¥

' 2. GRIMOIRE

A

......

9 EP1C TALES IN THE WORLD OF EANA






- - -',
- ll,.
3 ,.'-. L

e |

GRIMOIRE .




FATEFORGE is a role-playing game designed by Studio Agate and based on the original ideas of Joélle 'Iris’ Deschamp and

Nelyhann
Editorial Direction and Conception Hrtistic Direction
Joélle ’Iris’ Deschamp and Nelyhann Nelyhann
Editorial Coordination Hssociated Hrtistic Direction
Joélle ’Iris’ Deschamp and Nelyhann Joélle ’Iris’ Deschamp
Writing Cover Hrt
Joélle 'Iris’ Deschamp Yvan ’Gawain’ Villeneuve (standard edition & Red Dragon ]
edition) |
Hdditional Development l
Clovis; Dominique 'Doudou’ Lacrouts; Nelyhann Interior Art
Cédric Pez; Charléne 'Chane’ Tabary; Delphine 'GinL; Joélle
Cranslation Iris’ Deschamp; Yvan ’Gawain’ Villeneuve
Clovis
Layout
Original Copy Editing Delphine 'GinL

Clovis; Constance 'Destiny’; Dominique 'Doudou’ Lacrouts;
Ginkoko; Joélle ’lris’ Deschamp; Justine L. Boudet; Eogo
Nelyhann; Stéphane ’J2N’ Roy Delphine 'GinL’

e e e N

E€nglisb Copy Editing Drop Caps
Jodo Bento; Kevin Ronald Dombrowski; Michael Downs; Olivier 'Akae’ Sanfilippo
Tyson Pink; Richard Pratt; Travis Shelton

Based in France, Studio Agate specializes in ~ Copyright © 2019 Agate RPG

creating imaginary worlds. Agate RPG and Studio Agate are trademarks of Agate Editions
This Studio makes, among other things, role- Agate Editions, 13 Boulevard de la République, 92250 La
playing books (under the label “Agate RPG”), Garenne Colombes

music albums, and video games. You can learn = Contact, questions, distribution: team@studio-agate.com
(_5 f U d /&  more and get the latest news of Studio Agate’s

A G AT E activities at www.studio-agate.com

e e e w2 3 8 ) SR Sy

The Grimoire core rulebook for the Fateforge role-playing game is published by Studio Agate under the Open Game License version 1.0a Copyright 2000
Wizards of the Coast. A copy of the Open Game License is provided on the last page of this book.

Product Identity: The following items are hereby identified as Product ldentity, as defined in the Open Game License version 1.0a, Section 1(e), and are not
Open Content: All trademarks, registered trademarks, proper names (world name, characters, deities, etc.), the modular system and icons, new spells, all
new rules (geomagic, corruption, etc.), dialogue, plots, storylines, locations, characters, artwork and logo, and trade dress.

Open Content: Except for material designated as Product ldentity (see above), the game mechanics of this Studio Agate product are Open Game Content,
as defined in the Open Gaming License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may
be reproduced in any form without written permission of Studio Agate.

Copyright: The illustrations, texts and logo are registered trademarks of Studio Agate. - ISBN: 978-2-919256-47-1 - First printing, 2019. All contents are
protected by the World Intellectual Property Organization and the laws on Intellectual Property. Any reproduction or unauthorized use of the material or
artwork presented herein is prohibited without the express written consent of Studio Agate.

M N o I | - s



Lo o o

P
o=,

_—’.. A
= o "y

TN

- :; —-1?-.‘",-- A > RSSO . /"‘(‘

Credits

4
Cable of Contents ;
Foreword 12
The Modular System 13
Part One:

Che Laws of Magic 5
Using Magic 16
Characteristics of a Spell 16
Elusive Magic 16
Spell Level 17
Corrupt Spell 17
Known and Prepared Spells 18
Spell Slots 18
Cantrips 19
Rituals 19
Casting a Spell 20
Casting in Armor 20
Casting Time 20
Range i
Components 21
Duration 22
Targets 23
Areas of Effect 25

The Effects of Magic on the
Environment 27
Saving Throws 27
Attack Rolls 27
Combining Magical Effects 27
Che Schools of Magic 28
Che Lesson of Heademies 29
Abjuration 29
Conjuration 29
Divination 29
Enchantment 29
Evocation 30
[llusion 30
Necromancy 30
Transmutation 30
Hrcane Specialists 31



Che Light of Magic 32
Hues by School 32
Light-Based Tactical Considerations 33
Subtle Spells and Psychurges 33
Senses 33

Living Magic 35

Capped Bonus 35

Critical Magic 36
Critical Failures 36
Critical Successes 36

Che Mark of Cantrips 37
Other Powers of Unlimited Use 37
Insidious Changes 37
Hiding Transformations 38
Discerning Cantrips Through

Transformations 38

Back from the Dead 38
Fateforge 38
Geas 39
Fooling the Gods 39
End of the Line 39

Modifying Spells 40
Substituting or Adding Components 40
Spell Alterations 40
Adapting a Spell into a Ritual 43

New Reactions Related to Magic - 44
I[dentifying a Spell 44
Human Shield 44

Hwakening 45

Patbs to the Hwakening 45
Ways of Awakening 45
The Hard Way 46
Under Fate’s Aegis 46
Starting with a Class Without

Awakened Features 48

Losing One’'s Hwakening 50

Fate’s Punishment 50
(Geomagic 51

Magical Intensity and Geomagical

Phenomena 51
Perceiving Magical Fluctuations 51
The Flow of Magic on Eana 52
Defining the Density of Magic and

Geomagical Phenomena 52

Catalog of Geomagical Phenomena
Describing Geomagical Effects

Spell Slot Levels and Innate Spells 55

Arcane Abundance 55
Arcane Aridity 56
Arcane Deficiency 57
Arcane Sanctification 58
Burning Sap 59
Dampening 60
Dead Magic 60
Endosmosis 61
Ethereal Border 62
Gateway of the Dead 62
Gigantism 63
Maelossa 64
Melancholian Chaos 65
Psychic Wall 66
Temporal Distortion 67
Thaumaturgic Halo 69
Madness 70
Going Mad 70
The Possible Causes 70
Saving Throws Against Horror 70
Madness Effects 71
Corrupting Madness 71
Madnesses 7
The Insidious Suggestions of
Madness 74
Curing Madness 74
During Adventure 74
With Magic 74
Corruption 75

Using Corruption in Your Campaign 76

The Nuances of Cankerous
Manifestations

Portraying Corruption

The Mysteries of Corruption

Che Many faces of Corruption
The Forms and Progression of
Corruption

New Handicaps Related to Canker

The Sources of Corruption
Cankerous Feats

/i

T
R O, DN

76
78
79

81

81
81
82

84




Effects of Cemporary Corruption 86 Arcanist’s Magic Aura 119
Nightmarish Invasion 86 Astral Projection ¥ i 120
Nightmarish Commands 86 Augury 120
Bodily Decay 86 Aura of Awe 121
Aura of Confidence 121
Effects of Permanent Corruption 87 Aura of Duplicity 122
i Cankerous Boons 88 Aura of Elemental Protection 122
g Cankerous Drawbacks 04 Aura of Excellence 122
‘ Aura of Healing 123
Purifying Corruption 100 Aura of Holy Armament 123
Knowledge of the Means of Aura of Truthfulness 123
Purifying Corruption 101

Finding Shelter in a Sanctuary o1 B 124
The Natural Resorption of Bane 124
Temporary Corruption I0I Banishment 124
| Removing Temporary Corruption Barkskin 125
| Through Meditation 101 Beacon of Hope 125
3 Purifying Temporary Corruption Bestow Curse 125
L with Magic 103 Black Tentacles 126
h Sacred Death 104 Blade Barrier 126
| Oravamessé, the Great Purification Bless 126
| Ritual 104 Blight 126
? Wish 105 Blindness/Deafness 127
] The Fateforge 105 Blindsight 127
] Blink 127
Bloodthirsty Fur 128
E pal’t CWO: Blur 5 % 128
. ’ Branding Smite 129
| Spell Compendium  1o;  BumingHands 129
} Introduction to the C 130
| Compendium 108 Call Lightning 130
{ Spell Locks 108 Calm Emotions 130
l Corruption 108 Chain Lightning 131
\ Choosing and Combining Charm Person 131
\ Modular Options 109 Chill Touch 131
| Increased Power 109 Circle of Death 131
| Spells of Eana 109 Clairvoyance 132
l Divination Ritual 109 Clone 132
[ ; Cloudkill 132
1 List of Spells 110 Color Spray 133
. Command 133
| H 110 Commune 133
l Acid Arrow 110 Commune with Nature 134
. Acid Blob 110 Comprehend Languages 134
E Acid Splash 11 Compulsion 135
; Aid 111 Compulsive Strike 135
‘ Alarm 111 Cone of Cold 135
Alter Self 112 Confusion 136
Animal Friendship 112 Conjure Animals 136
k Animal Messenger 113 Conjure Celestial or Fiend 136
Animal Shapes 113 Conjure Elemental 137
[ Animate Dead 114 Conjure Fey or Ravager 138
/ Animate Objects 115 Conjure Minor Elementals 138

\ Antilife Shell 116 Conjure Woodland Beings or
Antimagic Field 116 Minor Ravagers 139
Antipathy/Sympathy 117 Contact Other Plane 139
Arcane Eye 118 Contagion 140
Arcane Hand 118 Contingency I41
Arcane Lock 119 Continual Flame 142
Arcane Sword 119 Control Water 142




Control Weather 143
Convergence 143
Corrosive Geyser 144
Countershot 144
Counterspell 145
Create Food and Water 145
Create or Destroy Water 146
Create Undead 146
Creation 147
Cure Wounds 147

148
Dancing Lights 148
Darkness 148
Darkvision 149
Daylight 149
Decree 149
Delayed Blast Fireball 150
Demiplane 150
Detect Evil and Good 151
Detect Magic 151
Detect Poison and Disease 151
Detect Thoughts 152
Detect Tracks 152
Dimension Door 153
Disguise Self 153
Disintegrate 154
Dispel Evil and Good 154
Dispel Magic 155
Divine Favor 155
Divine Word 155
Divination 156
Dominate Beast 156
Dominate Monster 157
Dominate Person 157
Dream 158
Druidcraft 158
Duplicate Potion 159

160
Earthquake 160
Eldritch Blast 160
Elemental Weapon 161
Enhance Ability 161

Enlarge/Reduce 161
Entangle 162
Enthrall 162
Etherealness 162
Expeditious Retreat 163
Expose 163
Eyebite 163

164
Fabricate 164
Faerie Fire 164
Faithful Hound 165
False Life 165
Fateful Twist 165
Fear 165
Feather Fall 166
Feeblemind 166
Find Familiar 166
Find Flying Steed 167
Find Steed 167
Find the Path 168
Find Traps 168
Finger of Death 169
Fireball 169
Fire Bolt 170
Fire Shield 170
Fire Storm 170
Flame Blade 170
Flame Strike 171
Flaming Sphere 171
Fleeting Aegis 172
Flesh Pouch 172
Flesh to Stone 173
Floating Disk 173
Fly 173
Fog Cloud 174
Forbiddance 174
Forcecage 174
Foresight 175
Freedom of Movement 175
Freezing Sphere 175

176
Gaseous Form 176
Gate 176
Geas 177
Gentle Repose 177
Giant Insect 177
Gift of Conscience 178
Glibness 178
Globe of Invulnerability 178
Glyph of Warding 179
Goodberry 180
Grease 180
Greater Invisibility 180
Greater Restoration 180
Grim Escort 181
Guardian of Faith 182
Guards and Wards 182
Guidance 183
Guiding Bolt 183

2. a4



=

= —‘_“——-—"'-_"-.I-‘—‘_____o-—"‘_

Gust of Wind 183 Magic Weapon 208
Magnificent Mansion 209
b 184 Major Image 210
Hallow 184 Mass Cure Wounds 210
Hallucinatory Terrain 186 Mass Heal 210
Harm 186 Mass Healing Word 210
Haste 187 Mass Suggestion 211
Heal 187 Maze 211
Healing Word 187 Meld into Stone 211
Healthy Carrier 188 Mending 212
Heat Metal 189 Message 212
Heroes’ Feast 189 Meteor Swarm 212
Heroism 190 Mind Blank 213
Hideous Laughter 190 Mind Blast 213
Hold Monster 191 Minor Illusion 213
Hold Person 191 Mirage Arcane 214
Holy Aura 102 Mirror Image 214
Hunter’s Haven 192 Mislead 215
Hunter’s Mark 193 Misty Step 215
Hypnotic Pattern 193 Modify Memory 216
Moonbeam 216
I 104 Move Earth 217
Ice Storm 194
[dentify 104 218
[llusory Script 105 Nondetection 218
Imprisonment 196
Incendiary Cloud 197 Q) 219
Inflict Wounds 197 Overpowering Weapon 219
Insect Plague 108
Instant Summons 198 p 220
Invisibility 199 Passwall 220
Irresistible Dance 199 Pass Without Trace 221
Phantasmal Killer 271,
200 Phantom Steed 221
Jump 200 Planar Ally 222
Planar Binding 223
R 201 Plane Shift 224
Killer Shot 201 Plant Growth 224
Knock 201 Plant Kingdom 225
Poison Spray 225
C 202 Polymorph 2206
Leech 202 Powerful Weapon 226
Legend Lore 202 Power Word Kill 227
Lesser Restoration 203 Power Word Stun 227
Levitate 203 Prayer of Healing 227
Light 203 Prehensile Appendage 228
Lightning Bolt 204 Prestidigitation 229
Lightning Strike 204 Prismatic Spray 229
Locate Animals or Plants 204 Prismatic Wall 230
Locate Creature 204 Private Sanctum 231
Locate Object 205 Produce Flame 231
Longstrider 205 Programmed Illusion 222
Project Image 232
M 206 Protection from Death 233
Mage Armor 200 Protection from Energy 233
Mage Hand 2006 Protection from Evil and Good 234
Magic Circle 207 Protection from Poison 234
Magic Jar 207 Psychic Weapon 235
Magic Missile 208 Purify Food and Drink 235
Magic Mouth 208
Magic Theft 208 R 236



Raise Dead 236 C 260
Raven’s Claws 236 Telekinesis 260
Ray of Enfeeblement 237 Telepathic Bond 260
Ray of Frost 237 Teleport 261
Regenerate 237 Teleportation Circle 262
Reincarnate 238 Thaumaturgy 203
Remove Curse 238 Thunderwave 2063
Resilient Sphere 239 Time Stop 2063
Resistance 239 Tiny Hut 204
Resurrection 240 Tongues 204
Reverse Gravity 240 Torment 204
Revivify 241 Transport via Plants 205
Roar 241 Tree Stride 205
Rope Trick 241 True Polymorph 266
True Resurrection 266
242 True Seeing 267
Sacred Flame 242 True Strike 267
Sanctuary 242 Tyranny 267
Scorching Ray 243
Scrying 243 a 268
Secret Chest 244 Unholy Fusion 268
See Invisibility 244 Unseen Servant 269
Seeming 244
Sending 245 vV 270
Sequester 245 Vampiric Touch 270
Seraphic Summoning 246 Vengeful Weapon 270
Shapechange 246 Venomous Influx 271
Shatter 247 Vicious Mockery 2E70
Shield 247 Vivacity 271
Shield of Faith 248
Shillelagh 248 (4| 272
Shocking Grasp 248 Wall of Fire 272
Silence 248 Wall of Force 272
Silent Image 248 Wall of Ice 273
Silent Walk 249 Wall of Stone 273
Simulacrum 249 Wall of Thorns 274
Sleep 250 Warcry 274
Sleet or Sand Storm 250 Warding Bond 274
Slow 251 Water Breathing 275
Slumber 251 Water Walk 275
Spare the Dying 251 Web 275
- Speak with Animals 252 Weird 276
Speak with Dead 253 Wild Regression 276
Speak with Plants 253 Wind Walk 277
Spider Climb 254 Wind Wall z 7
Spike Growth 254 Wish 278
Spirit Guardians 254 Withering Rebuke 278
Spiritual Weapon 254 Wondrous Domain 279
Spying Shot 255 Word of Recall 280
Staggering Weapon 255
Stinking Cloud 255 Z 281
Stone Shape 256 Zone of Truth 281
Stoneskin 256
Storm of Vengeance 256
Sudden Cramp 257
Suggestion 257
Sunbeam 258
Sunburst 258
Symbol 259

b e TN

|
}
!
i.
!
)
[!
!
|
E
|
|
f
_i
j
75




Hppendices 282

References 282
Abbreviations 282
Modular System 282
Game Style 283

Magical Lexicon 284

Lists of Spells by Class 290
Using This Appendix 290
Bard Spells 291
Cleric Spells 203
Druid Spells 205
Paladin Spells 297
Ranger Spells 298
Sorcerer Spells 299
Warlock Spells 301
Wizard Spells 303

