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Dragon Spells

434 Human Form


Range:
Touch
Components:
None


Duration:  
24 Hours
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to take on human form.  The reverse of this spell is called Dragon Form.  It allows the caster to take on Dragon Form.

435 Stone Scales


Range:
Touch
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to harden his scales decreasing his armor class by 1 point per level of caster.  The reverse of this spell called soft Scales reduces the armor class ratting by 1 point per level of caster.

436 Thunder Wings


Range:
Hearing
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to flap his wings causing a shock wave once per round.  He may create this effect for as many round as the caster's levels.  IE, a 12 level caster could create a shock wave once per round for 12 rounds.  Anyone hearing the shock wave must save vs. magic or be subject toe the effect of confusion spells (83).

437 Alarm Runes


Range:
Touch
Components:
None


Duration:  
Until Touched
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to place an invisible rune on an object.  If anyone touches the object, the caster instantly knows the object has been touched and the identity of the person touching it.

438 Locate Missing Treasure


Range:
Touch
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to know the location of any item of treasure missing from their horde.

439 Talon of Death


Range:
Line of Sight
Components:
None


Duration:  
Instant
Saving Throw:
2o Lvl and above save versus Magic


Reversible: 
No
Notes: 
None

The targets heart stops and it dies.  20th level and above are allowed a saving throw.

440 Double Breath


Range:
Touch
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to continue his breath weapon for an additional round per level of caster.  The reverse of this spell is called Drain Breath Weapon.  It reduces breath weapon use by 1 round per level of caster.  If less than One round remains after reduction, then no breath weapon use is possible.

441 Egg Thief


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to insert his genetic DNA into an already fertilized egg.  

Notes: This of course is the ultimate insult to a dragon.

442 Poison Tail


Range:
Touch
Components:
None


Duration:  
5 Rnd/Lvl
Saving Throw:
Poison


Reversible: 
No
Notes: 
Type IV Insinuative Poison

This spell allows the casters tail to develop a poisonous barb with type IV insinuative poison.

443 Hypno Gaze


Range:
Line of Sight
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to cast hypnosis beams from his eyes.  Anyone touched by the beams must save versus magic or follow the orders of the caster.

444 Fire Blood


Range:
Touch
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes the casters blood to burn fiercely if spilled doing 1d6 points of damage per level of caster per round if you come in contact with it.  Oh, put away those vorpal swords boys!

445 Steel Scales


Range:
Touch
Components:
None


Duration:  
2 Rnd/Lvl
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

Similar to (435) Stone scales, however a 2-point bonus is gained per level of caster.  The reverse of this spell is called Air Scales.  It has the effect of complete removing any protection provided by scales.

446 Dragon Sight


Range:
Line of Sight
Components:
None


Duration:  
24 Hours
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to see invisibles, traps, magic, curses, illusions and enemies.  The reverse of this spell is called Blind Dragon.  It hides object from Dragons.

447 Find Hoard


Range:
1 Hex
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to locate the nearest horde of coins, gems, magic, etc.

448 Find Dragon


Range:
1000 Miles/Lvl
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to know where another dragon is.

449 Dragon Mark


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to mark a creature.  The dragon is in constant psychic communication with that creature until the mark is removed with the reverse of this spell, Remove Mark.

450 Cave in


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell causes the horde cavern of the caster to collapse, completely burying everyone in it in the event of the dragons death.

451 Contact Dracos


Range:
Touch
Components:
None


Duration:  
1 Rnd/Lvl
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to contact the dragon god.

452 Explosive Treasure


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes the casters treasure to explode, destroying it in the event of the casters death.  It does 6d6 points of damage to anyone within a 100’ radius of the treasure.

453 Melt Gold


Range:
Touch
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell is used by the caster to melt the gold in his horde into a single mass to make it harder to move.  It also makes it a softer form fitting bed.

454 Find Thief


Range:
5000 Miles/Lvl
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to know where the thieves who stole something from his hoard are.  

455 Astral Dragon


Range:
Touch
Components:
None


Duration:  
1 Year
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell summons an astral dragon to hunt down and return a horde thief to the caster for punishment.  The reverse of this spell will dispel an Astral Dragon.

456 Gather


Range:
1000 Miles/Lvl
Components:
None


Duration:  
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to teleportationally pull selected items from a stolen horde back to him.  The caster can say “All my gold”, “All my silver”, “The +6 holy avenger”, ETC.

457 Gold Glue


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell causes the gold in a horde to be glued to the cave floor and anyone touching it to the gold.  The reverse of this spell unglues the gold and other stuck objects.

458 Dragon Newts


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to turn anyone touched into a dragon newt under his control.  The reverse of this spell frees the newts and returns them to their original form.

459 Enemy Guard


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the corpses of fallen enemies to be animated and be used as zombies to guard the casters treasure.  1 zombie is created per level of caster.

460 Humanoid to Snake


Range:
Touch
Components:
None


Duration:  
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell changed a humanoid into 3 snakes of animal intelligence.  The bitch is to covert the snakes back. Even a wish requires all three snakes.  The reverse of this spell will also return the target to its original form, but all three snakes must be present.

