterity save, in which case their base movement is reduced to 

½ speed.  Even after the spell ends and the entire area of the spell effect 

remains icy and is treated as difficult terrain.  

 

Slow 
      

Level 3 

Casting Time 1 Standard Action 

Target Up to 5 creatures  

Range 50 ft 

Duration  5 Rounds 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause up to 5 creatures to move and attack at a slowed rate.  Creatures 

affected by the spell can take only a move or a standard action each turn, 

but not both.  Affected creatures also take a -1 penalty to attack, defense 

and Dexterity attribute checks, and moves at ½ speed. 
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Snare 
      

Level 3 

Casting Time 1 Round 

Target Non-magical rope or vine 

Range Touch 

Duration  Until triggered or broken 

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a bit of rope or a vine to act as a magical snare that affects a 10 

ft area.  The snare blends in with its surroundings and is difficult to spot (a 

Wisdom check is needed in order to spot the snare).  The snare is triggered 

when a creature enters the 10 ft area and automatically loops and contracts 

around one or more of the limbs of the creature. 

 

Soften Earth and Stone 
      

Level 2 

Casting Time 1 Standard Action 

Target 10 ft area of earth or stone up to 4 ft deep  

Range 50 ft 

Duration  Instantaneous  

Defense None 

Saving Throw See text  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a 10 ft area of earth to become thick mud, or a 10 ft area of non-

magical un-worked stone to become soft clay.  Creatures within an area 

turned into thick mud must make a Dexterity check to leap out of the 

affected area (assuming there is an available unoccupied space within 

range) or become mired in the mud.  A creature mired in the mud is 

considered entangled and cannot attack or cast spells.  The creature gains 

either a new Dexterity or Strength check (creature’s choice) each turn to 

attempt to free itself and move outside of the area affected by mud.  If used 

to turn a 10 ft area of un-worked stone to clay, the clay is malleable and 

may be sculpted or hollowed out.  This spell has no effect on creatures 

made of earth or stone.   

 

Solid Fog 
      

Level 4 

Casting Time 1 Standard Action 

Target 20 ft Sphere  

Range 150 ft 

Duration  5 Minutes  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

This spell functions as fog cloud except that the fog is so dense that it 

impedes movement.  Creatures within the solid fog move at ½ speed and 

take a -2 to melee attack and damage rolls and ranged weapons cannot be 

used at all.  The fog slows falling creatures and falling objects, reducing 

the damage dealt for either by ½.  Only strong winds (of 50 mph or more) 

disperse solid fog. 

Speak with Animals 
      

Level 1 

Casting Time 1 Standard Action 

Target You  

Range Personal 

Duration  5 Minutes 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You are able to speak to and understand the responses of animals.  This 

spell does not affect the animal’s friendliness to you, nor does it compel 

the creature to answer a question that it does not want to.  If the creature is 

friendly already toward you it may be persuaded to fulfill reasonable 

requests that you make to it. 

 

Spider Climb 
      

Level 2 

Casting Time 1 Standard Action 

Target Creature  

Range Touch 

Duration  1 Hour  

Defense Creature’s Defense 

Saving Throw Wisdom negates (harmless)  

Spell Components The egg of a giant spider; 1 large amber stone  
      

 

You cause a touched creature to be able to climb vertical and horizontal 

spaces with the ease of a spider.  The creature gains a climb speed of 20 ft 

(or 10 ft it does not have both hands free while climbing) and a +15 to 

Dexterity checks made to climb.  Further the creature need not make a 

Dexterity check at all to traverse vertical or horizontal spaces.   

 

Spike Growth 
      

Level 3 

Casting Time 1 Standard Action 

Target 20 ft square area  

Range 150 ft 

Duration  5 Hours  

Defense None 

Saving Throw Dexterity Partial  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a 20 ft area terrain to become thick with stone, plant based or 

ice spikes (cannot be cast on water or sand).  Each creature using land 

speed to move through the affected area must make a Dexterity save or 

take 1d6 points of damage per 5ft traveled.  In addition, anyone taking 

damage from a spike is reduced to ½ speed until they are healed of all 

damage incurred by the spikes.  The spikes are hidden and require a 

Wisdom check in order to detect. 
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Spike Stones 
      

Level 4 

Casting Time 1 Standard Action 

Target 40 ft sphere  

Range 150 ft 

Duration  5 Hours  

Defense None 

Saving Throw Dexterity Partial  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a 40 ft area terrain to become thick with long, sharp stone, plant 

based or ice spikes (cannot be cast on water or sand).  Each creature using 

land speed to move through the affected area must make a Dexterity save 

or take 1d8 points of damage per 5ft traveled.  In addition, anyone taking 

damage from a spike is reduced to ½ speed until they are healed of all 

damage incurred by the spikes.  The spikes are hidden and require a 

Wisdom check in order to detect. 

 

Spiritual Weapon 
      

Level 2 

Casting Time 1 Standard Action 

Target See text  

Range 150 ft 

Duration  5 Rounds  

Defense See text 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You cause a sword of force to appear and attack creatures as you direct it.  

This sword deals 1d8 +2 points of damage.  As a force weapon, this sword 

may also attack incorporeal creatures.  The sword appears and begins 

attacking a creature (using your arcane attack) you designate on the round 

that it is summoned.  It will continue to attack that creature until it is slain, 

until the spell ends or until you direct to do otherwise.  Directing a force 

weapon to attack a new target, or to stop attacking, requires a move action.  

The force weapon may not be sundered, though it may be dispelled. 

 

Stinking Cloud 
      

Level 2 

Casting Time 1 Standard Action 

Target 20 ft area  

Range 150 ft 

Duration  1 Minute  

Defense None 

Saving Throw Constitution partial 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a bank of brown-grey fog similar to fog cloud except that in 

addition to affecting vision, the vapors are nauseous.  Creatures in the 

affected area become nauseated while in the cloud and for 1d4 +1 rounds 

after leaving the cloud unless they make a Fortitude save, in which case 

they are merely sickened until leaving the cloud. 