List of Spells by School of Magic 306
Abjuration 3006
Conjuration 307
Divination 308
Enchantment 309
Evocation 310
[llusion 311
Necromancy 312
Transmutation 313

List of Corrupt Spells 314

Common Hlchemical Potions 316
Elemental Oil 316
Night Drops 316
Oil of Etherealness 316
Oil of Slipperiness 316
Philter of Love 317
Potion of Animal Friendship 317
Potion of Clairvoyance 317
Potion of Climbing 317
Potion of Diminution 317
Potion of Gaseous Form 317
Potion of Giant Strength 318
Potion of Growth 318
Potion of Healing 318
Potion of Heroism 318
Potion of Mind Reading 318
Potion of Poison 319
Potion of Polymorph 319
Potion of Resistance 319
Potion of Water Breathing 319
Restorative Ointment 319

o,

o



ear reader,

You hold in your hands the GRiMOIRE, a book dedicated to magic, its laws, and
its various manifestations. A must-have for any spellcaster, it is divided into three
major sections:

& Understanding magic. This covers the essential rules regarding the in-game
use of spells, as well as several options to diversify their usage. These options
follow FATEFORGE’s modular system, which is described in ADVENTURERS and O
concerning which a reminder is provided in the Appendices of this book. A o B
game aid presents several possible ways to play the Awakening of characters civz
with spellcasting features or any other supernaturally-inclined features (like
monks or paladins). The rules governing madness are detailed, and will certainly
be of interest to psychurge sorcerers in particular, given the vicissitudes they are
exposed to! This book also introduces geomagical phenomena, which can alter
the intensity of magic and produce extraordinary manifestations, giving leaders
many ways to surprise their players and make their lives easier or harder. Magic
has rules, but its energies can be unpredictable! Finally, the effects of
corruption—the physical and mental degeneration caused by the influence of
Canker—are presented, whether they may concern the minions of Canker or
those who fight it.

@ Spells. This section describes more than 360 spells in alphabetical order,

=l including cantrips and highly dangerous corrupt spells. Many of them include

N options related to the modular system, offering a range of variants and
i complications that maybe used to accentuate different possible atmospheres: low
fantasy, dark fantasy, epic, etc.
Appendices. This book’s appendices comprise technical game aids and a magical
lexicon. The latter gathers all the key notions related to magic (planes, types of
creatures, rules, etc.) that an acolyte or apprentice may know about. Another
appendix is dedicated to the modular system and associated rules, providing
you with an overall vision of the available game options to let you conveniently
pick among them. You will also find lists of spells sorted by class, by school of
magic, and by corrupted nature. Spell scrolls are also covered, for the use of
wizards in particular, but also of any other class, spellcasting or not.

We hope that you will enjoy discovering all the wonderful shapes magic can take,




Thisicon indicates all the rules that offer epic options
and put the character’s feats and achievements at
the forefront.

Hwakening

[

To be able to call upon their spells and magical
abilities, a character must have experienced the
Awakening. All powers and abilities related to the
Awakening are preceded by this icon.

@ Corruption

The Corruption icon shows spells and features
I..  whose use causes corruption, or that can only be
1 *1  used by corrupt beings.

The optional rules indicated by this icon are all
related to horror, madness, or corruption.

@ Dragon

y | This icon highlights particularly important
iz information that should not be skipped. It also
shows spells exclusive to FATEFORGE in the Spell
Compendium.

@ Elusive Magic

If the leader makes use of this optional rule, the
players will not get to handpick their spells during
the creation and evolution of their characters.
Learning new powers may require finding a mentor.

@ Gritty

- Use these options if you want harsher and generally
' more realistic gameplay.

Che Modular System

ATEFORGE makes use of a modular system that lets each leader define the atmosphere they
wish to create for their stories. Each of the symbols listed below indicates related optional
rules. Before you apply them to your character, ask your leader if they intend to use them.

@ Intrigue

Optional rules bearing this icon focus on the
interactions between the characters, on the
schemes and plots between the factions, and
on anything that accentuates the roles of the
characters and encourages their interpretation.

@) rife Cock

Spells or spell modifications signaled by a Life Lock
can heal grievous injuries and cure diseases in the
blink of an eye. By restricting or even removing
access to these healing spells or aids, this option
makes the game more dangerous.

@ Mogic Cock

Spells preceded with a Magic Lock require large
quantities of magical energy. As a result, they are
usually the first to become unusable in areas of
weak magic. The leader determines which spells
the Magic Lock applies to in their campaign.

75) Mind Lock

Spells indicated by the Mind Lock icon greatly
facilitate access to information, thus making
investigations much easier. If the leader wants the
campaign to be focused on intrigue and mystery
with no possible shortcuts, they can restrict or
even remove access to these spells.

Mpystery

This icon designates rules dealing with mysteries,
supernatural elements, and anything related to
secrets and arcana.







agicis one of the most puzzling and mysterious phenomena on Eana. Its very
substance is a link between all that exists, both material and immaterial. It
i is the bond and the current that keeps in motion the cycle of souls and the
creations of the mind. Magic allows spellcasters to hammer their will into a
force that can defy the laws of nature. Being capable of shaping spells, even
minor ones like cantrips, is no ordinary feat.

This chapter details the rules governing the use of spells. 1t also includes game aids on how to
incorporate magic into your stories, whether as a plot element or as part of the development
of Awakened characters.

; .- Che Request

After two hours of walking, he was away from the hustle and bustle of the port city of ! :
Yamkhad. He was now enveloped by the quietness of the venerable woods of fragrant
cedars that covered the surrounding hills. His belongings loaded on his newly purchased
mule, Sanwé was traveling to the home of an arcanist of renown: the sage Dioké-
Onuahia. This woman, a scholar from the rich and mysterious lands of Mibu, was said {
to know much about the origin of magic as it was practiced today. As proud of their
traditions as elves like Sanwé were, they couldn’t but admit that they also made ample use
of the theories of others. It was precisely to perfect his knowledge that the young wizard
<\ had left Ellerina, the faraway western continent of his people. d

Abruptly, the vegetation gave way to a rich house with a restrained, tasteful architecture, e
{ typical of the wizardess’s adoptive region. It was surrounded by high walls, but thanks to
t-‘ _ his letter of recommendation, Sanwé was immediately welcomed. His mule was cared for 3 ‘*
1 while he was led through a court decorated with lush, sweet-smelling myrtles. The traveler W
& gazed at the building in front of him. The mid-morning sun foretold a sweltering day,
:‘5’5 but he knew that within these walls, he would find a refuge of comfort and tranquility. J
/ He entered through the front door. Despite his elven vision, it took a few seconds for his !

eyes to adjust to the low light. Following his guide, he felt like he was exploring a maze i

of stairs and corridors that wove itself about an inner courtyard. Finally, they reached an

antechamber and he was ushered into the office of Dioké-Onuahia. Bowing respectfully,

he handed her his references: a letter from his mentor back in Ellerina, and another from
«' a high magistrate of Yamkhad.

o B et S

k . His hostess pointed him to a seat and read in silence. The northern light filtering through
"' the mashrabiya dotted her robe and desk with golden spots. She bore herself with princely
. wedignity, her long braided hair arranged in a crown-like shape that matched her royal airs.

- After along while, she raised her eyes toward Sanwé. With the hint of a smile, she merely
: answered: “I accept.”




his chapter provides the rules for casting
spells. Different character classes have
distinctive ways of learning and preparing
their spells, and monsters use spells in
unique ways. Regardless of its source, a
spell follows the rules here.

. Characteristics of a Spell

our class gives you access to a list of spells. Your class, as well as
your level, your decisions, and the options chosen by your leader
(in particular the Elusive Magic optional rule, to which the aside
below refers) determine which spells you know from this list. A
spell’s description starts with a block of information that defines
how and in which circumstances you can cast it.

;,
\

Elusive Magic 5

f a leader implements this optional rule, players cannot choose their known spells themselves. Instead, they pick them <l
at random using the list of spells included in this book’s appendix (see Appendix, Lists of Spells by Class). Depending on |

¥

the context and needs of the campaign, the leader may also choose one or several of the newly created character’s spells.
. Additionally, whenever a character gains a level in a spellcasting class, they earn the corresponding spell slots, but not
~ necessarily new spells. As such, they will have to discover them in the course of their adventures or find a mentor w1111ng @

4:0 teach them.

* -
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(ﬂbat Is a Spell?

Sanwé had been living under Dioké-Onuahia’s roof for two days
already. He had devoted this time to getting his bearings and
recovering from his journey. From Varnairello, he had sailed to
the Free City, then had taken another ship to Yamkhad. This
respite was more than welcome before the months of learning
and training that would come, surrounded by the cedar forests.
The meetings between the young wizard and the sage from Mibu
took place in the early morning or evening, while the warmest
hours were dedicated to rest and meditation. The elf had decided
to trance during the household’s after-lunch nap, giving him
ample time during the night to work, study, and explore.

During one of their first conversations, Dioké-Onuahia asked
her guest: “What is a spell?” Sanwé took a few seconds to gather
his thoughts and express them as neatly as possible:

“A spell is a discrete magical effect, a single shaping of the
magical energies that suffuse Eana into a specific, limited
expression. In casting a spell, an individual carefully plucks at
the invisible strands of raw magic suffusing the world, pins them
in place in a particular pattern, sets them vibrating in a specific

way, and then releases them to unleash the desired effect—in

#

A

s
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most cases, all in the span of seconds. To perform such a feat,
one must have Awakened to magic.

“Spells can be versatile tools, weapons, or protective wards. They
can deal damage or undo it, impose or remove conditions, drain
life energy away, and restore life to the dead.

“Uncounted thousands of spells have been created over the
course of history, and many of them are long forgotten. Some
might yet lie recorded in crumbling spellbooks hidden in ancient
ruins or trapped in the minds of dead gods. Or they might
someday be reinvented by someone who has amassed enough
power and wisdom to do so.”

Dioké-Onuahia nodded. She seemed to agree.

“Speaking of reinventing lost spells might lead one to believe
that arcane science solely consists in mimicking the past.
Certainly, the Travelers accomplished great wonders, and
I am more than willing to admit how much we owe to our
predecessors. However, 1 believe it is essential not to go forward
with the assumption that the apex of magic lies in the past and
that the best we can do is to pick up its pieces. We must have
faith in ourselves and in our worth.”
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Sanwé admired a few figurines stored in a display
case, souvenirs of his hostess’s many journeys. On
some of the statuettes he noticed religious symbols.

. “The boundaries between dzjferent forms of magic
 has always fascinated me,” Dioké-Onuahia
.~ mentioned, as if she had somehow followed her
. .apprentice’s train of thought.

"* 'The elf smiled thoughtfully at this remark and
 replied:

{2 “The distinction between divine magic and profane
e magic has always puzzled me to no end. At first
s ‘glance, this separation seems obvious: divine magic
B

" "a ‘is granted by a divine entity—that is a god or a

“natural power. However, a closer examination brings

- questions to mind concerning certain details. Why
. can’t a wizard learn to cast a cure wounds spell?

Why can bards, and even certain warlocks, use both
% “cleric and wizard spells? Does it indeed mean that
*divine magic is simply a matter of where the power
% comes from, or is there a more essential difference?
" And in that case, with their inspired music and their

% ability to learn spells of all origins, are bards actually

'

closer to the fundamental nature of magic?”

s

% Debates of this kind were renewed every generation.

.~ Those who satisfied themselves with easy answers
’a‘ _simply defined a divine spell as one granted by a

' ‘divinity, but this was a flawed explanation. In fact,
3% ‘as Sanwé went on, Dioké-Onuahia Watched him

s‘f B Spell Level

very spell has a level from o to 9. A spell’s level is a general indicator of

how powerful it is, with the lowly (but still impressive) magic missile at
1st level and the earth-shaking wish at gth. Cantrips—simple but powerful
spells that characters can cast almost by rote—are level o. The higher a
spell’s level, the higher level a spellcaster must be to use that spell.

@ Corrupt Spell

C orrupt spells are those whose essence is tied to Canker. Many

enchantment, necromancy, and transmutation spells bear the

descriptor “corrupt.” Using them imperils both the body and soul

of the caster. Certain class features let a character cast normally
corrupt spells without suffering their corrupting effects. For
this character only, the spell loses its “corrupt” tag. Below are
the two most common cases for such an exception:

'Dlé‘fne Spells Versus Profane Spells » ST

& Cleric domain spells are never corrupt.

& Spells from the expanded spell list of warlocks whose patron
is not a corrupting entity are not corrupt. For example, a
Primeval One’s adept suffers no corruption from casting
speHs from the Primeval One expanded spell list.

with a cryptic smile, as if she knew something he =4
was missing. Noticing her expression, the apprentice -
stopped and watched her quizzically. In the ensuing

silence, she stared at him for a moment, like she was
reading his mind. Then she spoke:
“Have you ever heard of those who call themselves .
arcane specialists? By dint of great focus on a single &}
school of magic, these wizards can transcend the i
usual limitations of their art. Thus, a healing word, = * if
a prayer of healing, or even spells as powerful as
hallow or flame strike, fall within the reach of a
sufficiently dedicated evoker.”

The elenion was left agape. The revelation of the
sage seemed to bring everything he knew into
question, and he blamed himself bitterly for not
having extended his field of research and learned
about such an innovation sooner. Gathering his -
thoughts, he asked incredulously:

“But then, the difference between divine magic and
profane magic is trifling? Artificial? lllusory?”

“That would be an overstatement,” Dioké-Onuahia = |+
said, gently rebuking her student. “Arcane specialists 3
are capable of overcoming these boundaries, not of
eradicating them. Moreover, performing such a feat * |
requires a life of study and practice, net to mention
that any arcane specialist remains limited to his
domain of choice. On that note, the schools of magic
will be the subject of our next discussion...”

iy 2
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Rnown and Prepared Spells

B efore a spellcaster can use a spell, they must have the spell firmly fixed in mind, or must have access to
the spell in a magic item. Members of a few classes, including bards and sorcerers, have a limited list of
spells they know that are always fixed in mind. The same thing is true of many magic-using monsters. Other
spellcasters, such as clerics and wizards, undergo a process of preparing spells. This process varies for different
classes, as detailed in their descriptions.

In every case, the number of spells a caster can have fixed in mind at any given time depends on the character’s
level.

Spell Slots

egardless of how many spells a caster knows or prepares, they can cast only a limited number of spells
before resting. Manipulating the fabric of magic and channeling its energy into even a simple spell is
physically and mentally taxing, and higher- level spells are even more so.

& Determining the Number
of Spell Slots

Each spellcasting class’s description (except that
of the warlock) includes a table showing how
many spell slots of each spell level a character can
use at each character level.

For example, the 3rd-level wizard Aleksandr
Novgorad has four 1st-level spell slots and two
2nd-level slots.

& Expending a Spell Slot

When a character casts a spell, they expend a slot
of that spell’s level or higher, effectively “filling”
a slot with the spell. You can think of a spell slot
as a groove of a certain size—small for a 1st-level
slot, larger for a spell of higher level. A 1st-level
spell fits into a slot of any size, but a gth-level
spell fits only in a gth-level slot.

When Aleksandr casts magic missile, a 1st-level
spell, he spends one of his four 1st-level slots and has
three remaining.

& Regaining Spell Slots

Finishing a long rest restores any expended spell
slots.