Melnibonean Power Words:


Melnibonean magic is somewhat freeform.  The caster selects several spellettes and adds them together making a spell.  (IE. (469) Blast, (509) Area, (506) Secondary effect) and then puts the amount of power points into it that they wish to use (IE. 3 points creating a 30’ diameter (area) fire explosion (blast) doing 30 hit points of damage with an additional effect of poisoning everyone, poison save for 30 points of damage or death (Secondary effect)) and if the target does not have POW they no not receive a saving throw.

461 Conjure Item

This word allows the caster to create an in item out of solidified extra planar energy.

462 Conjure Weather
This word allows the caster to see weather patterns and change

463 Enslave
This word allows the caster to set bounds of action upon sentient creatures.

464 Empower

This word is used to create magic items or create a channel of extra planar energy.

465 Possess
This word allows the caster to deal the spirit body connection.

466 Contact Gods
This word allows the caster to contact beings of the outer planes at will.

467 Contact archetypes

This word allows the caster to contact the masters of Species

468 Gate
This word allows the caster to bend time and space to connect locations.

469 Blast
This word allows the caster to create explosions of any type (Fire, Frost, Glass, ETC.)

470 Bolt
This word creates a packet of magical energy that travels at incredible speed.

471 Protection sphere

This word allows the caster to create a shimmering sphere that keeps out matter or energy of a given type.

472 Wall
This word allows the caster to shape magical energy into a wall type form.

473 Conjure creature
The word allows the caster to summon the nearest creature of a given type.

474 Conjure specific being
This word allows the caster to summon a specific being whose name is known or whose actions are unique.

475 Torture
This word allows the caster to cause intense pain.  This pain can be with or without physical damage.

476 Pleasure
This word allows the caster to cause pleasure in the target.

477 Flight
This word deals with all forms of movement.  Flight, telekinesis, even levitation into space.

478 Speed
This word is used by the caster to speed up or slow down items, creatures, effects, ETC.

479 Emotion
This word deals with the emotional state of the target.

480 Summon demon
This word allows the caster to summon a demon to do his bidding.

481 Bind demon
This word puts probation on what the demon can and cannot do.

482 Shape demon
This word controls the form, shape, size, attitude, abilities, ETC. that a demon has.

483 Planar travel

This word allows the caster to deal with travel in the various planes.

484 Dimensional travel

This word allows the caster to deal with travel between various dimensions.

485 Affect others minds

This word is used to effect the sanity of the target.

486 Affect others bodies

This word allows the caster to effect others bodies.  Grow, shrink, extra arms, die, become an orc, ETC.

487 Name

This word deals with the knowledge of individuals names.

488 Affect other thing

This word allows the caster to affect other items, objects, etc. that already exist.

489 Destroy

This word allows the caster to destroy creatures or objects, and deals with the manner of destruction.

490 Range

This word is used to determine how far the spell effects travel.

491 Duration

This word effects how long the spell will take effect.

492 Size

This word deals with the weight, width, and depth of a target.

493 Transmute

This word allows the caster to change the molecular make up of an item.

494 Randomize

This word is used to insert an element of chance into the spell.

495 Insinuate

This word allows the caster to place a creature or item in a location or group without their notice.

496 Force
This word allows the caster to deal with changing raw magical energy into formed force.

497 Invoke

This word allows the caster to force creatures or objects to take certain actions.

498 Temporal 

This word deals with the time stream and all it’s aspects.

499 Location

This word allows the caster to cause the spell effect to take place in a given location.

500 Damnation

This word deals with a targets ultimate fate after death.

501 Affect self

This word allows the caster to deal with his own body.

502 Control

This word allows the caster to change the effects of the spell at any time.

503 Mass

This word allows the caster to effect multiple targets.

504 Minor magic

This word allows the caster to employ mage, necromancer, priest, druid and dragon spells.

505 Major magic

This word allows the caster to employ power mage or power priest spells.

506 Secondary effect

This spell allows the caster to add a secondary effect to a spell.

507 Energize

This word allows the direction of raw magical energy into a spell.  IE, Fire from the elemental plane of fire, etc.

508 Remove

This word allows the caster to remove a part of an object or creature.

509 Area

This word allows the caster to control the area effected by the spell.

510 Maximize

This word allows the caster to force the maximum or minimum possible effect from a given spell.

Power Priest Spells:


Power spells allow the caster to convert sheer spiritual energy into reality.  Although a spell may require only 1 power point to activate it, the caster can put more power into the spell.  This is used to increase a spells effective ness.  The saving throw of a power spell is a percentile roll based on the caster's power versus the target’s power.  Additional power placed into the spell alters this roll in favor of the caster by 5% per additional power point placed in the spell.  The base roll is 50% modified by the difference in the caster’s power and the target’s power.  IE If the casters power is 18 and the targets power is 15, 18 – 15 = 3.  3 * 5 15.  50  - 15 = 35%.  The target has a 35% chance of resisting the spell.  If the caster had put 3 extra power points in the spell this would alter the resistance roll by 3*5 = 15, 35% - 15% = a 20% chance of resisting.


If the target has no POW they do not get a saving throw.  Power spells are not effect by lesser magic.


Power Priest is basically insane manipulation egotist.  Those who would server the dark gods rarely wish to dirty their hands.  They instead summon other creatures to do the work and use dupes to provide them power.  Power priests can use power mage spells, but rarely put themselves in a position to need them.