 

Stone Shape 
      

Level 3 

Casting Time 1 Standard Action 

Target Up to 20 cubic feet of stone  

Range Touch 

Duration  Instantaneous  

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You can sculpt an existing piece of stone into any crude shape that suits 

your purpose.  Attempts at creating objects that have moving parts or that 

generally require a degree of skillful craftsmanship have a 30% chance of 

being non-functional, and even if they do function as intended, they will be 

of mediocre quality. 

 

Stoneskin 
      

Level 4 

Casting Time 1 Standard Action 

Target Creature  

Range Touch 

Duration  1 Hour  

Defense Target’s defense 

Saving Throw Wisdom negates (harmless) 

Spell Components Two Gargoyle eyes; pinch of pixie dust 
      

 

You cause the skin of a creature to become as hard as stone, granting them 

damage reduction of 10/magic for the duration of the spell. 

 

Stone to Flesh 
      

Level 5 

Casting Time 1 Standard Action  

Target 1 Creature 

Range Touch 

Duration  Instantaneous    

Defense Target’s Defense 

Saving Throw Constitution negates   

Spell Components None (cannot be brewed as a potion) 
      

 

You restore one petrified creature, regardless of size, to its normal state.  If 

the creature sustained any structural damage to its petrified form, that 

damage is not restored by this spell.  If the creature’s statue form received 

severe structural damage or a severed head, then returning the creature to 

its flesh form would result in turning stone into a corpses. 
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Suggestion 
      

Level 2 

Casting Time 1 Standard Action  

Target 1 Creature 

Range 50 ft 

Duration  5 Hours, or until completed  

Defense None 

Saving Throw Wisdom negates   

Spell Components None (cannot be brewed as a potion) 
      

 

You influence a creature’s actions by suggesting a course of action.  The 

suggestion must be worded in a way which seems reasonable and which is 

easily understood.  The creature will carry out the task, or activities related 

to accomplishing the task, only for the duration of the spell.  A creature 

will not pursue any obviously harmful course of action. 

 

Summon Demon  
      

Level 5 

Casting Time 1 Minute  

Target 1 Minor demon 

Range Unlimited 

Duration  See text     

Defense None 

Saving Throw Charisma partial, see text   

Spell Components Vile of Succubus blood (cannot be brewed as a potion) 
      

 

You summon a minor demon or demons to do your bidding.  You may 

summon a Succubus, a Vorn, a Lamashtu, two Drix or three Imps.  Once 

summoned you must succeed a contest of wills in order to compel each 

demon to do your bidding (treat this as an opposed charisma check).  If 

you succeed, the demon must obey a single command.  A demon will not 

obey an obviously harmful command.  Once the appointed task has been 

accomplished the demon is transported back to its native plane.  If you fail 

the contest of wills, the demon(s) will not obey you.  If it perceives that 

you are weaker than itself it may attempt to slay you outright or may 

require you to obey one of its commands.  Either way the demon is not 

bound by your will and is not compelled to return to its native plane. 

 

Summon Creature  
      

Level 1-5 

Casting Time 1 Round  

Target 1 or more creatures 

Range 50 ft 

Duration  5 Rounds     

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You summon one or more creatures to fight for you.  The creature appears 

where you designate and acts on your turn.  A summon creature spell may 

be used to summon 1 creature from the list corresponding to its level, or 

1d3 creatures from any list of a lower level. 

 

 

Summon Creature 0 
      

Bat 

Beatle Fire 

Cat 

Fox 

Owl  

Weasel  
      

 

Summon Creature I  
      

Badger 

Dog, Guard 

Eagle 

Eel, Flesh Eating 

Fungus, Shrieking   

Giant Bat  

Giant Leech  

Giant Rat 

Skunk 
      

 

Summon Creature II  
      

Giant Ant 

Giant Centipede 

Dolphin 

Shark 

Shocker Lizard  

Viper 

Wolf 
      

 

Summon Creature III  
      

Ape 

Boar 

Cave Fisher 

Crocodile  

Elk 

Giant Spider 

Horse  
      

 

Summon Creature IV  
      

Assassin Vine 

Bear, Black 

Dorip 

Fungus, Violet  

Giant Eagle 

Horse, War 

Tiger 
      

 

Summon Creature V  
      

Bear, Brown 

Elephant 

Giant Scorpion 

Rhinoceros  

Roc 

Shambling Mound 

Shark, Great 
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Summon Swarm  
      

Level 2 

Casting Time 1 Round  

Target Swarm of bats, rats or spiders 

Range 50 ft 

Duration  5 Rounds     

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You summon a swarm of bats, rats or spiders.  The swarm appears where 

you designate it, even in a space occupied by another creature.  The swarm 

attacks the nearest creature.  You may not control the swarm. 

 

Telekinesis  
      

Level 5 

Casting Time 1 Standard action  

Target See text 

Range 500 ft 

Duration  1 Round or up to 1 Minute (see text)     

Defense See text 

Saving Throw See text   

Spell Components None (cannot be brewed as a potion) 
      

 

You move objects or creatures with the power of your mind.  This spell 

may be used to perform extended actions such as moving one or more 

objects (the combined weight of which cannot exceed 250 lbs) through the 

air.  Targeted creatures receive a Wisdom save to negate it.  You can move 

objects up to 20 ft per round.  You may also use this spell to manipulate 

objects at a distance such as pulling a lever or raising a portcullis.  

Sustaining this spell requires a standard action each new round.  The spell 

persists for up to 1 minute provided that the caster continues concentrating 

on it.  Alternatively, you may spend the spell energy in a single round as 

part of a quick violent force.  You can hurl up to 10 objects with a 

combined weight not exceeding 250 lbs up to 50 ft.  This may be used to 

hurl creatures up to 50 ft.  It may also be used to hurl nearby objects at a 

creature.  Weapons hurled inflict their listed damage.  Other objects do 1d6 

points of damage per 25 lbs.  For each item hurled you must make an 

arcane attack against the target’s defense. 