Some characters and monsters have special
abilities that let them cast spells without using
spell slots. In such cases, the number of spell uses
per day is provided.

& Casting a Spell at a
Digher Level

When a spellcaster casts a spell using a slot that is
of a higher level than the spell, the spell assumes
the higher level for that casting. Some spells,
such as magic missile and cure wounds, have more
powerful effects when cast at a higher level, as
detailed in a spell’s description.

For instance, if Aleksandr casts magic missile using
one of his z2nd-level slots, that magic missile is 2nd
level. Effectively, the spell expands to fill the slot it is
put into.
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Cantrips

cantrip is a spell that can be cast at will, without using a spell slot and without being prepared in
dvance. Repeated practice has fixed the spell in the caster’s mind and infused the caster with the

magic needed to produce the effect over and over. A cantrip’s spell level is o.
Cantrips require no material component. The power of certain cantrips grows as you reach certain
levels: sth, 11th, and 17th. The effects of this growth are detailed in the spell’s description. Note that
in this particular case, your total character level is used, not solely your level in the spellcasting class.
The very essence of a spellcaster can change under the influence of spells they make intensive use of.
This applies to cantrips in particular (see Living Magic: The Mark of Cantrips).

3 Ratuals

C ertain spells have a special tag: ritual. Such a
spell can be cast following the normal rules
for spellcasting, or the spell can be cast as a ritual.

& The ritual version of a spell takes longer to cast
than normal. The normal casting time of a spell
is included in the spell’s description. For
example, a spell with the “ritual” tag and a
casting time of 1 action will require 1 action to
be cast with a spell slot, or 1 action + the
duration of a ritual (10 minutes or 30, depending
on the rule variant used, as described below) to
be cast as a ritual.

@ Casting a spell as a ritual doesn’t expend a spell
slot, which means the ritual version of a spell
can’t be cast at a higher level.

& To casta spell as a ritual, a spellcaster must have
a feature that grants the ability to do so. The
cleric and the druid, for example, have such a
feature. The caster must also have the spell
prepared or on his or her list of
spells known, unless the character’s -
ritual feature specifies otherwise, as the
wizard’s does.
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Simple Rituals

If you use this optional rule, the additional casting
time for rituals is 10 minutes. -

Complex Rituals

If you use this optional rule, the additional casting i
time for rituals is 30 minutes. i
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hen a character casts any spell,

the same basic rules are followed,

regardless of the character’s class

or the spell’s effects.

Each spell description begins -

with a block of information,

including the spell’s name, level, school of magic,
casting time, range, components, and duration.
The rest of a spell entry describes the spell’s effect.

&% Casting in
Hrmor

B ecause of the mental focus and precise 1
gestures required for spellcasting, you

must be proficient with the armor you are
wearing to cast a spell. You are otherwise
too distracted and physically hampered by '
your armor for spellcasting.

Casting Cime

ost spells require a single action to cast,
but some spells require a bonus action, a
? / reaction, or much more time to cast.

2 Bonus Hction

A spell cast with a bonus action is especially swift. You must
use a bonus action on your turn to cast the spell, provided
that you haven't already taken a bonus action this turn. You
can'’t cast another spell during the same turn, except for a
cantrip with a casting time of 1 action.
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B Reactions

Some spells can be cast as reactions. These spells take a
fraction of a second to bring about and are cast in response
to some event. If a spell can be cast as a reaction, the spell
- — description tells you exactly when you can do so.

& Longer Casting Cinks

y

e

Certain spells (including spells cast as rituals) require more time to cast: minutes or even hours. When you cast a spell
with a casting time longer than a single action or reaction, you must spend your action each turn casting the spell, and
you must maintain your concentration while you do so (see Concentration later in this chapter). If your concentration
is broken, the spell fails, but you don’t expend a spell slot. If you want to try casting the spell again, you must start over.
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&8 Range L 0.

he target of a spell must be within the spell’s range. For a spell like magic missile, the target is a creature. For

_ a spell like fireball, the target is the point in space where the ball of fire erupts.

| Most spells have ranges expressed in feet. Some spells can target only a creature (including you) that you touch.

Other spells, such as the shield spell, affect only you. These spells have a range of self.

Spells that create cones or lines of effect that originate from you also have a range of self, indicating that the

‘ origin point of the spell’s effect must be you (see Areas of Effect later in this chapter). :
Once a spell is cast, its effects aren’t limited by its range, unless the spell’s description says otherwise. g=sUA 8

Components |

Aspell’s components are the physical requirements you must meet in order to cast it. Each spell’s description
indicates whether it requires verbal (V), somatic (S), or material (M) components. If you can’t provide one
or more of a spell’s components, you are unable to cast the spell.

r & Verbal (V)

Most spells require the chanting of mystic words. The words themselves aren’t the source of the spell’s power;
rather, the particular combination of sounds, with specific pitch and resonance, sets the threads of magic in
motion. Thus, a character who is gagged or in an area of silence, such as one created by the silence spell, can’t
cast a spell with a verbal component.

:.- R 5 . Ay p
& Che Power of Words
[ Optional rules related to the Power of Words answer certain questions that may come up during play and open

new possibilities to spellcasters and those who cross paths with them. The leader is free to decide which apply
and which can possibly be combined, in accordance with the atmosphere of their game and the challenges
they wish to set for the players.

finishing a Sentence with a Spell

| . Certain spellcasters are capable of weaving a spell into In many cases, spellcasters might want to minimize the

] their speech, for example speaking animatedly in Elvish verbal component of the spell they wish to cast, so as not
then finishing their sentence with a spell, thus getting the to alarm their enemies or be caught in the act. If you use
drop on other people. In game terms, such a subterfuge is this optional rule, you can try to whisper your spell to avoid
the social equivalent of an ambush, allowing the caster to detection. This is subjected to the following conditions:
surprise their opponents (see ADVENTURERS, Combat: The

Wbispered Spellcasting

Order of Combat, Surprise). & Whispering a spell is more demanding than chanting

| Instead of a Dexterity (Stealth) check contested by the passive it, meaning that you must focus entirely on what you *

| Wisdom (Perception) score of observers, you must make are doing. On this turn, you must forsake your
a Charisma (Deception) check contested by their passive movement, you cannot take a bonus action, and you,
Wisdom (Insight) score. If the spell you are casting includes cannot use a reaction until the start of your next turn.
a somatic or material component, you have disadvantage on @ You must make an Intelligence (Stealth) check

'. your check. Creatures whose passive Wisdom (Insight) score contested by the passive Wisdom (Perception) score -
you have surpassed are surprised when you cast the spell. of creatures within 30 feet of you.

Recognmzing Spellcasting @ Loud and Clear

In reasonably quiet conditions, someone casting a spell can To cast a spell with a verbal component, once must be able

be heard within 6o feet. Anyone who perceives the chanting to enunciate it distinctly. A spellcaster afflicted with severe

 and has already been witness to spellcasting will have no tonsillitis might lose their voice or only be able to speak in

'| -~ doubt that a spell is currently being cast. choked or hoarse tones, thus rendering them unable to cast
' spells with verbal components, even by whispering them.



& Somatic (S)

Spellcasting gestures might include a forceful
gesticulation or an intricate set of gestures.
If a spell requires a somatic component, the
caster must have free use of at least one hand to
perform these gestures.

. I gf. i o
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& Material (M)

Casting some spells requires particular objects, specified in parentheses
in the component entry. A character can use a component pouch
or a spellcasting focus (see ADVENTURERS, Equipment: Provisions,
Apothecary) in place of the components specified for a spell. But if a
cost is indicated for a component, a character must have that specific
component before they can cast the spell.
If a spell states that a material component is consumed by the spell,
the caster must provide this component for each casting of
the spell.
A spellcaster must have a
hand free to access a spell’s
material  components—or
to hold a spellcasting
focus—but it can
be the same hand
that they use to
perform somatic
components.

All students in arcana have been faced with this question at least once: “What becomes of destroyed material components?”
These objects seemingly disappear into thin air in a flash of light whose color depends on the nature of the spell. Corrupt
spells, for example, destroy their components in a burst of soot-like blackness, leaving little doubt concerning the evil origin
of the powers used.

The resulting energy then passes from the Material Plane into the Ethereal Plane where it is carried away by the winds that
blow through it.
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Duration

Aspell’s duration is the length of time the spell persists. A duration can be expressed in rounds, minutes, hours, or even
years. Some spells specify that their effects last until the spells are dispelled or destroyed.

B Instantaneous

Many spells are instantaneous. The spell harms, heals,
creates, or alters a creature or an object in a way that can’t be
dispelled, because its magic exists only for an instant.

B Concentration

Some spells require you to maintain concentration in order
to keep their magic active. If you lose concentration, such a
spell ends.

If a spell must be maintained with concentration, that fact
appears in its Duration entry, and the spell specifies how long
you can concentrate on it. You can end concentration at any
time (no action required).
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Normal activity, such as moving and attacking, doesn’t
interfere with concentration. The following factors can
break concentration:
Casting another spell that requires concentration. You
lose concentration on a spell if you cast another spell that
requires concentration. You can’t concentrate on two
spells at once.

& Taking damage. Whenever you take damage while you
are concentrating on aspell, you must make a Constitution
saving throw to maintain your concentration. The DC
equals 10 or half the damage you take, whichever number
is higher. If you take damage from multiple sources, such
as an arrow and a dragon’s breath, you make a separate
saving throw for each source of damage.

4 Being incapacitated or killed. You lose concentration on
a spell if you are incapacitated or if you die.

The leader might also decide that certain environmental
phenomena, such as a wave crashing over you while you're
on a storm-tossed ship, require you to succeed on a DC 10
Constitution saving throw to maintain concentration on a spell.
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& Maintaining and Monitoring Spells

Depending on the atmosphere they wish to create for their game, the leader can use either of the following optional rules, or

even both:

@ Magical Environmental Perturbations

Spells with area effects that last more than one round can
result in perturbations for those in the area of effect. This
applies in particular to spells that create difficult terrain or
hinder perception (sight obstructed by flying dust, hearing

feeling the Duration of a Spell

impaired by a roaring din, etc.) To maintain concentration
on a spell in such circumstances, a creature must succeed on
a DC 10 Constitution saving throw.

Many spells extend over long durations, from one hour to more than an entire day. For the spellcaster and their allies,
knowing when the spell will end might be of prime importance. For example, an adventurer under the effect of spider climb
might be hesitant to start exploring a dark pit if the spell only has 2 minutes left. The spell’s caster and its recipient can both
determine when the spell will end, though on different conditions:

@ The spell’s caster retains a connection with their spell as @ The spell’s recipient can know how much time is left

long as they haven't regained the slot used to cast it. They
intuitively know how much time is left before the normal
end of the spell.

o . . =

Cargets

before the normal end of the spell by succeeding on a DC
15 Intelligence (Arcana) check. They have disadvantage on
this check if they have been unwillingly subjected to the
spell. On a failure, the recipient must finish a long rest
before they can attempt the check again.

typical spell requires you to pick one or more targets to be affected by the spell’s magic. A spell’s description tells you
whether the spell targets creatures, objects, or a point of origin for an area of effect (described further into this chapter).
Unless a spell has a perceptible effect, a creature might not know it was targeted by a spell at all. An effect like crackling
lightning is obvious, but a more subtle effect, such as an attempt to read a creature’s thoughts, typically goes unnoticed, unless

a spell says otherwise.
H Clear Path to the Target

To target something, you must have a clear path to it, so it can’t
be behind total cover.

If you place an area of effect at a point that you can'’t see and
an obstruction, such as a wall, is between you and that point,
the point of origin comes into being on the near side of that
obstruction. This is the case even if you can see the targeted point
but there is an obstacle that constitutes total cover (such as a large
glass panel or a wall of force) between you and your target.

& Targeting Yourself

If a spell targets a creature of your choice, you can choose
yourself, unless the creature must be hostile or specifically a
creature other than you. If you are in the area of effect of a
spell you cast, you can target yourself.
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Willingness and Reasonable Hetions

The definition of certain spells or effects includes terms like “willing creature” or “reasonable
course of action.” In some, if not most cases, such stipulations will seem obvious, but in other

situations, they may call for some thought.
Willingness

A creature needs no action to give consent: this
happens in a purely reflexive, tacit manner,
with no need for verbal confirmation. A
creature can even claim to be willing to be
the recipient of a spell, but then resist it when
subjected to it. Moreover, being “willing” is not
an absolute: a creature can be willing toward
one effect and unwilling toward another, even
if both effects are applied simultaneously or
derive from the same source.

When is it determined whether a creature is
willing? When the effects are being applied,
the target becomes aware that something is
happening to it and has a vague idea of what is
occurring. For example, if you cast dimension
door, the creature knows that it is going to
be teleported, but it doesnt know where.
Likewise, if you cast barkskin on it, it will feel
its skin harden, but will not be instinctively
aware of the spell’s exact effects. It will have
nothing to rely on but hunches of this sort,
in addition to whatever information you may
have preemptively provided it with.

Ifthe creature is unwilling, it is unaffected by the
spell and the associated spell slot is expended,
unless otherwise specified. If the creature is
willing, the spell’s effects apply normally. Once
the effects have been applied, the creature
cannot change its mind and resist them.

Below, a few special cases:

@ Unconsciousness. An unconscious creature
cannot resist magical effects.
Charm. A charmed creature won't neces-
sarily be willing regarding everything the
charmer suggests. The condition will
certainly make it more inclined to accept
the charmer’s propositions, but that doesn’t
mean the charmer can lead it by the nose.

& Enemies and allies. An enemy can be
willing to receive an effect if they consider
it to be in their interest. Conversely, an ally
can choose to be unwilling toward an effect
of your doing, even if you act with the best
intentions.

@ Enchantments. Other types of effects,
such as suggestion or dominate person, can
influence a creature’s behavior more
strongly. Depending on the context, the
creature may then be automatically willing.

A creature under the effect of suggestion will
be willing toward any effect that matches the
course of action you suggested. A creature who
is the victim of a dominate person spell will be
willing to do anything you say.

Reasonable Course of Hetion

Certain spells can influence the behavior
of a creature, with a notion of “reasonable
course of action” set as the limit. A charmed
individual behaves as they normally would,
with the only difference that they regard the
charmer as a friend. Likewise, a suggestion
spell cannot make a creature act against its
convictions—unless it does so without being
aware of it.

Can a suggestion spell be used to fool a creature
into diving in a pond swarming with piranhas?
Yes, provided the circumstances are suitable.
If you are currently on a quiet walk with your
hapless victim, it will have no reason not to
be influenced by your suggestion (provided it
fails the associated saving throw, of course).
However, if you are in the middle of combat,
it would make no sense for your target to act
on such an impulse. The same applies if the
creature is wearing heavy armor, is busy with
an emergency, is a notorious aquaphobe... or is
simply aware of the pond’s dangerousness! In
addition, it goes without saying that even if the
suggestion initially works, it will break as soon
as the victim becomes aware of the local fauna.
It will then logically seek to exit the pond as
quickly as possible.

In conclusion, keep in mind this notion of
circumstances: what will appear reasonable
within one context may seem absurd in another,
thus invalidating a suggestion.
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Hreas of Effect

pells such as burning hands and cone of cold cover an area, allowing them to affect multiple
creatures at once.
A spell’s description specifies its area of effect, which typically has one of five different
shapes: cone, cube, cylinder, line, or sphere. Every area of effect has a point of origin, a location
from which the spell’s energy erupts. The rules for each shape specify how you position its point
of origin. Typically, a point of origin is a point in space, but some spells have an area whose
origin is a creature or an object.
A spell’s effect expands in straight lines from the point of origin. If no unblocked straight line
extends from the point of origin to a location within the area of effect, that location isn’t included
in the spell’s area. To block one of these imaginary lines, an obstruction must provide total cover.

Cover and Hreas of Effect

Certain effects, like a fireball’s explosion, are described as “spreading around corners,” in which
case the rule is slightly different. To know whether a location is included in such an area of
effect, check whether a line connects it to the point of origin. Compared to the standard case,
the difference is that the line can bend as long as it doesn’t cut through obstacles or leave the
area of effect.

Normally, half cover and three-quarters cover grant bonuses to Dexterity saving throws (see
ADVENTURERS, Combat: Cover). However, spells with area effects can be exceptions.