511 Contact minor creature

Power: 1 Pow Point




This spell allows the caster to contact a lesser race’s representative for conversation.   Races include Deepones, Serpent Men, Sand Dwellers, ETC.

512 Summon/dismiss minor creature

Power: 2 or more POW Points

This spell allows the caster to summon or banish minor creatures.  A gift will be required for the creatures to serve.

513 Bind minor creature

Power: 3 or more POW Points

This spell allows the caster to bind minor creatures to his will.  Deepones, Serpent Men, Sand Dwellers, ETC are effected.

514 Contact major creature

Power: 2 or more POW Points

This spell allows the caster to contact a major creature for conversation.  Nightgaunts, Hunting Horrors, Hounds of Tinaldos are contacted.

515 Summon/dismiss major creature

Power: 3 or more POW Points

Summon or dismiss a major creature.  A gift will be required for the creature to serve the caster.  Nightgaunts, Hunting Horrors, Hounds of Tinaldos ETC. are effected.

516 Bind major creature

Power: 4 or more POW Points

This spell allows the caster to bend a major creature to his will.  Nightgaunts, Hunting Horrors, Hounds of Tinaldos ETC. are effected.

517 Contact minor deity

Power: 10 or more POW Points

This spell allows the caster to contact one of the minor deities for advice.  Cthulhu, Hastur, Yig, ETC are contacted.

518 Summon/dismiss minor deity

Power: 20 or more POW Points

This spell allows the caster to summon a minor deity to his location.  Cthulhu, Hastur, Yig ETC. are summoned or dismissed.

519 Bind minor deity

Power: 40 or more POW Points

This spell allows the caster to bind a minor deity to his will.  Cthulhu, Hastur, Yig, ETC are effected.  Although it is possible to cause the deity to take some small action, the results are not always what the caster may want.

520 Contact major deity

Power: 50 or more POW Points

This spell allows the caster to contact a major deity for advice.  Azathoth, Yog-Sothoth, Nyarlthahotep ETC. are contacted.

521 Summon/dismiss greater deity

Power: 100 or more POW Points

This spell allows the caster to summon a greater deity to his presence.  Azathoth, Yog-Sothoth, Nyarlthahotep ETC. are effected.

522 Bind greater deity

Power:  200 or more POW Points

Also known as the suicide spell.  To force a major deity to do something is really rather silly.  Why would you want to piss one off?  Azathoth, Yog-Sothoth, Nyarlthahotep, ETC. could be effected.

523 Create magic item

Power:  1 or more POW Points

This spell allows the caster to create a magical item capable of receiving spell (524) Power Storing, or (525) Spell Ability.

524 Power storing

Power: 2 or more POW Points

This spell creates a magical resivor within a magical item.  Spell (523) Create Magical Item must have been cast on the item first and it must have some type of gem set in the item.

525 Spell ability

Power: 3 or more POW Points

This spell puts some type of spell into an item.  This spell may then be activated using the item's power at no cost to the user.  The item must first have had (523) Create magical Item cast on it before the spell to be used can be cast into it.  It must also be a power-storing device so that the spell has power to draw on.

526 Create Gate

Power:  10 or more POW Points

This spell creates a stationary gate in time, space, dimension and plane.  It is only destroyed by reversing this spell.  1 POW point must be used to pass through the gate.

527 Open Gate

Power: 1 or more POW Points

This spell allows the caster to open or close an existing gate.  A gate must be open to be used.

528 Alter Gate

Power: 2 or more POW Points

This spell allows the caster to redirect the exit point of an existing gate.

529 Create focus

Power:  1 POW Point

This spell allows the caster to create a focus: The item that allows a power caster to use his power.  This is a permanent magic item.

Power Mage Spells:


Power spells allow the caster to convert sheer spiritual energy into reality.  Although a spell may require only one power point to activate it, the caster can put more power into the spell.  This is used to increase a spell’s effective ness.  The saving throw of a power spell is a percentile roll based on the caster’s power versus the target’s power.  Additional power placed into the spell changes this roll in favor of the caster by 5% per additional power point placed in the spell.  The base roll is 50% modified by the difference in the caster’s power and the target’s power.  IE. If the caster’s power is eighteen and the target’s power is 15, 18 – 15 = 3.  3 * 5 15.  50  - 15 = 35%.  The target has a 35% chance of resisting the spell.  If the caster had put 3 extra power points in the spell, this would alter the resistance roll by 3*5 = 15, 35% - 15% = a 20% chance of resisting.


If the target has no POW, they do not get a saving throw.  Power spells are not effect by lesser magic.


A power Mage requires a focus to cast spells.

530 The evil glaring red eye of doom

This spell causes the tart to fail any power versus power roll, luck roll or shill roll until the next new moon.  The target must be in line of sight at the time of casting.

531 The dust of the curse of choking

This spell allows the caster to create enough dust for 3 uses.  If thrown at a person the dust causes them to fall to the ground gagging violently.  The target is unable to take any action for 10 minutes.  The dust can be used immediately or be saved for later use.

532 The dust of unseen movement 

This spell allows the user to create 3 uses of dust.  The dust when applied makes the target invisible until the next new moon.  The dust may be used immediately or saved for later.