 

Telepathic Bond 
      

Level 5 

Casting Time 1 Standard action  

Target Up to 5 willing creatures 

Range 50 ft 

Duration  1 Hour     

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You establish a telepathic bond with as many as 5 intelligent creatures that 

allows each creature within the bond to communicate telepathically with 

each other.  Once established the bond works at a distance (though not 

across planes).  You may choose to exclude yourself from the bond. 

Teleport  
      

Level 5 

Casting Time 1 Standard action  

Target Up to 5 creatures 

Range Touch 

Duration  Instantaneous      

Defense Target’s Defense 

Saving Throw Wisdom Negates   

Spell Components None (cannot be brewed as a potion) 
      

 

You instantly teleport yourself, and/or up to 5 creatures to a designated 

location.  You may bring other held objects as long as their total weight 

does not exceed your maximum load.  If transporting yourself, you may 

bring up to 4 other medium sized creature, or 1 large creature with you.  

All creatures must be in direct physical contact with each other and at least 

one of these must be in contact with you.  Teleporting involves planar 

travel and mishaps are possible.  You must have a clear mental image of 

the place you wish to teleport you and/or other creatures to.  The clearer 

the mental image more likely the spell functions as intended.  The more 

familiar you are with the intended destination, the clearer a mental image 

you will have of it.  Roll a % die on the table below.  Possible outcomes of 

using this spell are as follows: 

 

On Target: 

You safely appear exactly where you want to be. 

 

Off Target: 

You safely appear in a random spot 1 mile from the desired location. 

 

Similar Area: 

You appear in an area that is visually similar to the desired location.  

 

Mishap: 

Roll on the Teleportation Mishap table to determine the result. 

 

Table 39: Teleportation Accuracy  
 

Familiarity On Target Off Target Similar Area Mishap 

Very Familiar   01-97 98-99 100 — 

Studied Carefully 01-90 91-97 98-99 100 

Seen Casually 01-75 76-90 91-97 98-100 

Viewed Once 01-50 51-75 76-90 91-100 

Imagined — — 01-75 76-100 

 

Table 40: Teleportation Mishaps  
 

Mishap  % 

Spell Fails   01-25 

On target but receive 5d6 points of damage for crash landing 26-45 

Off target and receive 5d6 points of damage for crash landing 46-65 

Similar area and receive 5d6 points of damage for crash landing 66-85 

You open a temporary planar gateway, summoning 1d8 Drix 86-97 

You open a temporary planar gateway, summoning  a Balor  98-99 

You are teleported to the demonic plane  100 
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Tinker Trick 
      

Level 0 

Casting Time 1 Standard action  

Target 1 Sack, backpack, purse, chest or similar container  

Range Touch 

Duration  1 Hour      

Defense None 

Saving Throw None   

Spell Components 1 Coin of any denomination (cannot be brewed as a potion) 
      

 

You place a coin in a bag, focus on an item that you would like to retrieve 

from it, and then reach your hand in the bag to pull out an item.  Available 

items are listed in the table below.  There is only a 50% chance that you 

will pull out the desired item.  If you failed to retrieve the desired item, roll 

a d12 on the table below to determine which item you do retrieve. 

 

Table 41: Possible Items to Retrieve   
 

Item  D12 

Bell 1 

Caltrops  2 

Candle 3 

Chalk 4 

Crowbar  5 

Fish Hook  6 

Flint & Steel  7 

Hammer 8 

Pitcher Clay 9 

Pole 10 ft 10 

Pot Iron 11 

Shovel or spade 12 

 

Tiny Hut 
      

Level 3 

Casting Time 1 Standard action  

Target See text 

Range 50 ft 

Duration  1 Day     

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You create a small cozy dwelling large enough to house up to 10 medium 

sized creatures.  The hut is constructed of local building materials and will 

appear similar in style to other houses in the area.  The hut comes with a 

fireplace or clay oven or similar means of providing heat.  If desired a 

stable may be attached to the hut, though for each horse it houses the hut 

will house two less medium sized creatures. 

 

 

 

 

 

 

Transmute Earth and Stone 
      

Level 5 

Casting Time 1 Standard Action 

Target 100 ft area of earth or stone up to 10 ft deep  

Range 150 ft 

Duration  Instantaneous  

Defense None 

Saving Throw See text  

Spell Components None (cannot be brewed as a potion) 
      

 

You either cause up to a 100 area of mud or earth to transmute to stone, or 

cause the same amount of stone to transmute to mud.  When transmuting 

mud to stone, creatures within the mud receive a Dexterity save to avoid 

being trapped within.  Transmuting stone to mud, clay or earth requires 

that the stone be unworked.  When targeting the ground underneath one or 

more creatures, any creature unable to fly, levitate or lift themselves sinks 

chest deep into the mud.  Creatures caught within the mud are considered 

entangled and cannot attack or cast spells.   

 

Tree Shape 
      

Level 2 

Casting Time 1 Standard action  

Target You 

Range Personal 

Duration  5 Hours     

Defense None 

Saving Throw None   

Spell Components Bark from the tree of a Dryad  
      

 

You assume the form of a large tree or shrub, either living or dead.  The 

type and appearance is entirely up to you.  Only a detect magic spell will 

reveal that you are anything other than what you appear to be.  While in 

tree form you observe all that happens around you just as you would in 

your normal form.  Your speed and Dexterity are reduced to 0 and you 

gain damage reduction of 10, but otherwise your other attributes remain 

the same.  You may transform back to your normal form as a free action.  