& When a spell’s description specifies that its area of effect “spreads around corners,” as is the
case with fireball, half cover and three-quarters cover offer no bonus against the spell’s effects.

@ When a spell’s area of effect only inflicts damage to creatures, as is the case with lightning bolt,
creatures within the area of effect do not grant cover to each other. Indeed, the creatures
present no obstacle to the spell, and therefore do not diminish its effects.

At the leader’s discretion, these rules can apply to effects other than spells (a dragon’s breath,
certain traps, etc.)

i b <=0




& Types of Areas of Effect

Cone

A cone extends in a direction you choose from its point of origin.
A cone’s width at a given point along its length is equal to that
point’s distance from the point of origin. A cone’s area of
effect specifies its maximum length. .
A cone’s point of origin is not included in the cone’s =~
area of effect, unless you decide otherwise. vy “ '

You select a cube’s point of origin, which lies anywhere
on a face of the cubic effect. The cube’s size is expressed
as the length of each side.
A cube’s point of origin is not included in the cube’s area
of effect, unless you decide otherwise.

Cylinder

A cylinder’s point of origin is the center of a circle of a
particular radius, as given in the spell description. The circle
must either be on the ground or at the height of the spell

effect. The energy in a cylinder expands in straight lines
from the point of origin to the perimeter of the circle,
forming the base of the cylinder. The spell’s effect e
then shoots up from the base or down from the = .
top, to a distance equal to the height of the ““ =as

cylinder. P
A cylinder’s point of origin is included in the £ .
cylinder’s area of effect. ST e

Aline extends from its point of origin in a straight path up
to its length and covers an area defined by its width.

~ Aline’s point of origin is not included in the line’s area of
effect, unless you decide otherwise.

You select a sphere’s point of origin, and the sphere
extends outward from that point. The sphere’s size
is expressed as a radius in feet that extends from the
point.

A sphere’s point of origin is included in the sphere’s
area of effect.
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? BB The Effects of Magic on the Environment

|
|
! ( : ertain area-of-effect spells can affect the environment, particularly those whose duration is not instantaneous. In most ’

freeze most of the liquids present where it is conjured.

@ Balancing Spells

Be careful not to make the effects of instantaneous spells
more powerful than they explicitly are. Keep in mind that
most area effects only target creatures and not objects. A
fireball spell, for example, is described as igniting “flammable
objects in the area that aren’t being worn or carried.” A
“flammable object” can be paper, oil, wood, etc. As for “aren’t
being worn or carried,” it establishes that such objects cannot
be part of a creature’s equipment, such as a ranger’s map, a
wizard’s grimoire, or an ogre’s club. But does the explosion
break fragile objects? Not according to the description, and
this becomes even more evident if we compare fireball to
a more powerful version, delayed blast fireball, which does
| specify that the fire “damages objects in the area” (note that
the same mention is made for the shatter spell).

If you want to make it possible to add extra effects to spells, refer
L to the optional rule on Modifying Spells later in this chapter.

The Mark of Magic

Magic leaves a mark: a fireball’s explosion will scorch walls and
an acid arrow will splash the ground with corrosive droplets.
Such details can be important when describing a place where
offensive spells have been cast in the past, for example, but
also when the adventurers are investigating a location or,
on the contrary, seeking to leave no trace of their presence.
Arguably, casting sleet storm in an empty living room to snuff
out all sources of light in the blink of an eye is not the best
option if one wants to avoid atiracting attention!
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cases, the resulting effects are easy to determine, even if they are not expressly detailed in the spell’s description. For
example, it goes without saying that an incendiary cloud will ignite any flammable objects in its path, or that a wall of ice will

Area-of-effect spells will also leave marks that are
undetectable to the naked eye, but very visible to anyone
who knows how to look for them. The more powerful the
spell, the more persistent the aura will be, in accordance
with the following table:

Persistence of the Hura Based on the Spell Level

Spell Level | Duration of the Persistent Aura

Cantrip | 1 minute
st 10 minutes
2nd 1 hour
3rd 8 hours
4th 24 hours
sth 3 days
6th 1 week
7th 1 month
8th 3 months
oth Iyear

The most obvious way to look for such impressions is b); <l
making use of a detect magic spell. Once the spellcaster
has detected a spell’s persistent aura, they can attempt an
Intelligence (Arcana) check to determine its school. The DC

is equal to 10 + the level of the spell cast. If the character
succeeds on the roll with a margin of 5 or more, they also
identify the spell. Such a roll can only be attempted once per
aura, even if the spellcaster casts detect magic again.
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Saving Chrows

Many spells specify that a target can make a saving
throw to avoid some or all of a spell’s effects. The
spell specifies the ability that the target uses for the save
and what happens on a success or failure.

The DC to resist one of your spells equals 8 + your
spellcasting ability modifier + your proficiency bonus + any
special modifiers.

e e T

Willingly Failing a
Saving Chrow

e s e

In certain exceptional cases, you may want to be affected = |
by a spell that normally requires you to make a saving

throw to escape part or all of its effects. In such asituation,
if you are neither incapacitated nor under a domination
effect (such as a dominate person or dominate monster

spell), you can willingly fail the saving throw.

Httack Rolls

ome spells require the caster to make an attack roll to

determine whether the spell effect hits the intended target.
Your attack bonus with a spell attack equals your spellcasting
ability modifier + your proficiency bonus.
Most spells that require attack rolls involve ranged attacks.
Remember that you have disadvantage on a ranged attack roll
if you are within 5 feet of a hostile creature that can see you and
that isn’t incapacitated.

Combining Magical Effects

he effects of different spells add together while the durations of
those spells overlap. The effects of the same spell cast multiple

times don’t combine, however. Instead, the most potent effect—
such as the highest bonus—from those castings applies while their
durations overlap.

For example, if two clerics cast bless on the same target, that character
gains the spell’s benefit only once; they don'’t get to roll two bonus
dice. i
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Che Origin of the Schools of Magic

The wizards were sitting cross-legged on either side of the low table. Dioké-Onuahia had her
servants bring thick, dark coffee perfumed with cardamom, to which she proceeded to add a
helping of rock sugar and warmed creamy milk. She had a look of intense concentration as she
filled both cups with the drink.

Finally, the time had come to talk about the subject that interested Sanwé so greatly.

After a sip of sweet coffee, Dioké-Onuahia began her lecture:

“Scholars of the magical arts conventionally group spells into eight categories called schools of
magic. Practitioners of magic apply these categories to all spells, believing that all magic functions
in essentially the same way, whether it derives from rigorous study or is bestowed by a deity.
“These eight schools were defined by sages of the Eben-Chekwa culture, the first great civilization
of the lands of Mibu. It rose soon after the fall of the Travelers and enjoyed a long period of
prosperity over a vast territory. Today still, vestiges of this era can be found everywhere on the
continent. During this period, the people of the Eben-Chekwa ardently sought to salvage as much
of the Travelers’ knowledge as possible.

“This, however, does not tell us how the eight schools came to be instituted. According to one
theory, these schools had already been formalized at the time of the Travelers, and they were
only rediscovered by the Eben-Chekwa. A second theory posits that the eight schools were but the
product of a clumsy attempt to recreate a much more complex, preexisting model from scrounged-
up knowledge. And a third theory claims that the eight schools have nothing to do with the magic
of the Travelers’ era.

“Each of these approaches influences one’s perspective in studying vestiges from before the great
catastrophe. If one holds our current system to be the same as the one previously used, then we
could use it to decipher and transcribe ancient spells. Conversely, if the eight schools are solely a
creation of the Eben-Chekwa people, then our understanding of the arcane arts may be of no use
to learn spells the Travelers created.”

~ The Schools of MaglC
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he schools of magic help
describe spells; they have
no rules of their own,

, although some rules refer
to the schools.

Hbjuration

bjuration spells produce effects that locally alter the weave of magic and
disturb its flow. They create magical barriers, negate harmful effects, harm
trespassers, or banish creatures to other planes of existence.

_ . Conjuration

C onjuration spells involve the transportation of objects and creatures from
one location to another. Some spells summon creatures or objects to the
caster’s side, whereas others allow the caster to teleport to another location. Some conjurations
create objects or effects out of nothing. Conjuration spells are very dependent on the density of
occult tides: they are particularly affected by areas of weak magic.

“lly° Divination

. . D ivination spells are related to fate. Some can subtly alter fate for the benefit

of the spellcaster, while others reveal information, whether in the form of
secrets long forgotten, glimpses of the most likely future, the locations of hidden things, the
truth behind illusions, or visions of distant people or places.

Enchantment

E nchantment spells affect the minds of others, influencing or controlling
their behavior. Such spells can make enemies see the caster as a friend, force
creatures to take a course of action, or even control another creature like a puppet. Enchantment
is regarded with strong distrust by people, and its use may be strictly policed, or even forbidden
altogether, as many spells of this school are corrupt.
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Evocation
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Tllusion

llusion spells deceive the senses or
minds of others. They cause people
to see things that are not there, to miss things that
are there, to hear phantom noises, or to remember
things that never happened. Some illusions create
phantom images that any creature can see, but the
most insidious illusions plant an image directly in the
mind of a creature. Depending on the region of Eana
and the context in which it is practiced, reactions
toward illusion can be quite varied. In the Free City,
for example, street shows that include spectacular
illusions are very popular, so that an illusionist can
live off their art as an entertainer. However, away
from stages, spells that can influence the mind and
fool the senses have a very unsavory reputation. A
crisis spiced with unfortunate suspicions can be
enough for a popular bard to suddenly be maligned
as a dangerous maleficient.

Necromancy

N ecromancy spells manipulate
the energies of life and death.
Such spells can grant an extra reserve of life force,
drain the life energy from another creature, create
the undead, or even bring the dead back to life.
Necromancy is very unfavorably perceived among
most societies: the majority of this school’s spells are
forbidden, and necromancers are exposed to severe
punishment. Many necromancy spells are corrupt,
though there exist well-meaning, upstanding
practitioners of this school, sometimes known under
the name psychagogues.

Cransmutation

Transmutation spells change the
properties of a creature, object,
or environment. They might turn an enemy into a
harmless creature, bolster the strength of an ally,
make an object move at the caster’s command,
or enhance a creature’s innate healing abilities to
rapidly recover from injury.

Evocation spells manipulate magical energy to produce a desired effect. Some call
up blasts of fire or lightning. Others channel positive energy to heal wounds. Many
believe that evocation was the first school of magic, since it manipulates forces in their rawest form.

Interdisciplinary Spells

Sanwé nibbled on a gazelle horn as he reflected
upon what the historian had just told him:

“In the course of my research, certain details
concerning necromancy spells troubled me. The
writings were rather obscure, but I was given to
understand that there existed a cure wounds
spell of the school of necromancy, even though
it is an evocation spell. I wondered whether I
had misunderstood the text or if the mistake
was the author’s.”

“Neither, perhaps. Healing spells are a
contentious point of the theory of magic
schools. Nowadays, most scholars in arcana
claim that a given spell can only belong to a
single school, and that this connection is tied
to the deep essence of the effect one wishes
to enact. And yet, in all likelihood, there did
exist healing spells related to conjuration and
necromancy!”

“So a spell can simultaneously belong to several
schools?”

“Not exactly. A given spell belongs to only one
school, and a spellcaster can only call upon a
single school when weaving a spell. However,
several different schools can be employed to
achieve the same effect...”

“But then, does the school categorization
actually make sense?”

“One anomaly does not bring the whole system
into question. 1 believe that the light of magic is
an important clue to its inner workings.”
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byl "jj}_:, ' : y using this optional rule, the leader will grant abonus to arcane specialists

| 1k f | when they are faced with questions related to their specialization school.

i’ ) /4 An arcane specialist who has given up on a school of magic gets a +2 !

i‘ f capped bonus (detailed later in this chapter) to Intelligence (Arcana) \Gg:

r ] checks in certain circumstances. This bonus can also apply to other skill [\“"
L checks, as detailed below. An arcane specialist who has given up on two 143

@) schools of magic gets a +4 capped bonus to these checks instead. lfzjj
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§:\J\F:1\ & Abjuration. You are particularly learned in the nature and fluctuations of the flow of magic. You Q;}]

[ CETS have read much regarding the influence of dragons on magic and, incidentally, on their aptitudes. e

| J | }j You are also familiar with the peculiarities of the Transitive Planes (Ethereal Plane and Astral ({1l [

{74 Plane). \;\ N
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‘ ] “J \ & Conjuration. You have advanced knowledge of planes of existence, portals, and the Transitive /77
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Planes (Ethereal Plane and Astral Plane).

& Divination. You know about prophecies (applicable to Intelligence (Religion) checks), legends R
related to diviners of renown, and many things regarding the moon Eternity and the fate of s
souls. You are also knowledgeable in astronomy (applicable to Intelligence (Nature) checks). ( g{‘;j

/N
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& Enchantment. You know where your school is ill-considered or banned (applicable to Intelligence Aoy J
(History) checks). You know the subtleties of the corruption of the soul, madness, and Nightmare. L)
You are adept at spotting an individual manipulated or dominated with the use of magic
(applicable to Wisdom (Insight) checks).

& Evocation. You have studied the resistance and immunity to elemental damage of many
creatures, and are aware of potentially dangerous alterations of magic.

@ Illusion. You possess scientific knowledge with a focus on optical illusions (applicable to
Intelligence (Nature) checks), and can see through illusions more easily than others (applicable
to Intelligence (Investigation) checks).

& Necromancy. You have in-depth knowledge concerning life and death, the undead and their

abilities. You are familiar with the worship of Death (applicable to
Intelligence (Religion) checks) and are particularly apt at examining
and analyzing bodies (applicable to Intelligence (Investigation) and
Wisdom (Medicine) checks).

& Transmutation. You can more easily recognize a corrupted

creature (applicable to Intelligence (Investigation) and Wisdom .—) \
(Perception) checks). You have also studied a variety of an{;}/
materials, their strengths, and their weaknesses. By 7] N

making a DC 15 Intelligence (appropriate tool) \"@_;;f

check, you can determine the statistics of : r_/'f J’

an object (see ADVENTURERS, fr 2

Equipment: Objects). If you get 20 {;;JI

or more on this check, you spot a ((){ /

b
weakness or a fault, making your [/ ’{
next successful attack against the
object a critical hit.
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(@ Che Light
- of Magic

fyou use this optional rule, magical energy
will radiate when woven into a spell. At
the leader’s discretion, this radiance can /
last only as long as the spell’s effects, or /-
it can be more persistent. Such magical
side-effects will be intense in areas of
strong magic and, conversely, weak in

low-magic areas. :

Pues by School

bservers proficient in Arcana can determine the school of a spell by studying the color and aspect of the resulting magic

radiance.

Spell's Hspect by School

School of Magic | Light Effects and Colors

Abjuration Many abjuration spells have transparent effects, with slightly luminescent amethyst or aquamarine hues.

Conjuration The light produced by conjuration spells is usually milky or iridescent, sometimes sparkling with silvery hues.

Divination Divination spells usually give off clear, transparent, golden light.

Enchantment | Enchantment spells are the most unnoticeable, which adds to their users’ reputation for deviousness. They emit
no light. At most, to a wary observer, certain colors might look duller, as if a cloud were passing in front of the
sun.

Evocation Evocation spells are frequently accompanied with light and sensory effects evocative of their damage type or of
the raw energy closest to their effects. For example, a cure wounds spell will have radiant, warm, pure hues.

Musion llusion spells may have a misty, hazy aspect, or look like a mass of broken, crushed glass producing strange
diffractions of light.

Necromancy Instead of light, necromancy spells produce shadows that stretch and deepen. Sometimes, they even seem to
take tangible, ooze-like substance. Amidst this darkness, one can sometimes catch glimpses of fleeting purple or
emerald hues.

Transmutation | A transmutation spell itself seemingly emits no light. However, everything in its proximity takes on a mosaic

clarity that highlights the components of an object or creature in reality-defying plays of shadow and light. For
example, an armored warrior’s skin might shine with a peculiar hue, while her chainmail would assume a diffe-
rent one, as would her boots, and so on.