533 The surrender of spiritual sacrifice 

This spell allows the caster to drain power from the target.  The power drained is equal to the amount or POW put into the spell.  If the attack roll is successful, the caster does not loose the POW he put into the spell, and he retains the power drained from the target until the next morning.  The caster must touch the target.  For example, the caster spends 1 point to cast the spell and adds 10 points into it.  This reduces the saving throw by 50% and if the target fails the caster keeps the 10 points, plus gains an additional 10 points from the target until dawn.  If the target makes the resistance roll, the caster loses the 10 points he put into the spell and the target loses none.

534 The terrible binding of Krass 

This spell causes bands of mithril to appear around the target.  They prevent the target from moving or casting spells.  The bands can only be cut off with a diamond saw or magical blade.  The target has to be in line of sight.

535 The aura of erotic attraction

This spell causes the caster to be irresistible to members of the opposite sex who fail a power versus power roll.  The spell lasts 24 hours for each point of power used.

536 The cloudy mist of obscuring water

This spell fills the area as far as the caster can see (before the spell) with a dense opaque fog.  Visibility is reduced to 5 feet.  The fog lasts until dawn, when it slowly burns off.

537 The destruction of water 

The caster touches a body of water and destroys it up to 5,000 gallons per power point put into the spell.

538 The reduction of thy enemies power

This spell causes the target to make a power versus power roll.  If the target fail the roll, they shrink to 6” in size.  The target must be in line of sight.  The caster can reverse the effect at any time.  If the caster dies before reversing the spell, the spell effect is permanent.

539 Servant of the dead

This spell allows the caster to animate a corpse or to summon and bind a spirit to do his bidding.  In the case of a corpse, well after awhile bits start to fall off and the smell is… unpleasant.  The caster must touch either victim.  No save is allowed and the effects are permanent.

540 The review of the aspects of life

This spell allows the caster to know information about a target in line of sight.  No saving throw is necessary.  The caster will know the amount of power, the relative spell ability, any magical items on the person even the relative mood of the target.

541 The reading of auras




This spell allows a caster to tell what basic intentions are of a target that is within the casters' line of sight.  It is commonly used to detect lies during a conversation as the spell last until dawn.

542 The sight of a visible door

This spell allows the caster to spot hidden objects, secret door and how to open them.  Pits under rugs etc.  The target must be in line of sight and the spell last for 1 hour for every POW point used.

543 The travels of the disembodies spirit

This spell allows the caster to leave his sleeping body and travel about at night as an astral form.  The form is non corporal and can pass through any thing non-magical.  It can even fly.  The spell lasts until dawn and can be attacked if it becomes visible.

544 The winds of change

This spell alters reality in a minor, but important way.  The caster need not see the alteration but he will know about it.  (The bullets were never loaded in the villains’ gun. The thug forgot his ankle knife.  The car you are chasing has a flat.)  Some subtle change instantly takes place.

545 The unopenable door

This spell causes a door to freeze rigidly shut to anyone but the caster. However 1 point of power will open the door when focused on it.  This is permanent.

546 The inscribing of unseen writing

This spell allows the caster to write text that can only be seen by focusing 1 point of POW on it.  The writing is permanent and invisible to everyone.

547 The key of entry creation

This spell creates a magical key that opens any lock it touches.  The magical key requires no further POW usage and it is permanent.

548 The striking of the cat

This spell causes the casters hands to sprout talons that do 3d6 damage in a combat attack.  The spell lasts for 1 hour.

549 The first cryptic sign of terror

This spell is drawn by the caster and has a standard power of 12 for saving throw purposes.  Anyone but the caster seeing it must save or flee in terror for 10 minutes.  The sign is permanent unless erased by the caster or the “To destroy writing on paper spell.” (550)

550 To destroy writing on paper

This spell erases writing from a book instantly.  It is also used to erase magical symbols etc.

551 The creation of the secret of flames

This spell allows the caster to cause any flammable substance to burst into flames.  The object has to be in line of sight.

552 To move objects from afar

This spell allows the caster to telekinesis objects up to 100 lbs. per power point for up to 10 minutes per power point.  The objects have to be in line of sight.

553 The geometry of other dimensions

This spell is used in creating gates.  It can also be used to stop the attack of an extra dimensional creature (Hound of Tinaldos, dimensional shambler, etc.)  The spell lasts until dawn.

554 To feel the unseen watcher

This spell allows the caster to know if he is being watched (magically or just spied on) and by whom.  This spell is instantaneous.

555 To make a person explode without flames

This spell causes the target to make a POW vs. POW resistance roll.  If he fails, the target explodes with a meaty pop.

556 The creation of the moebeus hall

This spell when cast on a hallway turns it into a trap.  Anyone but the caster entering can never reach either door, no matter how long they walk.  The effect is permanent.

557 The language of the denizens of the deep

This spell allows the caster to converse freely with any aquatic creatures from fish to dolphins or Deepones.  The spell lasts for 1hour.

558 The creation of a dread focal dagger

This spell allows the user to turn a dagger into a focus or sacrificial knife.  A sacrificial knife sends the power of a victim it slays directly to the deity it is devoted to.  This effect is permanent.

559 The creation of a servant rat

The spell allows the caster to turn a rat into a 1ft tall at the shoulder, intelligent servant whose forepaw’s become tiny hands.  They rat serves the caster faithfully and the caster can see through the rats eyes for 1 point of POW for 10 minutes.  The effect of the spell is permanent.