 

True Strike 
      

Level 1 

Casting Time 1 Standard action  

Target You 

Range Personal 

Duration  See text     

Defense None 

Saving Throw None   

Spell Components A possession from a vanquished creature  
      

 

Your arcane and combat prowess is temporarily heightened.  You receive a 

+20 to your next attack.  If you do not make an attack within a minute of 

casting true strike, the spell wears off. 
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Turn Undead 
      

Level 3 

Casting Time 1 Standard action  

Target Undead creatures within 30 ft 

Range 60 ft sphere centered on you 

Duration  See text     

Defense None 

Saving Throw Wisdom partial   

Spell Components None (cannot be brewed as a potion) 
      

 

A radiant hallow of light enshrouds you before exploding outward in a 60 

ft sphere.  Any undead within 30 ft of you take 2d8 points of damage and 

become frightened for 1d4 rounds (a successful save reduces this damage 

by ½ and negates the fear effect). 

 

Turn Undead, Greater 
      

Level 5 

Casting Time 1 Standard action  

Target Undead creatures within 40 ft 

Range 80 ft sphere centered on you 

Duration  See text     

Defense None 

Saving Throw Wisdom partial   

Spell Components None (cannot be brewed as a potion) 
      

 

A radiant hallow of light enshrouds you before exploding outward in a 80 

ft sphere.  Any undead within 40 ft of you take 4d8 points of damage and 

become frightened for 1d4 rounds (a successful save reduces this damage 

by ½ and negates the fear effect). 

 

Unseen Servant  
      

Level 1 

Casting Time 1 Standard action  

Target See text 

Range 50 ft 

Duration  10 Hours     

Defense None 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

You create a mindless invisible force performs simple tasks which you 

command it.  The servant can perform only one activity at a time, and it 

will continue to perform the same activity over and over again until you 

give it a new direction.  The unseen servant has an effective strength score 

of 2 and so is limited in the tasks that it can perform.  It can lift up to 20 

lbs and drag up to 100 lbs.  It cannot perform any task with a difficulty 

class of more than 10.  The force has a base land speed of 15 and cannot 

fly, climb or swim.  Unseen servants cannot attack. 

 

 

 

 

 

Vampiric Touch 
      

Level 3 

Casting Time 1 Standard action  

Target 1 Living creature 

Range Touch 

Duration  Instantaneous      

Defense Target’s Defense 

Saving Throw None   

Spell Components None (cannot be brewed as a potion) 
      

 

Your touch leaches life from your target, dealing 2d8 points of damage to 

the target and granting you the same amount as temporary hit points.  You 

may not gain more hit points than the target currently has. 

 

Veil 
      

Level 5 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range 500 ft 

Duration  1 Day  

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You create an illusion, altering the appearance of up to 5 subjects.  You 

may cause the subjects to appear as anything you like.  This illusion affects 

all of the senses; the subjects will look, sound, smell and feel like the 

creatures they are meant to resemble.  If these subjects are slain the 

illusion effect ends for these creatures. 

 

Ventriloquism  
      

Level 1 

Casting Time 1 Standard Action 

Target See text  

Range 50 ft 

Duration  10 Minutes  

Defense None 

Saving Throw Intelligence (disbelief)   

Spell Components Tuft of a gnome’s beard 
      

 

You cause your voice to seem to arise from another location.  Anyone 

hearing your voice that makes their Intelligence save is aware that it did 

not arise from the illusory direction but cannot determine its true origin.  
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Wall of Fire 
      

Level 4 

Casting Time 1 Standard Action 

Target 200 ft long, 20 ft high 1 ft wide area 

Range 150 ft 

Duration  1 Minute  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a solid wall of scorching fire that deals 1d8 points of fire 

damage to any creature within 10 ft of it, and that deals 2d8 points of fire 

damage to any creature passing through it.  The wall can be shaped into a 

20 ft high circle of flame with a circumference of 200 ft (if using a grid 

this is approximately a 60 ft circle.  Any segment of the wall that sustains 

more than 20 points of cold damage collapses. 

 

Wall of Force 
      

Level 5 

Casting Time 1 Standard Action 

Target 100 ft long, 20 ft high 1 ft wide area 

Range 50 ft 

Duration  1 Minute  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a solid wall of force that is indestructable. The wall cannot be 

dispelled.  Spells do not penetrate, though teleportation and similar spells 

will allow creatures to bypass the wall.  Alternately you can trap one or 

more creatures within a hemisphere of force that takes up a 20 ft area.    

 

Wall of Ice 
      

Level 4 

Casting Time 1 Standard Action 

Target 200 ft long, 20 ft high 1 ft wide area 

Range 150 ft 

Duration  Until it melts  

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a solid wall of ice.  Alternatively the wall can be shaped into a 

20 ft high circle of Ice with a circumference of 200 ft (if using a grid this is 

approximately a 60 ft circle.  The wall has 72 HP per square foot (fire does 

double damage against it).  The wall is slick.  Any creature attempting to 

move across the wall using their base speed must succeed a DC 10 

Dexterity check to do so.  The DC increases to 20 if they attempt to run 

across the wall.  In addition the DC for attempting to scale the wall is 

increased by +5. 

 

 

 

Wall of Stone 
      

Level 5 

Casting Time 1 Standard Action 

Target 250 square feet 

Range 150 ft 

Duration  Instantaneous   

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a wall of solid worked stone.  This wall can formed in any 

shape, and indeed can be molded into other forms (e.g. a bridge).  The wall 

must be anchored to some solid surface or merge with some solid support 

structure.  The stone wall has 240 HP per square foot.   

 

Wall of Thorns 
      

Level 4 

Casting Time 1 Standard Action 

Target 250 square feet 

Range 150 ft 

Duration  Instantaneous 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a barrier composed of thick vicious thorny bramble.  The wall 

may be formed in any shape.  Any creature that comes in direct contact 

with the brambles takes 1d4 points of damage.  Those attempting to move 

through the bramble take 1d8 points of damage per 1 foot traveled.  As a 

full round action a creature may move through the wall of thorns at the 

speed of 5 feet per round.  The wall has 20 hit points per square foot. 