Che Theory of a Universal School

Dioké-Onuahia had mentioned the importance of the light of
magic in understanding the essence of spells and establishing
whether they belonged to one or several schools of magic. Sanwé
pondered this a moment, his brow wrinkled in deep thought.

“Something eludes me. When a cleric casts a cure wounds spell,
the spell briefly gives off a soft dawn-like light. Contrastingly,
spare the dying, as benevolent a spell as it may be, produces
foreboding shadows. I always believed it was the result of the
spell’s deep nature expressing itself through the light of magic.”
“It may indeed be. It is, at least, the prevalent theory. My belief
is that we are taking this problem in reverse, confusing causes
and effects. The way I see it, schools of magic are ways of
understanding magic, tools... or vehicles, if you prefer. I can
go from one place to another by foot, by horse, by cart, or even
by boat or by nefelytron. It all depends on the topography of

my destination. With magic, things are rather similar. If we
consider a cure wounds spell as a destination, I can reach it
through necromancy, conjuration, or evocation. This is where
the metaphor reaches its limits, though: a peculiarity of spells
is that one cannot reach one’s destination through more than
one path. Should I learn to cast cure wounds as an evocation
spell, I will not be able to do it through another path—that is,
another school.”

“Does that mean one could master all spells through a single
school?”

“A universal school? I do not know. To my knowledge, certain
spells can be cast through two or three schools, and some
spells have a corrupted and an uncorrupted variant. There
may indeed exist a more fundamental way of reaching all
destinations, a form of primordial, absolute magic.”

Light-Based Cactical Considerations \)

r I The light of magic may lead to circumstantial uses and complications:

@ Tracer spells. In darkness, watchful enemies will very easily spot the location of a magic user when they cast
a spell. Certain strategically-minded spellcasters actually use this to create diversions.
Improvised lighting. As a bonus action, a spellcaster can grab hold of the spark that came with a spell’s casting

and make it as durable as the spell itself. Regarding the precise aspect of this light, see the Hues by School table. 9
When used in such a fashion, the spell provides as much light as a candle: bright light in a 5-foot radius and dim ([ I{
light for an additional 5 feet. This effect can be used to provide momentary light or to visibly mark an opponent ,“}7\
targeted by a spell. In the latter case, the target of the mark can prematurely get rid of it by using a reaction (or 'x?:,f{
a bonus action on its turn) and succeeding on a DC 10 Intelligence (Arcana) check. ;‘ ( (
U

Subtle Spells and Psycburges >4

!
Psychurges, as well as sorcerers who use the Subtle Spell Metamagic option (see ADVENTURERS, Sorcerer), never 72l
produce the light of magic when casting spells. \’-(;3/ |
It is very hard to determine when these spellcasters are using magic, even face to face with them. The sorcerer A |
makes a Charisma (Deception) check contested by the passive Wisdom (Insight) score of witnesses. Observers \ r\,‘j,{s ’
who fail this contest do not suspect that the sorcerer is currently casting a spell. [ / /f
1ty
AR\
TN, W)
A% Senses )

Magic is usually remembered for its visual effects, but this is not the only way it expresses itself. It can result
in various sensations, which are all the more prominent in areas of strong magic.

@ Pressure. Atmospheric pressure varies insensibly, for instance just like before a storm.
@ Sound. Rumbling, hissing, crackling, crying, chanting, and echoes can briefly accompany the casting of a spell.
@ Smell. The flowery perfume of druidic spells or the choking stench of corrupt spells are typical examples of It

the olfactory aspect of magic. Such smells are very frequent and can remain in the air long enough to provide
a clue to trained investigators such as wizard slayer barbarians (see ADVENTURERS, Barbarian). prey
& Touch. Creatures caught in the area of effect and those close to the spellcaster can feel the harsh tingling of (( ({
static electricity on their skin, a rush of cold, a sudden warmth, the light touch of leaves, the repulsive sensation ; '\'\*‘\\;\ ‘
(b4

of having brushed past a corpse... and many other unpleasant, eerie, or invigorating feelings.




Che forbidden Room

The conversations between Dioké-Onuahia
and Sanwé were not solely about the
mysteries of the land of Mibu. Today, they
were discussing the laws requlating the use
of magic and the teaching restrictions of
certain schools. Sanwé shared his experience
in Ellerina:

“The Varnairello academy of arcane arts is
famed enough to draw students from the
other side of the ocean. Some are already
Awakened and aim to hone their skills,
while others simply come as theoreticians.
All of them assiduously visit the academy’s
majestic library. Under its white arches
decorated with gold stand rows of shelves
laden with millennia of knowledge. The
most ancient manuscripts date back to the
time when elves still lived in Cyfandir. In
places, among the moldings and carvings,
one can see fragments of enchantments
that prevent any flame from burning in this
building. Fire is forbidden, having been the
cause of such ravages in other places... As a
consequence, one must do with other sources
of light. Most of it comes from the edifice’s
high windows. Visitors come and go in an
atmosphere of cozy erudition that I always
found most pleasant.

“Then there is this fence... this fence leading
into a dark corridor at the end of which
there is an unseen room devoid of windows.

“The most dangerous of subjects are written
about in the books stored in this forbidden
room. They deal with the darkest times of
history, with unnameable rumors, with
the horrors of the Netherworld, with the
abominations of Melancholia, and with
Furnace. Among the tales of demon-
worshiping cults are also grimoires on the

“» transmutation.”

&
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dark arts: enchantment, necromancy, and



C.be Experience of Magic

Jasmines grew everywhere in the inner courtyard, and in
its center stood an orange and a lemon tree that cast a
soft shadow over the fountain. Tables and cushions had
been set for a banquet organized to celebrate an eclipse
of the moon Melancholia. For the occasion, Dioké-
Onuahia had invited a friend, the bard Aisis, a musician
deeply versed in the legends of the Sand Kingdoms. She
came with her husband and children, the oldest of whom
were already skilled in several instruments.

use of magic items.

capped bonus and roll 18 on a d20, the
following restrictions apply:

€ When the roll at hand fails
automatically on a result of 1 on the
die (which, barring the use of optional
rules, only happens in the case of
attack rolls), the capped bonus doesn’t
prevent the automatic failure.

Living Magic

earning magic also means studying its limitations and its most minute
of variations. It may escape the caster’s control, for better or for worse,
resulting in exceptional effects. Making repeated use of it transforms
and possibly taxes the spellcaster. The dangers are even greater in the
case of spells that bring back the dead. Of course and fortunately, magic

4 is not always hostile. It is a tool, a resource, and its users can learn to
shape it to adapt it to their needs. The keener a spellcaster’s knowledge is, the better
prepared they will be to handle the risks of their trade.

After an exchange of pleasantries and news, the
conversation between the three Awakened transitioned
to the diversity of magic. Each of them had been taught
in ways very different from those of the other two. Aisis
sought inspiration in music and emotion, Sanwé had
meticulously studied for years, and Dioké-Onuahia the
sorcerer had been born with magic as a gift. Despite their
differences, each of them knew how much of a living

thing magic was.

he optional rule on capped bonuses can apply to spells as well as to
class features or other types of features, and can even extend to the

When you have a capped bonus, you directly add said bonus to the
result of the die rolled. However, the total of the two cannot exceed
the maximum possible value of the die. For example, if you have a +4

final number will cap at 20. In addition, the

You play a 3rd-level champion fighter, which means
you roll a critical hit on a result of 19 or 20 on the
attack roll. As per the rule above, having a +3 capped
bonus does not mean that you trigger a critical hit on
a result of 16, 17, or 18. You must still directly roll a 19
or a 20 for your attack to result in a critical hit.

& When the roll at hand succeeds < When the roll at hand requires you to roll several

automatically on a result of 20 on the
die, or yields special results when the
number rolled reaches a certain
threshold (as is the case with critical
hits), the capped bonus doesn’t
trigger the corresponding effects.

dice (as in the case of damage or rolls made with
advantage or disadvantage), the capped bonus can
only apply to the result of one of the dice.

You make a Constitution saving throw with
disadvantage and a +3 capped bonus. You roll a 7 and a
9. As per the disadvantage rules, you keep the 7, to which
you add your capped bonus for a final result of 0.

-t
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Saving Throw

(@) Critical failures

ou have been overwhelmed and dominated by the magic, which turned out much more powerful and
dangerous than expected.

‘ | Critical failure on a Saving Chrow

Critical Magic

he optional rules on critical magic
incorporate additional effects when
rolling a critical failure or success
on a saving throw (1 or 20 on the
7 d20 respectively).

Effect on a Natural 1 on the d2o

Strength

Your muscles lock. You are paralyzed for 1 round.

Dexterity

You lose your balance and fall prone.

Constitution

Your body suffered harshly from the shock. You feel light-headed and nauseous. You are
poisoned for 1d4 rounds.

Intelligence

Your mind reels. You are stunned for 1 round.

Wisdom

You are confused, unnerved, and suggestible to your opponent’s influence. The spell’s caster ‘ ‘
dictates your next action, choosing among the following: Dash, Disengage, Dodge, Help, ; I
Hide, Search. The action can be objectively useless, but it cannot directly expose you to l | w[
danger. For example, Dashing can expose you to opportunity attacks, but it cannot make you |
run off a cliff.

Charisma

Saving Throw

You were able to resist or withstand the spell’s effect with extraordinary skill and purpose.

Critical Success on a Saving Chrow

You lose your confidence and are left feeling empty and ineffective. You are frightened for
1d4 rounds.
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Effect on a Natural 20 on the d2o

Strength

You are filled with boundless energy. On your next turn, you get an extra attack and your speed
is doubled.

Dexterity

If succeeding the saving throw should have normally reduced the spell’s damage by half, you »
take no damage. In addition, fueled by adrenaline, you can take the Dash or Dodge action as a i o
bonus action on your next turn. ’

' Constitution

You feel more energized than ever! You gain a number of temporary hit points equal to twice
the level of the spell you have just resisted.

- Intelligence

You gain a better understanding of your opponent’s logic, grasping a precious piece of tactical i
information. You have advantage on your next saving throw against an effect produced by the
caster within the following minute.

Wisdom

You become temporarily in tune with the battlefield. You can take the Help or Ready action as a
bonus action on your next turn.

Charisma

Your poise and assurance impress those around you. You can take the Help or Incite action as a
bonus action on your next turn. .\ .\



Other Powers of Unlimited Use

y default, the Mark of Cantrips optional rule applies solely to cantrips, but it can extend to all spells of ;U(

\ Che Mark of Cantrips

antrips can be cast at will and at a moment’s notice. As such, many
Awakened make ample use of these powers, which grow as the adventurer
gains experience. Their cantrips become an extension of themselves, a part|

of their identity.

unlimited use.

& Certain species have an innate mastery of one or several spells that they can cast at will.

If you make use of this optional rule, this bond will subtly alter the character’s
essence, changing minor aspects of their appearance and environment.

@ Through their eldritch invocations, warlocks have access to higher-level unlimited-use spells. Ascendant Step,
for example, lets the character cast levitate at will.

Insidious Changes

he changes brought by the intense use of cantrips can take many shapes. Gradually, their imprint influences
the deep nature of the caster (their personality traits, ideals, etc.) Just like the Awakened brings forth something
that yet had no existence, these unseen powers end up becoming apparent to the eyes of all. Up to 11th level, these
alterations can only be spotted by attentive observers. Beyond this level, they become increasingly obvious.
If your leader decides to make use of this optional rule, you can pick one of the transformations from the table
below for your character, or roll 1d8 to choose it at random:

Change to the Spellcaster’s Hspect

d8 | Effect Description

I | Reflection | The reflection has a different color, texture, or aspect. It

in mirrors | can appear blurry or move out of synch with the character.

2 | Shadow The character’s shadow takes on a different shape, shifts
abnormally, or has an anomalous shade.

3 | Reaction | The character’s skin, hair, or eyes reflect light strangely.

to light They may appear luminescent or, on the contrary, merge
with the darkness.

4 | Voice The character’s voice changes gradually, becoming higher
or lower-pitched, distorted, or ringing with echoes.

5 | Colors The character’s irises, hair, lips, skin, or nails take on un-
common, if not downright extravagant hues.

6 | Marks Signs and shapes appear on the spellcaster’s skin, perhaps
reminiscent of tattoos.

7 | Time When the Awakened remains in a place over an extended
period (at least a week), time appears to flow differently in
aradius depending on their power (about three times the
character’s level in feet). Cut flowers remain fresh longer or,
on the contrary, wither more quickly. Dust gathers more
slowly or rapidly. Glass dulls, or takes on a new sheen.

8 | Nature When the Awakened remains in a place over an extended
period (at least a month), nature seems influenced by their
aura in a radius depending on their power (about 300 feet
per level).

Jasna, a cleric of Blacksmith, knows three
cantrips: guidance, light, and sacred flame.
Initially, she sported an unruly mane of disorderly
red hair, but as she gains levels, her player
describes a progressive change: Jasna’s hair and
even her eyes take on an ember-like aspect, while
her shadow looks taller and bigger than her.

Caliobé the warlock, an adept of a Primeval
One, wields many cantrips by virtue of her
Book of Shadows: chill touch, eldritch blast,
guidance, prestidigitation, and shillelagh.
In addition, she has mastered two eldritch
invocations: Agonizing Blast and Fiendish Vigor.
Character-wise, Caliobé is a sharp-tongued
melessé cursed with a permanent madness who
has taken the Ghastly Vigor feat. This makes for
quite a list, so the leader and player take some
time to define what changes Caliobé’s talents
could result in. After a few minutes trading
ideas, they reach an agreement: the warlock’s
skin is abnormally smooth, as if covered with a
slightly glowing sheen. In addition, colors within
proximity of her are subtly altered, taking on a
cold hue. As Caliobé gains levels, this distortion
becomes more obvious: everything around her
appears tinged with a color ranging from mauve
to a copper oxide-like green.
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Piding Cransformations

( : ertain spellcasters may wish to hide their nature, whether to infiltrate an enemy, conceal a
slow process of inexorable corruption, or simply live their life in peace. To that effect, they
can expend a 1st-level spell slot to repress all their transformations for 24 hours.

Discerning Cantrips Through
Cransformations

hen a spellcaster’s appearance starts being altered by their use of cantrips, a trained
observer can guess what these cantrips are from an analysis of the resulting anomalies.
Of course, this can only be done if the transformations are actually discernible.
Someone proficient in Arcana can, after 10 minutes of observation, make a DC 15 Intelligence
(Arcana) check to identify one of the target’s known cantrips. After this, the observer can keep
spying on the spellcaster to identify more of their known cantrips, with one check every 10
minutes. Every successful check identifies another cantrip.

eath is never to be taken lightly.
A creature who has been slain in battle
or killed by any other means can be
brought back to life, notably with the
use of the following spells: clone, raise
dead, reincarnate, resurrection, revivify,
and true resurrection. However, such an operation is
an extraordinary feat that must obey very restrictive
conditions, in addition to the material components
and limits detailed in the spell’s description.

Below, you will find a few possible ways to portray the
difficulties of bringing someone back to life. Some of
these options are compatible.

Qo) Fateforge

f you use this option, only the chosen ones of the Fateforge may be brought back to life. A
retired hero who is now enjoying a relaxed life of happiness can no longer be considered a
Fate-chosen, no matter the exploits they performed in the past. However, dramatic events can
take them back on the path of greatness. Likewise, a simple denizen of Eana who takes their fate
into their hands can rise to the status of Fate-chosen.