560 The summoning of the servants of water

This spell allows the caster to summon Deepones to the nearest place they can reach.  The Deepones will not be hostile and will barter for services.  The spell must be cast at night and may take some time.

561 The stone of air not earth

You always wondered how they built the pyramids?  This spell allows the caster to touch a stone of any size.  The stone weighs no more than a pound per 10 tons.  The effect lasts until dawn.

562 The dread curse of withering

This spell causes the targets arms and legs to wither into dried useless husks.  The target is allowed a POW vs. POW resistance roll.  The target must be in line of sight.

563 The prismatic glass of Tinaldos

This spell alters a mirror so that it can be used to look forwards and backwards in time.  The effect is permanent.  The glass then requires a single power point to operate.

564 The faltering memory of the old

This spell causes the target within line of sight of the caster to roll a power versus power roll.  Failure to make the roll means the target’s memory to be permanently erased.  Although they may have faint glimmers of the past, they suffer complete amnesia.

565 The awesome sight of places askew

This spell allows the caster to use a prismatic glass of Tinaldos to view other dimension and planes of existence.  The effect lasts for 10 minutes per power point expended.

566 The light of the twilight stars

This spell causes a light equal to dim twilight to light up the area that the caster can see.  This effect lasts until dawn.

567 The eyes of the cat

This spell allows the caster to see in the dark.  The spell lasts until dawn.

568 The formula for the shaping of the holy stone

This spell allows the caster to form, mold, and sculpt soapstone into any image he desires.  The ability lasts until dawn.

569 The wand of the strike of lighting

This spell enchants a short metal rod of mithril.  Once enchanted the rod will produce a 5’wide 100’ long lighting bolt doing 6d6 point of damage for each point of power the caster puts into it.

570 The laughing death of horror

This spell causes a target within line of sight of the caster to make a power versus power roll. If the target fails it starts to laugh and will then be unable to stop.  He will die of thirst, still laughing of course, 3 days later.

571 The red fever of death

This spell causes a target within line of sight of the caster to make a power versus power roll.  If he fails he breaks out in blood pustules and starts to run a high fever.  He will die in agony 5 days later, coughing blood.  Anyone coming in contact (touch) with him will become ill and die.  This can cause an epidemic.

572 The flying axe of protection

This spell enchants an axe that will then fly about the caster on command for 1 point of power for 24 hours.  The axe will attack as an 8th level warrior. (50%). Whomever the caster selects.

573 The dreaded waters of the kraken

This spell must be cast on a target that is swimming.  The target is sucked under and drowned with no saving throw.  The target must be in the casters' line of sight.

574 The second cryptic sigh of terror

This spell is drawn by the caster and has a standard power of 13 for saving throw purposes.  Anyone but the caster seeing it must roll a saving throw.  If they succeed they will flee in terror for 10 minutes.  If they fail they will be reduced to a gibbering idiot for 1 hour.  The sign is permanent.

575 The dirge of Looweena

This spell requires a flute of the starry wastes.  When played, all hearing the music must make a POW vs., POW resistance roll or fall into an apathetic coma until the next new moon.  Unless force-fed they will die of thirst in 3 to 5 days.  The dirge takes 10 minutes to play the but effect is instant.

576 The seed of Psamathe

This spell creates 5 seeds per point of POW.  If planted in a graveyard at night 1 skeleton per seed will claw its way up from the earth and serve the caster.  The skeletons crumble to dust in sunlight.

577 The speech of the friendly stranger

This spell requires all that hear the caster speaking to make a power versus power saving throw.  If they fail, they are charmed: they will do anything the caster says short of suicide.  The spell lasts until dawn.  Great for picking up chicks.

578 The creation of a pentagonal symbol

This spell creates an elder sign from soapstone.  This sign is permanent and can be used to drive off extra dimensional beings.

579 The faithful cat of Zod

This spell binds an intelligent cast to the caster.  It is permanent.  The cat can to the caster and will also cook, clean, and sew for him.

580 The panthers of the shadow lands

This spell will summon two shadow cats.  The cats will hunt down and slay a target named by the caster.

581 The creation of a focal storage point

This spell turns a gem into a focus and a power storage device.  The effect is permanent.

582 The terrible curse of aging

This spell requires the caster to touch the target.  Once touched the target must make a POW vs. POW resistance roll. If he fails, he starts to age at a rate of 1 year per day.

583 The sights of places afar

This spell allows the caster to view events in a mirror, which are taking place anywhere the caster has seen.  The spell lasts for 1 hour per POW point invested.

584 The imprisonment of a spirit

This spell allows the caster to remove the spirit from a target within line of sight who fails a power versus power roll and place it in a storage gem.  The body falls into a coma.  The effect is permanent.

585 The passing through walls

This spell allows the caster to step through a wall regardless of its depth.  The call can be wood, stone or metal, but it cannot be of mithril or harder metals, nor can it be enchanted.  The spell is instant and anyone touching the caster can step through as well.

586 The box of infinity

This spell creates a box of any size that can hold any objects.  The box becomes a bag of holding in effect.  The box is permanent once created.

587 The toppling push of the mighty

This spell allows the caster to push over any object, building, etc.  The effect is instant.

588 The silent death

This spell causes a target in line of sight of the caster to make a power versus power roll.  If he fails he falls to the ground, without a noise, dead.  No visible cause will be found.