 

Warp Wood 
      

Level 2 

Casting Time 1 Standard Action 

Target 1 or more wooden objects 

Range 50 ft 

Duration  Instantaneous 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You cause wood to bend, ruining its form and compromising its strength 

and durability.  You may warp 1 huge object, 2 large objects, 5 medium 

objects or 10 small objects.  This spell may be used to render wooden 

ranged weapons useless or mar wooden melee weapons (-5 to attack).  It 

can also be used to damage wooden vehicles or attempt to force open a 

locked door (though there is a 25% chance that this may result in a stuck 

door).  You may also use this spell to restore warmed or bent wooden 

objects to their proper form, rendering them fully functional. 
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Water Breathing 
      

Level 3 

Casting Time 1 Standard Action 

Target Up to 5 creatures 

Range Touch 

Duration  10 Hours 

Defense Target’s defense 

Saving Throw Wisdom negates  

Spell Components Two tears of a Nereid  
      

 

You cause one or more creatures to gain the capacity to breath under water 

(does not affect the creature’s ability to breathe air). 

 

Web 
      

Level 2 

Casting Time 1 Standard Action 

Target 20 ft area 

Range 150 ft 

Duration  Instantaneous 

Defense None 

Saving Throw Dexterity negates 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a thick sticky web that fills a 20 ft area.  The web is larger than 

that of a spider and is capable of trapping medium or large sized creatures.  

The web must be anchored to at least two solid diametrically opposed 

points in order to function.  Those within the area of the spell when it is 

cast must make a Dexterity save or become caught in the web.  Any 

creature moving through an area with a web is automatically caught in it.  

Creatures that are caught in the web gain the grappled condition.  The web 

has 25 hit points per 5 ft section.  There is a 25% chance that any weapon 

or item that comes in contact with the web will become caught in it and 

require a grapple check to remove.  The web is flammable.  A single flame 

(such as that of a torch) will consume 5 ft of web per round.  Creatures 

caught in the web while it is on fire take 1d6 points of fire damage.  In 

addition there is a 50% chance that these creatures will catch on fire. 

 

Whirlwind  
      

Level 5 

Casting Time 1 Standard Action 

Target See text 

Range 500 ft 

Duration  Up to 5 rounds 

Defense None 

Saving Throw Dexterity negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a powerful cyclone that moves along water, through the air or 

over earth at a speed of 60 ft per round.  Any large or smaller creature that 

comes in contact with the whirlwind must succeed a Dexterity save or 

receive 4d8 points of damaged.  Small or smaller creatures who fail their 

Dexterity save are picked up by the whirlwind and tossed about, taking 1d8 

points of damage per round.  Controlling the whirlwind requires a standard 

action each turn, otherwise the spell ends. 

Whispering Wind 
      

Level 2 

Casting Time 1 Standard Action 

Target A specified location 

Range 10 miles 

Duration  Instantaneous 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You send a message of 25 words or less on the wind to a designated 

location.  When the wind reaches that location it delivers the message, 

regardless of whether anyone is there to receive it. 

 

Wind 
      

Level 1 

Casting Time 1 Standard Action 

Target See text 

Range 50 ft 

Duration  Up  to 1 hour 

Defense None 

Saving Throw None  

Spell Components None (cannot be brewed as a potion) 
      

 

You create a light breeze of 15 mph.  You can change the direction of the 

wind at will.  Maintaining this spell requires a standard action each round. 

 

Wood Shape 
      

Level 2 

Casting Time 1 Standard Action 

Target Up to 20 cubic ft of wood 

Range Touch 

Duration  Instantaneous 

Defense None 

Saving Throw Wisdom negates  

Spell Components None (cannot be brewed as a potion) 
      

 

You reshape a piece of wood to a shape that suits your purpose.  If the new 

form has moving parts there is a 30% chance it is non-functional. 

 

Zone of Silence 
      

Level 4 

Casting Time 1 Standard Action 

Target You 

Range Personal 

Duration  10 Hours 

Defense None 

Saving Throw None 

Spell Components None (cannot be brewed as a potion) 
      

 

You create a 30ft area (centered on you) which prevents sound waves from 

penetrating beyond the spell area.  Those within the area may converse 

normally without any creature outside of the spell area hearing them.  

Those entering the spell area are subject to the spell.  
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Crafting Enchanted Items 

 

Mage’s may craft items imbued with arcane power.  There are seven types 

of enchanted items which a Mage may craft, depending upon her level of 

experience and access to resources: potions, scrolls, wands, wondrous 

items, rings, staves and arms and armor.  Each of these are covered below 

as the crafting requirements varies for each item.  Crafting an enchanted 

item requires a successful Wisdom attribute check (DC 15 + Spell Level).  

Failure of this check results in a nonfunctional item and in many cases the 

loss of components used to create the item.  Failure by 5 or more results in 

a cursed item (see the Mythweaver Dungeon Master’s Guide for details).  

It is possible to attempt to craft an enchanted item using a spell one does 

not know.  However doing so increases the DC of the craft check to 20 + 

spell level.  Knowledge of the spells enduring and permanency are needed 

to make certain items.  Even if one does know the spell needed to create 

the item, reference to the spell’s runic form is still needed to get it right.  If 

this is missing the DC of the craft check increases by +2. 

 

Brewing Potions 

Beginning at first level a Mage may brew potions.  Potions contain the 

liquid potency of the spells they are imbued with.  Drinking a potion 

activates the spell’s effects.  Not all spells may be made into potions.  A 

general rule of thumb is that only spells which affect the physical or 

mental characteristics of a subject may be brewed into potions.  To brew a 

potion a caster must have access to a level working surface, a cauldron, a 

heat source to boil the brew, a few containers to mix ingredients, and of 

course the potion ingredients.  Unlike crafting other enchanted items that 

rely on runic dust, potions require specific ingredients.  Finally, the caster 

must cast the relevant spell, expending the necessary spell points to do so.  