Geas

ollowing this optional rule, the cleric’s divinity

will only condescend to bring a character back
to life in exchange for a service whose importance
and duration will depend on the level of the spell
used. The deceased character is free to refuse this
arrangement, in which case they are not brought
back to life, and neither the spell slot nor the material
components are expended. However, the spellcaster
must still have spent the required casting time.
If the deceased character accepts to be brought
back to life following these conditions, they are
considered to be under the effect of a geas spell,
except that no magic can dissipate its effects and
nothing can prevent the psychic damage resulting
from misbehavior. The duration of the geas is 10 days
for a 3rd or 4th-level spell (such as revivify), 30 days
for a 5th or 6th-level spell (raise dead or reincarnate),
1 year for a 7th or 8th-level spell (resurrection), and
permanent for a gth-level spell (true resurrection).
Of course, the mission must be in line with the
divinity’s interests and make sense in regard to what
it may expect from a servant of the resurrected
character’s level. 1f the god’s precepts match those
of the character, this may be bearable, but such a
burden can quickly become crushing should moral
conflicts arise.
Several approaches may be used to determine the
details of the quest. The leader can directly impart
the divine command to the player, the latter being
free to accept or refuse. This can also take the form of
a transaction between the character and the god (or

one of its emissaries, depending on the spell’s level).
In such conditions, the character can even make
counter-proposals, leading to negotiations that go
on until an agreement has been reached or until it
is concluded that no common ground can be found.
Such a talk takes place when the creature is about
to be brought back to life, that is at the end of the
casting time.

® Fooling the Gods

You can attempt to bring a person back to the land

of the living without the approval of the gods. If

you elect to do so, the spell’s casting is corrupted, but
doesn’t result in a geas-like effect.

& If the beneficiary accepts coming back to life, it
takes 1 temporary corruption point per level of
the spell used, and must make a DC 15 Wisdom
saving throw or suffer an indefinite madness.

& In addition, the spellcaster must make a DC 15

Intelligence (Arcana) check. A failure means that

the angels of Death have noticed the perfidy and

henceforth see you and the spell’s beneficiary as
felons to be brought down. Depending on how
potentially dangerous you are, more or less
powerful celestials may be missioned to take you
down. In addition, you are likely to lose your
magical abilities. However, as obvious as it may
seem, this is surprisingly not always the
case: there are historical examples of heretics or
apostates who retained their powers even as they
rebelled against their god.

4 @ €End of the Cine

One cannot be resurrected over
and over. It is not known whether
Death itself is responsible for this or if a
more abstract, merciless divine entity is in
charge, but a thoroughly exact account of
resurrections is kept.
As far as resurrection is concerned, no
creature can be the beneficiary of more
spell levels than its own level. As such,
characters with a level below 3 cannot be
brought back to life under any conditions.
Likewise, raise dead cannot be used on a
4th-level character, and a 2oth-level character
who has already been the beneficiary of one
revivify, two raise dead, and one resurrection (for
a total of 3 + 10 + 7 = 20 spell levels) is out of
second chances.
In the case of a creature without class levels, its
challenge rating is used instead.
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he mystery and aura of wonder that
surround magic are for the most part due
to its unexpected effects. With this in
mind, you can, as a leader, allow ad hoc
7 spell modifications, and incorporate the
discovery of rare variants of otherwise
well-known effects.

B Substituting or
/| Hdding Components

he components of a spell metaphorically represent
one of its aspects. In the course of history, Awakened
from different civilizations have grown accustomed to using
different material components for their spells, resulting in habits
that took root. It is usually feasible to replace a spell component
with another, though changing a rote spell is neither easy nor quick.

Moreover, it is possible to add components (material or otherwise) to a
spell to alter its effects. However, this approach can be risky and costly.

Spell Hlterations

It may be that a spellcaster knows a spell almost perfectly suited to a
problem, but of which certain factors (appearance, duration, range,
or other) are useless, counterproductive, or insufficient. Changing a
few details can then appear as the ideal solution, and adding extra
components can be the means to such an end. Through this optional
rule, spellcasters will be able to adapt to a great variety of situations,
provided they dedicate enough time and effort to it.

feat: Hltered Magic

If you use this optional rule, only Awakened with the Altered Magic
feat can alter spells.

Prerequisites: The ability to cast at least one spell, proficiency in the
Arcana skill.

You have perfected your mastery of magic and your knowledge of spells
to the point of being able to subtly modify them to fit your needs.

& You can use the rules on altering spells.

If you have sorcery points, 1 sorcery point can be converted into 2
creation points.

& You learn 1 Metamagic option of your choice from those accessible to
sorcerers (see ADVENTURERS, Classes, Sorcerer). You can power this
Metamagic option with either sorcery points (if you have any) or
creation points.
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& €xtra Components

Each extra component adds one or more creation points. Certain alterations are more expensive
| than others, as detailed below. Adding a component requires no extra action. Once the spell has
been cast, the components are expended (destroyed in the case of material components and

Ir gems), and any leftover creation points are lost.

s Four kinds of extra components are detailed below. Your leader is free to decide that any one of

these components is not suited to the spirit of their campaign and veto its use.

Material Components

An extra material component brings 1
creation point. Only one component of this
type can be added per spell cast.

Gems

The term “gems” encompasses all precious
and semiprecious gemstones. To gain 1
creation point, the caster must expend 50 gp
worth of gems per level of the spell cast.

If you are casting a Gth-level spell, you can
expend 9oo gp worth of gems to gain 3 creation
points.

bit Dice

Expending Hit Dice removes them from
those you can expend to regain hit points
during a short rest. These Hit Dice can
be regained normally through long rests.
You gain 1 creation point for every Hit Die
expended.

Spell Slot

If you expend a spell slot whose level is higher
than that required by the spell, you can
convert all or part of these extra levels into
creation points. You gain I creation point

' for every extra level. Levels converted in this L I
: i fashion cannot be used toward the At Higher

" Levels option included in the description of
certain spells (see the Spellbook chapter).
You expend a 3rd-level slot to cast a magic
missile spell. Since magic missile is a 1st-level
spell, this means you have expended a spell slot
2 levels higher than required. You decide to
expend I of these extra levels to gain I creation
point. This leaves 1 extra level, which you use
toward the At Higher Levels option. The final
result is four magic darts and a minor alteration
(for 1 creation point).

T

B List of Hlterations

There are three types of spell alterations: metamagic, parameter reduction, and variations.

Mecetamagic Parameter Reduction
Metamagic options available to the You can reduce a single numbered parameter
sorcerer (see ADVENTURERS, Classes, of a spell (duration, range, number of Hit Dice,
Sorcerer) are accessible through this radius, etc.) by as much as you want, at the
L option, following the same restrictions cost of 2 creation points. As such, the caster
(only one option per spell). You can only of a fireball might want to reduce the radius
make use of Metamagic options you of the spell in order to avoid catching allies in
know. Within this context, 2 creation the explosion. The leader is the final arbiter of
points are equivalent to 1 sorcery point. which parameters can be reduced. For example,
When an option’s description mentions reducing the DC required to interrupt a spell
“your Charisma modifier,” use your with the use of counterspell cannot be considered

spellcasting ability modifier instead. a viable application of this alteration.




Variations

This includes all variations that are not covered by
the previously listed alterations. How many creation
points you must spend depends on how important

can be minor (1 creation point), significant (3 creation
points), or major (5 points). The leader can use the
examples below as a baseline to estimate the cost of

1LY the variation is, at the leader’s discretion. A variation a variation:

Examples of Spell Variations

Type of Variation | Cost Examples

& Your magic missile darts produce a whizzing noise.

& The target of your hideous laughter laughs noiselessly.

& The weapon targeted by your magic weapon emits a weak blue glow.

@ The acid arrow you cast is neither shimmering nor green, looking every
bit like an ordinary arrow.

& Your fireball also destroys fragile objects that aren’t being worn or carried.

Minor
variations

I point

& Your lightning bolt does not ignite flammable objects in its area of effect.

& Your mage armor has the appearance of mithral chainmail.

& Your fireball leaves no trace (no visible scorching marks and no persistent
aura).

& In addition to targeting creatures in its area of effect, your thunderwave |

Significant

variations

3 points

i

automatically inflicts its damage to objects.
& Creatures killed by your cone of cold do not thaw naturally.

Major 5 points
variations

charmed.

zombie.

& Your telepathic bond extends to other planes of existence.
& You alter your fireball into a frostball dealing cold damage.
& When your charm person ends, the creature is not aware that it was

& The blinding effect of your holy aura affects one additional type of
creature of your choice.
& A humanoid killed by your finger of death rises as a ghoul instead of a

@ On the Proper Use of Spell Hlterations

The options offered via the Spell Alterations
optional rule are meant to encourage narrative
liberty and dramatic tension. Take care that they
are not exploited to create blatant unbalances.

In particular, certain variations should
not be authorized, no matter the creation
points invested, because they would lead to
overpowered or aberrant results. For example,

it should never be possible to circumvent the
protective effects of a mind blank in this fashion,
or to overcome divine edicts (like Death’s Ban—
see the Geomagic chapter) through the mere
expenditure of a few creation points. In any case,
the leader remains the final arbiter of whether
a variation is acceptable or not, whatever its
nature or effects may be.




apting a Spell into a Ritual

he power of rituals lies in making it possible to cast a spell without expending a spell slot. Adding

the “ritual” tag to a spell that doesn’t have it will deeply alter its nature and the use spellcasters will
make of it. ‘
Implementing this optional rule does not mean that all spells can now be cast as rituals, or even that \ NS
certain spells are now available as rituals to all spellcasters. What it does allow is for some Awakened to
cast certain spells as rituals in specific conditions, for the sake of the story (see Dramatic Conditions
below).

& Ifyou use the complex rituals variant, the addition of 30 minutes to the casting time will considerably
reduce the advantage presented by the non-expenditure of spell slots. In such conditions, allowing
the adaptation of spells into rituals should not significantly unbalance the game.

& Conversely, if you use the simple rituals variant, allowing new rituals will go toward a more epic
and unrestrained atmosphere, and will obviously increase the capabilities of spellcasters.

& Characteristics of a Spell Hdapted into a Ritual

'@ In accordance with the normal rules on rituals, a spell adapted into a ritual cannot be cast at a higher
| i } level. In addition, only spells up to the sth level can be adapted into rituals. f
_A Aleksandr gets his hands on a rare variant of magic weapon, allowing him to cast this spell as a ritual. Magic | ~
weapon is a 2nd-level spell, meaning that it can only be cast as a ritual as a 2nd-level spell, even if Aleksandr
is able to cast spells of 3rd level or more. ‘

B Dramatic Conditions

Being able to adapt a spell into a ritual is subject to a dramatic condition. When this condition is
resolved (such as when the temporary blessing ends or the sanctuary is destroyed), the spell can no
longer be cast as a ritual. Whether the discovery of a new ritual is a momentary or permanent boon, it
provides material for new and memorable situations. Here are a few examples of dramatic conditions
for the adaptation of a spell into a ritual:

& Temporary blessing. For the duration of a quest or mission, the party of adventurers benefits from
the supernatural patronage of a power who grants them easier access t o
magic. During this period, all members of the group can
cast one or several spells as rituals.

& Sanctuary. In certain places, magic is denser,
stronger, purer. Such sites make it possible to
cast one or several spells as rituals. These spells
should match the nature of the location. For
example, a temple hallowed by dark powers
might allow necromancy spells as rituals,
but not healing spells, and vice versa in a
sacred druidic grove.

@ Rare spell. A wizard has discovered a
rare and precious variant of a spell,
and thanks to this finding, they
can now cast said spell as a ritual.

Or a cleric is granted the ability
to cast one of their domain spells
as a ritual by an emissary of their
divinity.

& Magic item. An object of arcane
power or a sacred relic lets its wielder
cast certain spells as rituals.
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Identifying a Spell

You can attempt to identify a spell by using a
reaction when it is being cast, or by using an
action if it has already been cast and its effects are
ongoing.

® During spellcasting. When a spell is being cast,
you can attempt to identify it. This requires
proficiency in Arcana. You must use your reaction
and make an Intelligence (Arcana) check with a DC
of 10 + the spell’s level. If you succeed on the check,
you can immediately shout a warning to everyone
around you. Any creature that can hear you can
immediately use its reaction to add its proficiency
bonus to any saving throw associated with the
spell that occurs before the end of your next turn (a
creature who is already proficient in the saving
throw gains no benefit). You automatically receive
this benefit.

& Ongoing effects. If you can observe the effects of
a spell that has already been cast, you can attempt
to identify it as an action, with the same check as
previously described.

Whether you made the Arcana check as part of a
reaction or action, if you fail, you cannot attempt it
again toward the same effect until you finish a short
or long rest.

When you identify a spell, if it is among your known
spells, you can remember it in full detail and can even
spot the variations it may have been subjected to. If
it is not, you know only the name of the spell and
its general effects (your leader can give you a brief
description), unless you achieved a margin of success
of 5 or more on the Intelligence (Arcana) check, in
which case you know the spell in full detail (which
the leader can provide).

New Rceactions Related
to Magic

his optional rule adds new uses for reactions. These
reactions can be used when a character notices another
chanting, making arcane gestures, or manipulating a
material component. 1If a spellcaster is not using any
component, these reactions cannot be used. The spell can
then only be identified on the next turn, as an action.

Puman Shiceld

f you have grappled a creature (see ADVENTURERS,

Combat, Melee Attacks: Grappling), when a spell
or power with an area of effect (fireball, dragon’s
breath, etc.) is about to hit you, you can use your
reaction to shield yourself with the creature or, on
the contrary, shield it with your body, in which case
you act as the human shield.

& Conditions. You cannot use this reaction if your
speed is 0. Moreover, a creature cannot shield or
be used to shield a creature of greater size.

& Protector. A character who has chosen the
Protection Fighting Style can use their reaction to
act as a human shield for a creature of their choice
within 5 feet, provided the conditions above are
fulfilled. They do not need to grapple the
protected creature.

@ Effects. A creature protected by a human shield
gains the benefits of three-quarters cover, for a +5
bonus to AC and Dexterity saving throws (see
ADVENTURERS, Combat, Cover) against the effect.
This is an exception to the rule on Cover and
Areas of Effect (see Casting a Spell, Areas of
Effect). Meanwhile, the human shield takes a -5
penalty to AC and Dexterity saving throws against
the effect.

Peroic Rescue

Following this optional rule, a creature willingly
acting as a human shield can choose to take any
damage the protected creature should have suffered,
as long as this doesn’t bring its hit points below o.




s a game rule and narrative device, the Awakening
is meant to make magic all the more mysterious,
fragile, and elusive. It is a mystical phenomenon
that only a minority of people experience, and
through which one is granted the ability to use
=1 magic. There are no certainties as to its origin
~1® and causes. Some believe that magic is a divine blessing granted
b by supernatural entities, others that it is a form of psychological
epiphany, and others still that it is the realization of a proper
alchemy between a being and the supernatural nature of its
environment.
This chapter describes several ways you can depict and play out
an Awakening. Ask your leader which option they plan to use
and discuss it with them.

h

t creation, a character can be either Awakened or Dormant. Dormant characters cannot use magical
abilities, even if they have levels in the appropriate class. Such characters may know about arcane
theory, protocols, rites, and gestures, but they will lack the connection with the weave of magic,
the required spark to unleash profane or divine effects. Awakening is the moment when everything
comes together and they can accomplish their fate. A character close to Awakening is guaranteed
to Awaken in the course of their first adventures, between levels 1 and 3. Other Dormant characters
have no way of knowing whether they have a long and bumpy road ahead of them or if the end of the tunnel is near.
Several paths can lead to Awakening, but the tried and tested method—though it is by no means entirely reliable—
is adventuring. By escaping the comfort of their home, school, or temple, facing danger, overcoming their limits,
and fighting their fears, some find the impetus they lacked. Adventurers are often said to take up such a life to
satisfy their greed, serve their ideals, or run away from their past, but many actually do so to find their calling.

Ways of Hwakening

( :ertain locations, events, encounters, phenomena, & Gaining a level. A character’s Awakening may take

and mishaps can set your character on the right place spontaneously as they gain a level.
track to reach the Awakening. Your leader is in control @ At death’s door. There are reports of Awakenings
of these aspects and will let you know when such an triggered by near-death experiences. During such a
evolution takes place. close brush with the afterlife, your character may
Below are several types of events that may bring your catch glimpses of things that others have no idea of
character closer to the Awakening: and Awaken in the process.

@ Dramatic scene. Your character may Awaken in the Even a character with no Awakened class or species
middle of battling a fearsome enemy or attempting features may experience the Awakening. This will grant
to save a companion. them no benefit, except the guarantee of having access

& Following one’s convictions or faith. Undertaking to all of their Awakened features should they take levels
an uncertain, brave, or desperate endeavor in the in a class with such abilities.
name of your character’s ideals can trigger their
Awakening. Many tales focus on such occurrences,
which some witnesses describe as veritable miracles.
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In Time of Greatest Need

Levko the rogue ended up on the front line of combat. He
rose to the challenge and fought bravely, wielding his rapier
with deadly efficacy, but at the cost of considerable risks. As
the last of their opponents fell, so did he.