589 The replenishing of power one from another 

This spell is similar to (573) The surrender of spiritual sacrifice in that it drains power from the target and gives it to the caster.  The first difference is that the caster must touch the victim.  Second the victim receives no saving throw.  Third, all remaining power the victim has is drained and given to the caster.

590 The manipulation of the blue metal

This spell allows the caster to sculpt and mold mithril metal for 1 hour per point of power invested.

591 The force bargain of spirit trading

This spell causes any target within line of sight of the caster to roll a power versus power roll.  If they fail their soul is torn from their body and placed in the casters' body and the caster is takes up residence in the targets' body.  The effect is permanent and instant.

592 The activation of a passage way

This spell allows the caster to create a gate between where the caster is and another location the caster has been.  The gate must be framed in metal or stone and it is permanent.  It requires 1 point of POW to pass through.

593 The mead of the reaches of the void

This spell allows the caster to brew 1 cup of mead per point of POW invested.  The mead remains good for 1 to 6 years.  When ingested the mead causes the drinker to be immune to the intense cold of space, the radiation, the hard vacuum and the heat of reentry.  The effects occur only as the caster leaves an atmosphere, travels through space and then ends when the caster reenters.

594 The white vapors of Yabon

This spell creates a cloud of white glowing fog about 500’ in diameter.  Bizarre noises and flute music comes from the cloud.  The cloud moves at 10’ per round at the direction of the caster.  The vapors last until dawn.  Anyone in the cloud must roll a power versus power roll each round or go stark, raving, homicidally gibberingly, insane. (Sanity 0)

595 The chilling touch of the ice from space

This caster has to touch the target.  The target receives no saving throw, and is frozen solid.  If they topple over they shatter into a thousand pieces.  The spell stays up for 1 hour on the casters’ palm or until the caster touches someone or some thing.

596 The creation of the flue of the starry wastes

This spell is used to create a magical flute that can be used to cast (575) The dirge of Looweena.  It can be used to drive off hounds of Tinaldos, Dimensional shamblers’, and hunting horrors.  It causes shaggoths to remain motionless while it is played.   It also attracts nightgaunts and moon beasts.
597 The third cryptic sigh of terror The thrid cryptic sigh of terror   

This spell is drawn by the caster and has a standard power of 14 for saving throws.  Anyone but the caster

598 The lilting gesture of peaceful slumber

This spell allows the caster to gesture at a target and cause them to fall into a deep slumber until dawn.  The target is allowed a power versus power saving throw and the spell last for 1 round per point of POW invested.  The caster may effect 1 target per round.

599 The deadly nightmares of demonic image

This spell is cast upon a target in the casters' line of sight.  If the target fails his power versus power roll, he will not even know he was been attacked.  The target will start having horrible nightmares.  Each night he will lose 1 point of permanent power and associated sanity.  He will not regain power for that day.  When the target reaches 0 sanity and power, the will become a homicidal maniac killing wantonly anyone they see.  The effect is permanent.

600 The impassable wall of the inferno

The spell creates an impassable wall of flame 10'high, 5' thick and 100' long.  The wall does 100 points of damage to anyone attempting to pass through it.  It does no damage to anything flammable around it however and it lasts until dawn.  Even the caster cannot pass through.

601 The speech of the servants of the wind

This spell lasts until dawn and has no saving throw.  The caster may freely converse with any type of bird or bat.
602 The jaunts to places not meant to be

This spell allows the caster to step into and out of other dimensions at will for 1 hour.

603 The creation of a doorway in time

This spell allows a caster to create a gate to a point in time.  The gate must be framed in metal or stone and it is permanent.  It requires 1 point of power to pass through the gate.

604 The return to the world of the living

This spell allows the caster to return the targets' spirit to his corpse, or another body.  The spirit can then move the body about as in life, however the body is still dead.  Bits fall off and after a couple of seeks even Right Guard Sports Stick won’t cut it.

605 The knowledge of what happened here

This spell allows the caster to know what events occurred at the location where he stands.  The effect is instant and only relevant events are known.

606 The creation of the elixir of eternal life

This spell allows the caster to create a potion.  The potion allows bestows eternal life on anyone who drinks it.  They will not age or suffer from non-magical disease.  Of course, magic and violence will still slay them.

607 The visions of absolute truth  

This spell allows the caster to have a 10-minute vision of the events of that he wills to know about.  What was said and what took place will be revealed to him in this vision as they truly occurred.

608 The fourth cryptic sign of terror

This spell is drawn by the caster and has a standard power of 15 for resistance rolls. Anyone but the caster viewing it must make a power versus power roll.  If they succeed, they will tear their own eyes out and flee until they collapse from exhaustion.  If they fail, they collapse in a death like coma for 1 year.  If they are not force-fed, they will die of thirst in 3 to 5 days.  The sign is permanent.

609 The intelligent ring of the ancients

An ancient sect of Atlantean monks sacrificed their lives studying the wisdom of the universe to prepare them to serve mankind for all time.  Then their continent sank and they all died.  This spell allows the caster to retrieve one of these ancient priest king wizard monk sage spirits and place in into a plain gold band set with a ruby.  The sage will speak psychically with whoever wears the ring.  The effect is permanent.