It takes an hour per spell level to brew a potion.   

 

Scribing Scrolls 

Beginning at first level a Mage may scribe scrolls.  Scrolls contain the 

runic forms of incantations.  Reading a scroll aloud activates the effects of 

the spell, causing the rune to fade into nonexistence.  Any spell may be 

scribed onto a scroll.  To scribe a scroll a caster must have access to 

parchment and a quill.  The caster must inscribe the relevant rune upon the 

scroll, expending the necessary spell points to do so.  It takes an hour per 

spell level to scribe a scroll, and expends 1 oz of runic dust per spell level.   

 

Crafting Wands 

Beginning at fifth level a Mage may craft wands.  Like a scroll a wand is 

inscribed with a rune allowing its wielder to cast a specific spell.  However 

the rune of a wand has been treated with an Enduring spell, allowing the 

wand’s spell to be cast 50 times before the rune vanishes.  The wand’s 

spell is triggered by a verbal command.  Any spell may be crafted into a 

wand.  To craft a wand a caster must possess a stick or similar object to 

serve as the wand.  The caster must inscribe the relevant runes upon the 

wand, expending the necessary spell points and experience points to do so.  

It takes a day per spell level to craft a wand, and expends 10 oz of runic 

dust per spell level.  It is not possible to craft a wand if one does not know 

the spell to make the wand enduring. 

Crafting Wondrous Items 

Beginning at fifth level a Mage may craft wondrous items.  Wondrous 

items are any of a range of items that have been imbued with spells made 

enduring via an Enduring spell.  The item will allow its bearer 50 uses of 

the inscribed spell before being rendered a mundane item.  Wondrous 

items are triggered by a verbal command.  Not all spells may be inscribed 

into wondrous items.  In general only spells which affect objects, or which 

affect the mental or physical characteristics of the bearer of the item, can 

be inscribed into a wondrous item.  To craft a wondrous item a caster must 

have access to items to be made wondrous.  The caster must inscribe the 

relevant runes upon the items, expending the necessary spell points and 

experience to do so.  It takes a day per spell level to craft a wondrous item, 

and expends 10 oz of runic dust per spell level.  It is not possible to craft a 

wondrous item if one does not know the spell to make the item enduring. 

 

Crafting Rings 

At tenth level a Mage may craft rings.  Rings are imbued with spells made 

permanent via a Permanency spell.  Rings thus allow the spell to remain in 

effect indefinitely.  The spell is triggered by wearing the ring, and remains 

in effect for as long as the ring is worn.  Not all spells may be inscribed 

onto rings.  In general only spells which affect objects, or which affect the 

mental or physical characteristics of the bearer of the item, can be 

inscribed onto a ring.  To craft a ring a caster must have access to the ring 

itself.  The caster must inscribe the relevant runes upon the ring, expending 

the necessary spell points and experience to do so.  It takes a day per spell 

level to craft a ring, and expends 100 oz of runic dust per spell level.  It is 

not possible to craft a wondrous item if one does not know the spell to 

make the item permanent. 

 

Crafting Staffs 

At tenth level a Mage may craft staffs.  Staffs have three functions.  First, 

they may be used to store spells for future use  A staff may store up to 5 

spells, one per spell level, that are inscribed onto it.  Once these have been 

expended new spells may be inscribed until the 5 slots are once again 

filled.  Second, staffs aid in delivery of targeted and touch attacks.  A staff 

may be used to deliver a touch attack, and any touch or targeted attack 

channeled through a staff gains a +2 to hit.  Third, staffs amplify spell 

potency.  Wielding a staff increases the duration of any incantation by 1 

round, minute, hour or day (based on the initial duration), increases the 

range of the spell by 5ft, 25ft or 100ft (based on the initial range) and 

increases the damage dealt by the spell by one die (based on the base die).  

To craft a staff a caster must have access to a mundane staff.  The caster 

must also learn the ritual that allows her to create a staff.  This ritual takes 

5 days and expends 250 oz of runic dust and costs the caster 250 points of 

experience (the ritual cannot be completed unless the Mage has enough 

experience to expend without being reduced to a lower level).  

 

Crafting Magic Arms & Armor 

At tenth level a Mage may craft arms and armor.  All such arms and armor 

have a magical enhancement bonus of +1, as well as at least one other 

magical effect.  This magic effect is triggered by a verbal command and 

remains in effect until dismissed by a command.  To craft magical arms 



 

 

85 
 

and armor a caster must have access to the arms or armor she wishes to 

enchant, which must be of masterwork quality.  The caster must also learn 

the ritual that allows her to craft magic arms and armor.  This ritual takes 1 

month (or 1 day for a single piece of ammunition).  The ritual cannot be 

completed unless the Mage has enough experience to expend without 

being reduced to a lower level.  The amount of runic dust and experience 

expended by this ritual depends upon the magic effect desired (as shown 

on tables 38, 39, 40 and 41).  Multiple magic effects may be added to the 

same item, either at the initial enchanting or by a new ritual at a latter 

point.  The cost for these added magical effects remains the same, though 

the +1 enhancement bonus does not increase. 