His companions rushed to his side. Panicked, Ludmilla
took him into her arms, desperately imploring the gods and
fate to help them. Meanwhile, more of their opponents were
approaching, drawn by the sounds of battle that carried
far throughout the valley. The group had to leave now if
they wanted to have a chance of escaping. Their previous
encounter left them on their last legs, and another fight
would surely spell their doom.

Levko was in no condition to walk, and his wounds were
so dire that even carrying him might be too much... Should
they abandon him, then? None of them could accept it. But
they all knew staying here would mean certain death.
Though overcome with distress and grief, Ludmilla refused
to lose hope. There had to be something she could do. There
had to be a solution! For the briefest of moments, she saw
and felt a warm light, and she knew what to do. She had
heard about this even prior to taking her vows as a paladin,
but had never been able to channel the radiant healing
energy. Now, she could feel it flow through her, pouring
into Levko’s open wounds.

(®) The Pard Way

ost of the spellcasting classes detailed in ADVENTURERS rely heavily on magic to pull their weight.

A wizard, sorcerer, warlock, etc. deprived of their spells will be very vulnerable compared to a
fighter or rogue teammate. Having such a character be Dormant without any form of compensation
(see the Under Fate’s Aegis option below) is considered a Gritty game option.
Such an option will set up spellcasters for long-term benefits, increasing the mortality of characters
dependent on magic and thus making Awakenings all the rarer. Magic users who have managed to
survive their Dormancy until their mighty powers revealed themselves will thus be all the more famed
and will inspire all the more respect, fascination, or fear.

Under fate's Hegis

ith this option, Dormant characters are granted special advantages, which they receive from the

Fateforge, a powerful magical entity located on the moon Eternity, said to watch over creatures
that it deems destined to Awaken. What the Fateforge’s motives are, and whether it is even sentient, is a
matter of debate, but its influence is unquestionable. As long as they have not realized their Awakened
potential, these rare beings are granted its protection, resulting in the benefits detailed on the table
below:

Effect of fate's Hegis

Feature Barred by Dormancy | Compensation

1. Awakened class or species
feature

You can entrust yourself to fate (see below) a number of times equal to
your proficiency bonus. You regain all expended uses when you finish a
long rest.

2. Cantrips (whether from
your class or species)

Whenever you drop to o hit points, you automatically become stable

3. Spells of 1st level or higher | When you suffer damage, you can use your reaction to gain resistance
against this damage. You can use this feature a number of times equal to
your number of spell slots. You regain all expended uses when you finish a
long rest.

If you are a Dormant 3rd-level wizard, you fulfill conditions 1, 2, and 3. As such, you can entrust yourself to fate
twice between long rests, you automatically become stable if you drop to o hit points, and you can use your
reaction to gain resistance against incoming damage. "
If you are a Dormant 2nd-level ranger, you fulfill conditions 1 and 3. As such, you can entrust yourself to ’:
fate twice between long rests and you can use your reaction to gain resistance against incoming damage. L



& Entrusting Onesclf to fate

As a bonus action, you can call upon the unseen powers that have been
% guiding you ever since you became an adventurer. The leader can either
% describe an unexpected event that protects you or drives you onward,
or they can have you roll on the Fate Manifestations table below:

fate Manifestations
d8 | Result

1 | Fate remains deaf to your call. Nothing happens, but you still
lose one of your daily uses of this feature.

2 | You have advantage on a roll of your choice that you make i
before the end of your next turn. &l

3 | You can use the Dash, Disengage, or Dodge action at no cost
on this turn.

4 | You can take an additional action on your next turn.

5 | Until the start of your next turn, all your successful attacks are
resolved as critical hits.

6 | You are considered to have three-quarters cover until the start
of your next turn.

7 | You cannot be targeted by hostile actions until the start of
your next turn.

8 | You have resistance to all types of damage until the start of
your next turn.

If the result rolled is somehow inapplicable, nothing happens, but you still lose one of
your daily uses of this feature.

& H Second Chance

Every night the sky was clear, Eudric went out and lost himself in the contemplation
of the heavens. He looked for the moon Eternity, which was said to be capable of = '
i changing the fate of people. Born into a destitute family of peasants, he kept wishing |
M. for an opportunity to seek a future better than the one his birth destined him to. When it
a wizened, unassuming wizard settled near the village to spend the winter of his life, ",
Eudric did all he could to catch his notice and enter his service, even if it meant taking
care of every little chore.
Eudric, the spell-less apprentice wizard who dreamed of greater things, was there when
the assault took place. A pack of Cankerous hyenas—gnolls—had leaped from the
darkness and struck everywhere, pillaging with abandon and setting fire to the houses.
Trapped in a burning building, surrounded by crumbling timber, he coughed as he
desperately looked for a way out. His last thought, full of regret in the middle of the
tragedy, went to Eternity. s
... how much time had elapsed? His thirst hurt almost as much as his wounds. Weakly, " 7
he crawled out of the debris and cast a haggard look on the slaughter. There seemed
to be only him left. He had escaped death, but lost everyone he knew and had nothing
left... Nothing held him here now. Time to become what he had always wished to be: an
. _adventurer.
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You can use this optional rule to portray a
character’s gradual Awakening. The lowest possible
degree is o, corresponding to a Dormant. In
accordance with the atmosphere of the campaign,
and possibly with your class, your leader decides
at which degree your character is considered to be
fully Awakened—that is, in full possession of all
their Awakened features, including the ability to
cast spells. This degree will generally be 2 or 3. Each

increase leading up to it should take place during
appropriately dramatic moments, as previously
described in Ways of Awakening.

As long as your degree is between o and the
target degree, you are considered to be Emergent,
possessed of only part of your Awakened features.
Your leader determines which of your features
you have access to. The table below details an
example:

Ludmilla is a fighter who found meaning to her existence when she took the path of a paladin. The leader
has planned to have her progress through her Awakening over three levels. Among his notes, he includes the
following table, which begins with intuitive or passive features and ends with spells. As for the remaining
paladin features, he categorizes them by default as making up the 2nd degree.

f;% 'iceeen(;ﬁ ) Ludmilla’s Paladin Features

I Divine Sense (1st level), Divine Health (3rd level)

2 Lay on Hands (1st level), Divine Smite (2nd level), Sacred Oath: Channel Divinity (3rd level)
3 Spells (every level starting from 2nd)

If your degree of Awakening means that you no longer fulfill one of the conditions of being Under

Fate’s Aegis, you lose the corresponding benefits.

As a 3rd-level paladin, Ludmilla has taken steps toward her Awakening following strange or dramatic
experiences. Her degree of Awakening has reached 2. She is still unable to use spells, but since she has access to
all of her other class features, she can no longer entrust herself to fate.

Hwakened features

different, though compatible solution
o portray a character’s quest toward the
Awakening is for the player to take their first levels
in a class entirely devoid of Awakened features. In
other words, the player plans to multiclass from one
such class to another one with Awakened features.
The character’s Awakening then takes place from
one class level to another, with the character
gaining their first druid, warlock, wizard, etc. level.
With such an approach, the future spellcaster will
have their Awakening set up for them and won't lag
behind until the moment comes.
Note that if the wait extends beyond 3rd level, the
character will not have access to the highest spell
levels of their class, since these are obtained at
17th level. In that regard, all the classes detailed
below reach their respective archetypes at 3rd

29 Starting with a Class Without

level. As such, this level appears to be the best
moment to transition into your Awakening-
related class, though you can obviously have this
occur sooner if you and your leader so wish.
Four classes are entirely (or almost entirely)
independent from the Awakening: barbarian,
fighter, rogue, and scholar. However, it may be that
they have an archetype with Awakened features,
in which case these features will be obtained at
the same moment as when your character reaches
their first level in the Awakening-related class of
their choice, on the occasion of their Awakening.
Below are some suggestions and thoughts
concerning how these classes without Awakened
features can be paired with Awakening-related
classes, both from a technical and thematic
standpoint:
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2 Barbarian

Though the idea of a spellcasting barbarian
may seem odd due to the incompatibility of
raging and spellcasting, multiclassing into a
barbarian / druid definitely makes sense. Both
of these classes can be given shamanistic roots,
resulting in a spiritual warrior capable of calling
upon the power of spirits, whether to summon
the magic of Eana or to unleash their might in
battle. Additionally, the barbarian’s Unarmored
Defense feature can be perfectly suited to a
druid, as this class must make do with very
restrictive limitations regarding its choice of
armor.

The wizard slayer archetype can blend very well
with the Favored Enemy feature of the ranger,
for a fearsome, merciless hunter, peerless in
their ability to chase after and strike down
magical creatures and magic users.

In a less orthodox fashion, and provided your
character has enough Charisma at creation, one
can easily picture a barbarian / bard as a warrior-
poet, a barbarian / sorcerer as the wielder of
raw, indomitable magic, a barbarian / warlock
who swore a pact with a Primeval One to bring
themselves closer to their primitive nature... or
perhaps even a barbarian / wizard, as a traveling
sage whose spellbook consists in a motley
collection of writings gathered in the course
of their journeys? Such options may not be the
most efficient, but they can be fascinating roles
to assume.

& figbter

The “all-purpose” nature of the fighter makes
it very suited to multiclassing. The Fighting
Style, Second Wind, and Action Surge features
can be useful to any class. In addition, the
fighter’s proficiency with all weapons and armor
will allow a spellcaster to use them without
penalties. A fighter / wizard can then act as a
war mage without having to take the archetype
of the same name, and a fighter / cleric can enjoy
superior martial abilities.

Perhaps unexpectedly, the thug archetype,
whose features are dependent on Charisma,
mixes wonderfully with Awakening-related
classes who make use of this ability: bard,
sorcerer, warlock... and why not paladin as
well, to portray a redeemed ruffian who still
has a few nasty tricks up their righteous sleeve?
With spells and cheap shots at their disposal, a
spellcasting ruffian can be a real battlefield bully.

ATXATX AT

& Rogue

The rogue’s many skills, in addition to its
Expertise and Cunning Action features, will give
many resources to your character, no matter
what multiclassing options you go for. However,
where the combination shines in particular is
with regard to Dexterity: this ability, which is
the core of the rogue, will be a good fit for most
Awakening-related classes (bard, druid, monk,
sorcerer, warlock, and wizard), which are only
proficient with light armor at best. This way,
you can make the most of your Armor Class.

A rogue / monk is an unexpected pairing, and
yet, both classes are centered on Dexterity and
mobility, and as such, will benefit from each
other’s strengths without holding each other
back. Combine the rogue’s Cunning Action with
the monk’s Unarmored Movement, and you get
a skilled combatant capable of safely moving
wherever they want, making the battlefield their
playground.

Thematically speaking, a rogue / bard is a
no-brainer, but what about a rogue / cleric of
aberrance or enigma, shrewd and unpredictable?
Or a supremely versatile rogue / ranger, equally
at ease in town and in the wild? Or even a rogue
/ warlock who stuck their nose where they
shouldn’t have, awakening powers they must
now live with?

& Scholar

Due to its knowledge-driven nature, the scholar
can very easily be paired with a spellcasting class.
Thus, it is easy to imagine a scholar fascinated
with magic, chasing after the Awakening and
finally reaching it, the reward of years of efforts.
Obviously, the most efficient multiclassing for
a scholar is the wizard: the features of both
classes call upon Intelligence, and the two have
in common a consummate love of academic
pursuits. A scholar’s tricks will be another arrow
in a wizard’s quiver, diversifying their potential
without hurting their class-specific aptitudes.
Generally speaking, due to how malleable the
scholar is, this class can grant any other one
a boost in versatility, and will allow you to
customize your character to a much higher
degree, though at the expense of raw power.
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@ Losing One's Hwakening

ark tales make mention of evil rituals through which one’s Awakening can be taken.
The sinister drow, dwellers of the Netherworld, are rumored to be the inventors of this
complex technique. They are said to kidnap Awakened people from the surface in order
to transfer their magical abilities to their nobles, fighters, and assassins.

Losing one’s Awakening is traumatic, and some go insane when subjected to such
torture. However, some of these unfortunate souls manage to recover their powers,
though only by dint of great effort.

Technically speaking, if their Awakening is stolen, your character goes back to the oth degree of
Awakening and becomes Dormant. In addition, they take 3 levels of exhaustion. Just like in the case of
a Dormant character seeking to Awaken, there is no infallible way of getting back one’s lost Awakening.
This may occur as an epiphany during an intense scene or particular event, depending on what the
leader has planned.

Here are several examples of ways through which your character may regain their lost Awakening:

& Emotional intensity. Whether during a heroic or tragic scene, a moment of intense emotion can

easratimeay

Commar ey

e

re-Awaken you.

from being Under Fate’s Aegis.

@ Self-discovery. Traveling, reflecting upon yourself, and gaining a new outlook on the world can lead
to a new Awakening. Suitable places for such a journey may include a natural sanctuary infused with
magical energies, an ateak portal, or a sanctuary.

& Exceptional quest. Finding your lost Awakening may involve the accomplishment of an extraordinary
quest related to your convictions or to the event that led to the loss of your Awakening.

fate's Punisbment

f you use this optional rule, the particular status of those who have lost their Awakening bars them

T

e

Put to Dormancy

Lost in the Netherworld, Caliobé had been captured by drow
slavers. In the middle of the fight, she had made the mistake
of attempting to defend herself with her magic, betraying
her Awakened nature. It was then that her fate had been
sealed. She had been taken to a complex located close to an
underground city she didn’t know the name of... or, for that
matter, the existence of until then. There, she had been sold
to the family of a teenager unable to use magic.

Now taken to an isolated room, Caliobé was stripped and,
once more, every inch of her body was examined. All her
possessions were taken from her, including her focus that
she was instructed to leave in a basin. She suspected that
the young drow she had seen the other day—whose parents
had been invited to wait outside the ritual chamber—was
currently going through the same procedure.

The decor was baroque, with rich, intricate furnishings
everywhere. It was hard to tell the ornamental apart from the
utilitarian. Marble pillars, copper-colored chains, curtains,
and heavy drapes. The floor was engraved with symbols. At
the center of a large circle rose a high column, at the base of
which stood elaborate armchair-like devices that faced away
from each other and could be closed like shells.

The drow girl entered. She and Caliobé were given to drink
. from a chalice filled with a thick, pearlescent liquid. Smooth
and heady, it tasted like sweet liquor. Caliobé quickly felt

groggy, as if floating on a cloud. Her thoughts growing more
muddled by the second, she was settled into one of the chairs.
She barely felt the straps, and only confusedly registered the
shell closing around her.

There was the feeling of hanging from a rope above a great
void. The threads snapped one after the other, screaming. It
was like her skin was being sliced, and at the same time, she
felt no pain. She was bound, held, and the breaking continued.
She was going to fall, but she had decided not to be afraid. She
had found within herself a burning faith that went beyond
even her wish to join the fey. She was plunging downward,
sinking into the night like a plant burrowing under the earth
during the cold season. One day, she knew, she would regain
the powers that were currently being ripped out of her and
given to this talentless child.

Despite her best efforts, she lost consciousness. When she
woke up, she had no idea how much time had elapsed. Her
flesh felt heavy and numb, her limbs unresponsive. She was
being carried. More light. Less light. Even less light. She was
laid on... a cart? Some sort of fabric was thrown over her.
Parcels, goods. Unceremoniously, she was pushed into a
corner to make more room. Voices. Comments. She did not
understand, but the sensation of loss was getting sharper
and more intense. It was like her hand had been cut off,
except the feeling came from within her.
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agic is not completely reliable and
constant. Its intensity can vary

depending on the location or when

the weave of magic is altered. Magic

can be strong, entropic, or weak, and

all spellcasters know how fickle it can
be. Certain specialists devote their lives to researching
and predicting the appearance of temporary areas of
strong magic so as to draw power from them, create
magic items, or limit the risks of evil tampering. The
study of such phenomena is called geomagic.