610 The unopenable box of Leng 

This spell creates a box of Leng.  The box will not open for anyone but the caster and acts as a bag of holding.  The box is permanent. 
611 The speed of the wind

This spell causes the caster to increase his speed 3 fold.  He takes 3 actions for every action others’ take.  This spell lasts until sunrise.

612 The wrathful wind of horrible plight

This spell causes a spring to blow up.  Although it is hard to walk in and tears off the occasional shingle, it does not do great harm immediately.  It does however, stay in the area.  After a few days the gritty winds have scoured paint from signs, crops are destroyed, water dries up and any rain clouds are driven off.   Within a year the area is incapable of supporting life.  This spell lasts for one year.

613 The invisible wall of the ether.

This spell creates an invisible wall of magical force.  This wall is 10' tall and 100 feet long for each point of POW invested in the spell.  The caster can shape the wall as he sees fit.  The wall stops anyone or anything from passing through it.  The wall also stops magic.  The wall lasts until the following sunrise.

614 The horrible rolling vapors of doom 

This spell creates a cloud of opaque fog 500' in diameter.  The cloud moves at 10' per round at the casters' directions.  The cloud lasts until the following dawn.  Anyone in the cloud must make a POW vs. POW resistance roll or die.

615 To strike down an object

This spell allows the caster to slam any object in his line of sight to the ground, shattering it.  Even a building can be so affected.  The spell is instant.  And there is no saving throw.

616 The floating box of Mnar

This spell creates a box similar to the unopenable box of Leng, however it levitates up to 3 feet above the ground and can be easily moved.  The box is permanent.

617 The word of unstoppable entry

This spell opens any lock, door, walled up portal, etc. instantly.  The only thing this spell will not open is the unopenable box of Leng.  The thing opened must be in the casters' line of sight.

618 The gnawing hunger of capozic

This spell is used on a target in the casters' line of sight.  The target is allowed a POW vs. POW resistance roll.  If they fail they rapidly are consumed by hunger.  No matter how much they eat they continue to starve.  They die of malnutrition as a bloated obese corpse parody 1 to 6 weeks later.

619 The dread tunnel of entry

This spell causes a tunnel to be burrowed through dirt, wood or even steel to allow the caster entry to a location he can see.  The effect is permanent.  No saving throw is allowed.

620 The silent steps of unheard passage

This spell causes a silence zone to surround the caster.  No noise escapes an area of 20' diameter.  The zone moves with the caster.  No saving throw is allowed, and it lasts until sunrise.

621 To become as untouchable as the air

This spell allows the caster to turn his body ethereal.  Only magical items can touch them.  The spell lasts until sunrise.  The caster is still subject to spells however.

622 The dreams of the stars

This spell allows the caster to observe occurrences while they are asleep.  Although they cannot act they can will themselves to wake if they observe some action that alarms them.  This spell lasts until dawn.

623 The invisible bridge which springs from afar

This spell creates a force bridge for up to a mile in length.  The spell last up to 1 hour.

624 The tongue understood by all

This spell allows the caster to understand and be understood by all sentient creatures.  This spell lasts until dawn.

625 The silent listening

This spell allows the caster to listen to a conversation anywhere on earth.  No saving throw is allowed.  This spell lasts for 1 hour.

626 The fifth cryptic sigh of terror

This spell is drawn by the caster and has a standard power of 16 for resistance rolls.  Anyone but the caster observing the sign must make a POW vs. POW roll.  If they succeed they fall into a death like coma for one year.  If they are not force-fed they die of thirst 3 to 5 days later.  If they fail they are driven into gibbering insanity, Sanity 0 and are incurable.  The sign is permanent.

627 The horrible door of spiritual containment

This spell allows the caster to give sentience to a door.  The door has the same power as the caster and is capable of opening, closing, locking, and unlocking itself.  With a knocker shaped like a face it can even speak.  The effect is permanent.

628 The rains of fire and destruction

This spell allows the caster to subject an area of 1 mile in diameter with in his line of sight to an hour-long rain or fire.

629 The weapons of the masters

This spell allows the caster to create a rod of ruby that will cast a Cryptic red light of destruction (636) for each point of POW put into the rod.  The rod is permanent.  Wow Batman, a laser pistol!  For example 2 points of POW simulates 2 red light beams.

630 The unseen missiles of selective death

This spell allows the caster to fire 1 invisible bolt of power that does 25 points of damage for each point of POW invested into the spell.  No saving throw is allowed.

631 The touch of dust

This spell allows the caster to touch an opponent and turn them to a pile of dust.  The target is allowed a POW vs. POW resistance roll.

632 The vault of inescapable death

This spell allows the caster to select a target in his line of sight.  This target must make a POW vs. POW resistance roll.  If they fail they are imprisoned in a vault of mithril 1-mile under the casters feet.  The effect is permanent.

633 To instantly be someplace else

This spell allows the caster to teleport to anyplace they have ever been.

634 To stop your enemies about you

This spell causes time to cease in an area 20' in radius.  This area is immobile and lasts until the following dawn.  Only the caster may move in this area.  No saving throw is allowed.

635 The light of the sun

This spell causes a blinding light to beam from the caster focus.  Any but the caster who sees it must make a POW vs. POW resistance roll or be blinded.  All undead touched by the beam are destroyed, even those raised by Return to the world of the living (604).  This spell lasts for 1 hour.