 

 

Table 38: Armor Special Abilities 
 

Special Ability 
Runic Dust 
Cost by oz 

Experience 
Cost 

Mending  50  50 

Slick 100 100 

Shadow 100 100 

Chameleon 150 150 

Glammered 150 150 

Ghost Touch 200 200 

Energy Resistance 300 300 

Vapor  350 350 

Phase 400 400 

Fly 500 500 

 

 

Table 39: Shield Special Abilities 
 

Special Ability 
Runic Dust 
Cost by oz 

Experience 
Cost 

Arrow Catching  100  100 

Arrow Deflecting 150 150 

Glammered  150 150 

Blinding 200 200 

Ghost Touch 250 250 

Energy Resistance 300 300 

 

 

Table 40: Ranged Weapons Special Abilities 
 

Special Ability 
Runic Dust 
Cost by oz* 

Experience 
Cost* 

Light 50 50 

Bane  100  100 

Distance 150 150 

Flaming  250 250 

Frost 250 250 

Shocking 250 250 

Penetrating 250 250 

Quicken 250 250 

Ghost Touch 250 250 

Punishing  300 300 

Brilliant Energy 350 350 

Wounding 400 400 

* Ammunition costs 1/10th of the base cost per unit.  

Table 41: Melee Weapons Special Abilities 
 

Special Ability 
Runic Dust 
Cost by oz* 

Experience 
Cost* 

Light 50 50 

Bane  100  100 

Defending 100 100 

Flaming  250 250 

Frost 250 250 

Shocking 250 250 

Cleaving 250 250 

Penetrating 250 250 

Quicken 250 250 

Ghost Touch 250 250 

Punishing  300 300 

Brilliant Energy 350 350 

Wounding 400 400 

Vorpal 500 500 

 

 

Special Abilities 

 

Arrow Catching 

A shield with this ability draws arrows to it.  All projectile and thrown 

weapons coming within 5 feet are pulled towards the shield.  The shield 

grants an additional +1 deflection bonus against these missile attacks. 

 

Arrow Deflecting 

A shield with this ability aids its wearer in deflecting arrows and other 

missile attacks.  Whenever the bearer would ordinarily have been hit by a 

missile attack, she may make a DC 20 Dexterity check to attempt to 

deflect the arrow instead. 

 

Bane 

A weapon with this ability excels at fighting certain creatures.  Against a 

designated creature type the weapon’s enhancement bonus is increased by 

+2.  Further the weapon does an additional hit die of damage against all 

such creatures.  The creature type is determined at the time of creation. 

 

Blinding 

On command a shield with this ability flashes a brilliant light that may 

blind nearby creatures.  All creatures within 20 feet, except for the wielder 

must make a DC 15 Reflex save or be blinded for 1 round.  Creatures 

expecting this ability gain a +5 to their save. 

 

Brilliant Energy 

The business end of a weapon with this ability is infused with an intense 

white energy that shines as a torch and ignores and passes through armor 

and shield unabated (bonuses to Defense and Damage Reduction granted 

by shields are of no use against this weapon). 

 

Chameleon  

A set of armor with this ability alters color and texture to match its 

surroundings, granting its bearer partial concealment (+2 to defense and 

Dexterity checks made to hide). 
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Cleaving 

A weapon with this ability is adept at making cleave attacks (identical to 

the Warrior class feature), granting all such attacks a +5 to hit. 

 

Defending 

A weapon with this ability allows its wielder to apply some or all of its 

enhancement bonus to their defense.   

 

Distance 

A ranged weapon with this ability has double the standard range of other 

weapons of the same type. 

 

Energy Resistance  

A set of armor or shield with this ability protects against a certain energy 

type, absorbing the first 10 points of damage from the specified type.  This 

bonus does not stack with energy resistance from another source.   

 

Flaming 

On command a weapon with this ability bursts into flame, dealing an 

additional 1d6 fire damage on a successful attack, but doing no damage to 

the one wielding the weapon.   

 

Fly 

On command this ability allows the bearer of this armor to fly, as per the 

Fly spell.  The bearer may remain in flight for up to 10 minutes at a time. 

 

Frost 

On command a weapon with this ability is encased in ice, dealing an 

additional 1d6 cold damage on a successful attack, but doing no damage to 

the one wielding the weapon.   

 

Glammered 

Upon command a suit of armor or a shield within this ability will change 

its appearance to that of ordinary clothing.  The armor and shield retain all 

of its normal properties (including encumbrance) while disguised. 

 

Ghost Touch 

This ability allows a set of armor, a shield or a weapon to be used by 

corporeal and incorporeal creatures alike.  The bonuses to defense, damage 

reduction and ability to attack count equally against incorporeal and 

corporeal creatures, and incorporeal creatures may still pass freely through 

solid objects while bearing these arms and armor. 

 

Light 

On command a weapon with this ability begins to glow like a torch.  The 

weapon is also be triggered to glow when a certain creature type is within 

50ft.  The creature type is determined at the time of creation. 

 

Mending 

This ability allows a suit of armor to automatically regenerate damage 

done to it at the rate of 10 hit points per day. 

 

Phase 

This ability allows a suit of armor and its bearer to quickly move in and 

out of the material realm, phasing from one location to the next.  Phasing 

in this way is a move action (does not provoke an opportunity attack).  

You may phase a distance of up to your base land speed.  

 

Penetrating 

A weapon with this ability is adept at finding weak spots in its target’s 

defenses.  Successful attacks made with such weapons bypass ½ of the 

damage reduction of a target. 

 

Punishing 

A weapon with this ability is adept at landing critical blows.  On a natural 

die roll of 17-19, should the attack succeed it results in a critical hit (doing 

maximum damage to the target).  

 

Quicken 

A weapon with this ability allows its bearer to attack with much greater 

speed than normal, granting them one additional attack with this weapon 

per turn (the character must use a full round action to do so).  

 

Shadow 

A set of armor with this ability allows its bearer to blend into shadows, and 

dampens sound around her, granting the bearer a +5 bonus to Dexterity 

checks made to hide and move silently. 

 

Shocking 

On command a weapon with this ability begins to crackle with electricity, 

dealing an additional 1d6 electricity damage on a successful attack, but 

doing no damage to the one wielding the weapon.   

 

Slick 

A set of armor with this ability feels oily to the touch.  It grants its bearer a 

+5 bonus to checks made to escape any form of bond, entanglement or 

grapple. 