636 The cryptic red light of destruction

Laser Beams Zonks!  This spell causes a beam of red coherent light to leap from the caster focus doing 100 hit points of damage to anything it touches.
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637 To become as another

This spell allows the caster to take on the form of someone else the caster has seen.  This does not confer their voice however.  This spell lasts until dawn.

638 To reduplicate statue

This spell causes the target to double in size for every point of POW invested in the spell.  No saving throw is allowed.  The effect lasts until the next sunrise.

639 The sphere of protection from movement

This spell causes a 20' diameter sphere of force to appear.  This force drains the kinetic energy from anything trying to enter.  This effect lasts for 1 hour.  Objects fired at the sphere, bullets, arrows, vases, rocks, etc, fail to the ground at the perimeter.  You can still step into the sphere.  “The slow blade penetrates the shield”

640 The seventh cryptic sigh of terror

This spell is drawn by the caster and has a standard POW of 16 for resistance rolls.  Anyone but the caster observing the sign must make a POW vs. POW resistance roll.  If they succeed they are driven into a gibbering insanity (sanity 0) and are incurable.  If they fail they suffer massive aneurysm and their heads explodes a.k.a. scanners.  The sign is permanent.

641 The metal of the stars

This spell allows the caster to create a smoky black metal (adamanitum) and form it into shapes.  Up to 1 cubic foot per point of POW invested is created.  This metal is immune to all forms of power magic, and is permanent.

642 The fiery destruction of Cuthuga

This spell causes a great conflagration.  A hurricane of flames 30 miles in diameter (1 hex) for a full day. Nothing survives.  This is one of the city killer spells.  The caster must be able to see the city when he casts the spell.
643 The avenging winds of Ithaqua

This spell creates a tornado 20 miles in diameter that destroys all within it.  It lasts for 1 day.  This spell is a city killer.  The caster must be able to see the target when he cast the spell.








644 The horrible waves of Cthulhu

This spell creates a huge whirlpool 20 miles in diameter that destroys all within it, even islands.  This spell is a fleet killer.  The caster must see the target when the spell is cast.

645 A secret from Nyarlthahotep

This spell allows Nyarlthahotep to visit you in a dream and disclose some game information to you, or tell you how to make a fusion bomb out of camel dung.

646 The shifting shape of Yog-Sothoth

This spell allows the caster to shift shapes at his desire for 24 hours.

647 The secret unspeakable name of Hastur

This spell allows the caster to summon Hastur from Aldebaran.  Hastur will then destroy anyone he sees for the next hour, except the caster.

648 Fly into space my enemy

This spell causes a target in the casters' line of sight to make a POW vs. POW resistance roll.  If the target fails, he flies to Aldebaran, where his frozen corpse splashes down in Lake Hali and is consumed by Hastur.

649 To escape time itself

This spell allows the caster to step out of the time stream.  The caster can travel backwards or forwards in time or simply stay where and observe the frozen world.  The spell must be cast again for the caster to reenter the time stream.  This spell attracts hounds of Tinaldos like catnip to a sabertooth.

650 To create all things

This spell allows the caster to create anything non-magical and as much as the caster desires.  The items created are permanent.

651 To exist in elements other than your own

That’s right, breath water, bath in lava, swim through hard vacuum, even play hopscotch on the surface of the sun.  This spell allows the caster to be immune to environmental effects for 24 hours. He is not immune to magic attacks etc....

652 The swallowing earthquake of the Black Goat of a thousand young

This spell causes a massive earthquake that last for 24 hours in 20-mile diameter area destroying everything.  This spell is a city killer.  The caster must see the target when the spell is cast.

653 The stars are right

This spell causes interstellar alignments to occur, starting a time set event.

654 The doom that came to Sarnath

This spell causes a fog to roll into an area of a 100-mile diameter.  By dawn all life there has turned to undead serving the caster.

655 The sixth cryptic sigh of terror

This spell is drawn by the caster and has a standard power of 100 for resistance rolls.  Any deity seeing the sign will leave the area.  The sign is permanent.

656 Fly into space my continent

This spell causes a 100-mile diameter, 10-mile deep section of the earth’s crust to be torn up and to fly into space.  It flies to Aldebaran and slam into lake Hali, where Hastur duck this hostile missile attack and wonders who the hell threw it at him.

657 Croatoan

This spell causes everyone in a community to disappear over night, never to be seen again.

658 A pocket dimension all your own

This spell allows the caster to make their own permanent pocket dimension.  Shades of Aztec pyramids.

659 The ravages of intelligence

This spell increases the targets intelligence to 25.  No saving throw and the effect is permanent.

660 The court of Azathoth

This spell allows the caster to appear before the blind idiot king and plead a case.  No outcome is guaranteed.

661 The song of harmony

This spell causes all that hear it to become the permanent slave of the caster.  No saving throw is allowed and the effect is permanent.

662 The spaces between

This spell allows the caster to step between the dimensions of the multiverse where those outside exist.  The spell must be cast a second time to reenter the multiverse.

663 The shifting sands of Nyarlthahotep

This spell is a city killer.  It causes a desert sandstorm to sweep over any city.  The effects last for 1 week, and at the end of the week the city will be gone, leaving nothing behind but the shifting sands.  Anyone who remains in the city after the first day of the spell will be killed, no saving throw.