 

Vapor 

On command this ability allows both the armor and its bearer to become 

insubstantial, translucent and mist-like as the spell Gaseous Form.  The 

bearer may remain in this form for up to 10 minutes at a time. 

 

Vorpal 

This ability is rightly one of the most feared of all Magic weapons.  On an 

attack roll of a natural (unmodified) 20 this weapon will sever the head of 

its victim from its body.  If the target has no head (e.g. oozes), then this 

ability is of no effect.   

 

Wounding 

A weapon with this ability deals 1 point of bleed damage whenever it hits 

a target.  Multiple hits from a wounding weapon increase bleeding by 1 

point per hit.  The creature takes all further ongoing bleed damage at the 

start of their turn.   
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Open Game License 

 

INTRODUCTION 

Mythweaver is based on the System Reference Document v3.5 ("SRD"), which is 

Open Game Content. The text of the Open Game License itself is not Open Game 

Content.  Instructions on using the License are provided within the License itself. 

 

Designation of Open Game Content: The entire text of the Supplement (except the 

Open Game License, as noted above) is Open Game Content, released under the 

Open Game License, Version 1.0a (reproduced below) as described in Section 1(d) of 

the License. Artwork incorporated in this document is not Open Game Content, and 

remains the property of the copyright holder. 

 

Designation of Product Identity: Product identity is not Open Game Content. The 

following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A) 

product and product line names, including “Mythweaver”; (B) all artwork, logos, 

symbols, graphic designs, depictions, likenesses, formats, poses, concepts, themes 

and graphic, photographic and other visual representations; (C) logos and trademarks, 

including any trademark or registered trademark clearly identified as product identity 

by the owner of the product identity, and which specifically excludes the open game 

content. 

 

More information on the Open Game License can be found at: 

 

http://www.wizards.com/d20 

 

OPEN GAME LICENSE VERSION 1.0A 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who 

have contributed Open Game Content; (b)"Derivative Material" means copyrighted 

material including derivative works and translations (including into other computer 

languages), potation, modification, correction, addition, extension, upgrade, 

improvement, compilation, abridgment or other form in which an existing work may 

be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, 

lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open 

Game Content" means the game mechanic and includes the methods, procedures, 

processes and routines to the extent such content does not embody the Product 

Identity and is an enhancement over the prior art and any additional content clearly 

identified as Open Game Content by the Contributor, and means any work covered by 

this License, including translations and derivative works under copyright law, but 

specifically excludes Product Identity. (e) "Product Identity" means product and 

product line names, logos and identifying marks including trade dress; artifacts; 

creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 

language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 

themes and graphic, photographic and other visual or audio representations; names 

and descriptions of characters, spells, enchantments, personalities, teams, personas, 

likenesses and special abilities; places, locations, environments, creatures, equipment, 

magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 

any other trademark or registered trademark clearly identified as Product identity by 

the owner of the Product Identity, and which specifically excludes the Open Game 

Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are 

used by a Contributor to identify itself or its products or the associated products 

contributed to the Open Game License by the Contributor (g) "Use", "Used" or 

"Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise 

create Derivative Material of Open Game Content. (h) "You" or "Your" means the 

licensee in terms of this agreement. 

 

2. The License: This License applies to any Open Game Content that contains a 

notice indicating that the Open Game Content may only be Used under and in terms 

of this License. You must affix such a notice to any Open Game Content that you 

Use.  No terms may be added to or subtracted from this License except as described 

by the License itself. No other terms or conditions may be applied to any Open Game 

Content distributed using this License. 

 

3.  Offer and Acceptance: By Using the Open Game Content You indicate Your 

acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the 

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 

with the exact terms of this License to Use, the Open Game Content. 

 

5. Representation of Authority to Contribute: If You are contributing original material 

as Open Game Content, You represent that Your Contributions are Your original 

creation and/or You have sufficient rights to grant the rights conveyed by this 

License. 

 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion 

of this License to include the exact text of the COPYRIGHT NOTICE of any Open 

Game Content You are copying, modifying or distributing, and You must add the 

title, the copyright date, and the copyright holder's name to the COPYRIGHT 

NOTICE of any 

original Open Game Content you Distribute. 

 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 

indication as to compatibility, except as expressly licensed in another, independent 

Agreement with the owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or Registered 

Trademark in conjunction with a work containing Open Game Content except as 

expressly licensed in another, independent Agreement with the owner of such 

Trademark or Registered Trademark. The use of any Product Identity in Open Game 

Content does not constitute a challenge to the ownership of that Product Identity. The 

owner of any Product Identity used in Open Game Content shall retain all rights, title 

and interest in and to that Product Identity. 

 

8. Identification: If you distribute Open Game Content You must clearly indicate 

which portions of the work that you are distributing are Open Game Content. 

 

9. Updating the License: Wizards or its designated Agents may publish updated 

versions of this License. You may use any authorized version of this License to copy, 

modify and distribute any Open Game Content originally distributed under any 

version of this License. 

 

10. Copy of this License: You MUST include a copy of this License with every copy 

of the Open Game Content You Distribute. 

 

11. Use of Contributor Credits: You may not market or advertise the Open Game 

Content using the name of any Contributor unless You have written permission from 

the Contributor to do so. 

 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of 

this License with respect to some or all of the Open Game Content due to statute, 

judicial order, or governmental regulation then You may not Use any Open Game 

Material so affected. 

 

13. Termination: This License will terminate automatically if You fail to comply with 

all terms herein and fail to cure such breach within 30 days of becoming aware of the 

breach. All sublicenses shall survive the termination of this License. 

 

14. Reformation: If any provision of this License is held to be unenforceable, such 

provision shall be reformed only to the extent necessary to make it enforceable. 

 

15. COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; 

Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 

David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, 

James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.  

Mythweaver Fantasy Role-Playing Game Copyright © 20012 Tad Davis. 

 

END OF LICENSE 

 

 

 

 