>

~ Magical Intensity and
- Geomagical Phenomena

eomancers have classified levels
of magical intensity into three

Another field of geomantic theory deals with
geomagical phenomena. Such alterations in the

categories: weak magic where the
intensity of magic is reduced, strong
magic where it is dense and abundant,
: and neutral magic when itisin a balance
between the two. Entropic regions are a particular
case: in such areas, the strength of the weave fluctuates,
sometimes abruptly, from one day to the next.

expression of magic typically appear in areas of
weak or strong magic.

By default, neutral magic is the state in which
the rules of the Using Magic chapter and the
effects of spells as described apply normally,
with no adjustment. It is the norm to which
variations are compared.

Percerving Magical Fluctuations

creature proficient in Arcana can automatically sense when they are in a location with an anomalous

magical intensity. Nature or Religion can be used instead, but with a +5 increase to the DC of the <
lay checks described below. S5
| )?'2\ :;.‘:
KEbxe & Feeling the change. Whenever a magic wielder study it, whether by being present at the location £,
&

enters an area where the rules of magic change (or
touches an object or creature with such an effect),

or by having detailed information at one’s
disposal, notably concerning its geography and

406 they instinctively become aware of the shift. To history. The further into the future ageomancer’s
Y ascertain its exact nature and understand the attempts at forecasting the fluctuations of magic
R local variations on the weave of magic, a DC 15 go, thelonger they need to perform the necessary

£
X

-

Intelligence (Arcana) check must be made.

& Predicting a change. One can forecast a change
in the weave of magic. This is actually one of the
main activities of geomancers. To forecast
magical changes in an area, one must be able to

calculations. Once they have spent the time
required in the table below, they must make an
Intelligence (Arcana) check with a DC depending
on the complexity of the study they have
undertaken.
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forecasting the fluctuations of Magic

How Long in Advance | Studying Time

DC of the Intelligence (Arcana) Check

Up toaday 1 hour 10

Up to aweek 1 half-day 15

Up to a season 1day 20

Up to ayear 1 week 25

1 month 30

Beyond

% The Geomancers of Patsor

Driven by the muddled visions of a dead god, they had
traveled through the Sand Kingdoms, up to ancient Hatsor.
This merchant city has been declining for decades, but
remains proud. Here, the merchants who still take this route
hurry to the caravanserais of the lower town for fresh water
and food.

As for scholars searching for truth, they carry on to the
upper town, over which towers a millennia-old palace. Built
following a geometric plan, in a style now archaic, it houses
in its depths a vast underground library. The oldest writings
are carved upon clay tablets. Total eclipses, passing comets,
.exceptional droughts, volcanic eruptions, and the birth of

L3
. - "
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incarnated demons are but a few examples of the events
recorded here.

For those seeking to understand some ancient, supernatural
configuration of an exceptional nature, the details compiled
in these chronicles are of crucial importance. The Library
of Hatsor is one of the few places where one can find
archives whose study provides reliable insight into extreme
and supremely rare phenomena such as the appearance of
uncommon geomagics, a large-scale alteration of the weave
of magic, or the emergence of other similarly alarming signs.
For a geomancer, any seemingly incomprehensible event can
find at least the beginning of an explanation here.

&3 Che flow of Magic on Eana

Geomancers have theorized the presence of magical
currents that flow through the world of Eana.
Similarly to ocean currents, they are constant, so that in
general, the level of intensity of magic in a region remains
stable. However, outside events may alter the magical
intensity of an area, with a scope ranging from a clearing
to an entire city. In other locations, which geomancers
call entropic regions, the intensity of magic fluctuates
much more frequently, sometimes from one day to
another. There is no all-encompassing answer to how
and why such phenomena occur. Some have to do with

Defining the Density

the fluctuating nature of magic, while others find their
source in the history of a region, in the aura of a powerful
creature, or in the presence of some work of wonder built
using a mixture of architecture and magic.

Geomagical mapmaking is a prized art, and the resulting
documents are in high demand among spellcasters.
Certain civilizations are almost entirely located in a single
type of area—such as weak magic for Lothrienne or strong
magic for the Eolian Isles—while others have more diverse
geomagics. For example, a territory’s magic can be largely
neutral, with small pockets of weak and strong magic.

of Magic

and Geomagical Pbhenomena

he leader is free to decide the density of magic in a region at any point, as suits the story they wish to tell. They
can also leave this to chance, be it for momentary fluctuations or to set the situation more durably. Below is a list

of factors to keep in mind:

@ The rise or extinction of most geomagical phenomena
is conditioned by a presence or event. As long as the
cause remains, the effect cannot disappear entirely. At
most, its area of effect may be temporarily reduced.

& Certain regions, like Lothrienne, are known to be
located in areas of persistent weak magic, while
others, like the Eolian Isles, are known for their

strong magic. If the party is journeying to such
territories, apply the rules related to the appropriate
type of geomagical environment.
Certain geomagical phenomena can occur in both
strong and weak magic areas.

& An area that has neither weak magic nor strong magic
is by default considered to be one of neutral magic.




& If two geomagical phenomena that are supposed to affect @ The border region between two

the same area turn out to be incompatible, the leader can conflicting geomagical ‘areas will
give priority to one of them or spread them across the area. generally be one of neutral magic. It
For example, an area of weak magic can be largely can also create an ethereal border
dominated by a dampening effect (which will weaken (described later in this chapter). Such
spells), but also include islets of dead magic (which will borders aren’t necessarily static: they
prevent magic altogether). can fluctuate or move back and forth.

& Entropic Region

A region is usually crossed by a single type of magic current: neutral, strong, or weak. Outside of exceptional
disruptions, the geomagical atmosphere of a region has no reason to change abruptly. However, there exist
areas where magical currents are turbulent and capricious, possibly changing from one day to the next. Such
places are called entropic regions by geomancers. They can stretch over hundreds of miles, or be localized
inside a stable region. Typically, entropic regions take shape as border areas between two currents of different
intensity.

The leader is free to determine how prevalent entropic regions are in accordance with the needs of their
campaign. Knowing where they are, what they are, and what their effects are will be of great importance for
spellcasters.

In such changeable regions, it is impossible to predict how magic will behave.

Geomagical Situation at Dawn

e If the Area was If the Area was If the Area was
Magically Neutral Magically Weak Magically Strong

I-2 Magic becomes weak. The area of the active effect grows. | The area of the active strong
Roll the effect on the Weak magical effect is reduced, or the
Magic Geomagics table. effect stops.

3-18 No change.

19-20 | Magic becomes strong. The area of the active weak The area of the active effect

Roll the effect on the magical effect is reduced, or the | grows.
Strong Magic Geomagics | effect stops.
table.

& Weak Magic & Strong Magic

Magical currents are faint and the use of magic is = The magical currents are dense and the use of magic is
complicated by a loss of power or by the addition = made easier as far as raw power is concerned. However,
of undesirable effects. The region is under one of  this can also result in troublesome side effects. The
the following effects, which the leader can either region is under one of the following effects, which the
choose as they see fit or roll randomly on the table leader can either choose as they see fit or roll randomly

below: on the table below:
{@cak Magic Geomagics Strong Magic Geomagics
d8 | Effect d8 | Effect
I | Dampening 1 | Melancholian Chaos
2 | Arcane Aridity 2 | Arcane Sanctification
3 | Endosmosis 3 | Thaumaturgic Halo
4 | Dead Magic (+ Xonim’s Glyph) 4 | Maelossa
5 | Arcane Deficiency 5 | Arcane Abundance
6 | Psychic Wall 6 | Gateway of the Dead
7 | Ethereal Border (+ Death’s Ban) 7 | Temporal Distortion
8 | Burning Sap 8 | Gigantism

A8l
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Catalog of Geomagical
Pbenomena

eomagical phenomena have a deep influence on the life of the region they affect.
They are usually stable and seemingly unmovable, but in certain cases—entropic
regions being the prime example—they can manifest briefly and unexpectedly.
Geomagical phenomena may repel magical creatures or, on the contrary, make
certain monsters abnormally common. Adventurers, being more inclined to
2 travel than most people, are frequently exposed to such situations, finding
themselves deprived of the use of their spells or, conversely, gifted with greater arcane power.
Whether the geomagical manifestations are serendipitous or unfortunate, keep in mind that
the PCs’ enemies will obviously be exposed to them as well.
Each geomagical phenomenon is preceded with one of the modular system’s icons, in order
to help the leader choose which phenomena they wish to include in their campaign, and how .
L prevalent they want to make them. §
A creature can make an Intelligence (Arcana) check to know of the local geomagics (see the S
Perceiving Magical Fluctuations section earlier in this chapter).

e\, PRI | AR
o Descmbmg Geomagical Effects

© he second part of this chapter goes over the most common geomagical effects, but rarer and more dangerous
1 ones may exist.

& Designing Your Own Geomagics
The leader can create new geomagics tailor-made for their campaign. This process goes through the following steps:

& Influence. What is the influence of the geomagical @ Source. What brought about the existence of the

effect? To define this, the leader can use the modular geomagical effect? This may be a divine intervention,
system as a basis. Does it make it harder to find the presence of an ateak planar portal, the influence
information (Mystery)? Does it make magic more of a local legendary creature, or many other possible
eerie and dangerous for one’s body and soul (Dark)? things. The cause of the phenomenon may be easy to
Does it make the game more intense and action- find and solve, or lie at the heart of a mystery in which
driven (Action)? Does it raise the stakes between magical anomalies are but a symptom, serving as the
opposing factions or encourage interactions between starting point of an investigation into an even bigger
characters (Intrigue)? Does it make magic weaker in problem.
general, forcing its users to employ it all the more @ Effects. Stable magical areas may attract adventurers
sparingly (Gritty)? or monsters due to particular virtues. They may also
& Weak magic or strong magic. Does the effect make be shunned due to the deleterious or unpleasant
magic more powerful or less powerful? nature of their effects. At any rate, defining clear rules

in terms of game mechanics is advisable.

I S i

& Example: Creation of an Gmotlonal Magical Area

Letusimagine that the leader wants to create an exotic Since this geomagic would be highly rare, the root
civilization in which magic is common, but subject of its existence could lie in local peculiarities. This
to the unusual rule of being strongly connected to ~ would call for a legendary origin charged with strong
the caster’s emotions. In-game, the result would be emotions, for example the story of a balor and a
that the players would be required to describe their planetar who vied for a mortal’s soul: as the mighty
characters’ feelings and to be consistent with them. creatures dueled, the mortal was constantly torn
As such, it would be an area of strong magic related between despair and hope, hate and love, and the
to Intrigue. region was deeply marked.
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Now that the source and nature of the phenomenon have learn healing spells. A spellcaster PC must write down

been defined in broad strokes, it is time to focus on the a character trait that describes them next to every spell
technicalities. In this geomagical area, every spell speaks they are capable of casting. Whenever they cast this
volumes regarding the caster’s character and emotions. spell, they must display this facet of their personality
The consequences could be as follows: to do so successfully. Emotion thus becomes a required

i & One can only cast healing or protective spells on loved @ The intensity of the emotion the caster feels
ones, and destructive or malevolent spells on hated ones. determines the spell slot level they can expend. Spells

& The nature of the spells a caster is capable of wielding of 2nd level or less nray require a faint emotion, spells

reflects their personality. As a result, someone skilled between 3rd and sth level may require a significant

in illusion would be a trickster at best and a deceiverat ©@ emotion, and spells between 6th and 9th level may
worst, while only someoene profoundly generous could

B VIR SO g "

~_in puzzlement. Such an odd sensation! _ b i

spell component.

. require an extreme emotion.

© Spell Slot Levels and Innate Spells

( :ertain species, such as tieflings, or certain monsters like dryads or rakshasas, can innately make use
of spells. Regarding geomagic-related rules, innate spells are considered to be cast with a spell slot f['
of the lowest possible level, unless otherwise specified.

When a 5th-level tiefling uses their Dark Legacy feature to cast a darkness spell, they are considered to cast it
with a 2nd-level spell slot.

Once per day, a dryad can cast the barkskin, pass without trace, and shillelagh spells. These spells are
considered to be cast with a 2nd, 1st, and oth-level spell slot respectively.

Hrcane Hbundance

The dwarven warrior hadn't believed the elven wizardess when she told him that he was about to : j
learn magic. It had been so absurd that all he could do was scoff in front of what he believed to be an
awkward joke. But now, there was no mistake: he had just conjured a mage hand! He stared at his fist

& Source &
Cantrips Rnown in Hreas of 51

Arcane abundance is a direct consequence of the density of

1 A by Hreane Houndance
magical currents. This type of strong magic is rather common

in the Eolian Isles and in feylands. Its origins seem to be from A
o ] ; dr2 Spell P11 8
some resilient vital force, as if Eana had reacted to a wound, =
fighting to recover from it with an overabundance of energy. I dancing lights {
2 druidcraft C
(59 3 fire bolt 3
& Effects _
4 light
Spells can be cast with a spell slot one level below what is 5 mage hand
normally required. 1st-level spells are considered to be cantrips 6 message
and can therefore be cast at will, without expending a spell slot. - I Lyl e
In addition, all Awakened creatures can cast cantrips, even if they :
are not ordinarily capable of doing so. Such creatures temporarily 8 BOoLoRSHEe
know a number of cantrips equal to their proficiency bonus. 9 prestidigitation
Known cantrips are determined by rolling on the following table o ray of frost
(roll again in case of duplicates): :
II shocking grasp
12 thaumaturgy
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2 Source

Arcane aridity is such a well-known
phenomenon in Lothrienne that this
land hasbecome the archetypal example
of a weak magic area. Many simply
regard this as a direct consequence of
the low density of the local currents.
However, considering the scale of the
area, some wonder if it could not be
the result of a protective ritual against
evil forces, as this geomagic keeps many
extraordinary creatures at bay.

B Eeffects

2nd-level slots, and so on.

Arcane aridity hinders the recovery of spell slots,
making it necessary to take several long rests in
a row to replenish higher-level slots. One long rest
replenishes 1st-level spell slots, a second one replenishes

For this slow recovery to be effective, you must not expend any
spell slots between your long rests. Otherwise, your spell slot
recovery starts from 1st level again on your next long rest.

Aleksandr is a sth-level wizard. As such, he has two 3rd-level
spell slots, three 2nd-level spell slots, and four 1st-level spell
slots. If he casts a fireball spell, he will need three consecutive
long rests without expending any spell slot to recover the one
he has just expended. However, after two long rests, he is forced
to expend a 1st-level spell slot to cast a magic missile spell,
meaning that he must start over, only regaining his 3rd-level
spell slots after three additional days, for a total of 2 +3 =5
long rests after casting fireball.

The battle had been grueling. Everyone
had been forced to draw from their
innermost resources to prevail. And even
then, it was only a temporary victory,
for they were now chased by enemy
reinforcements. Rest was a luxury,
and this hit the company’s spellcasters
the hardest, as they found it very hard
to return to their full potential. Some
were talking of splitting the troops to
let a detachment of spellcasters leave
the region and recover in a location
unaffected by the phenomenon. But
what would happen if they were
ambushed on their way, without an
armed escort to speak of?
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: Hrcane Deficiency g .

.

Usually, the melessé warlock could clean her equipment with a snap of her fingers, magicking
away all the dust, mud, and blood. But ever since they set foot in this wretched region, she had
to borrow a brush and soap from her companions. The chore was a pain, but it was nothing i o
compared to the huge handicap that arcane deficiency posed in battle. .

W ok _ - 3

Source

%
&% In this region, magic feels fragile, brittle. It is difficult to establish and maintain a connection with

geomagical currents, which are abnormally elusive and fickle, requiring inordinate expenditures

of energy to reach the desired result. Weak magical currents are generally the cause of arcane Re
A deficiency, but it may also be due to the presence of a powerful artifact or the prison of a mighty N §
N creature, as these objects drain their surroundings’ magical energy. e

VU
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Effects .

Spells must be cast with a spell slot 1 level higher In addition, as long as you are in this
than normal: cantrips have to be cast with a area: :
1st-level spell slot, 2nd-level spells require a

3rd-level slot, etc. This extra spell level cannot @ 1st-level spell slots expended to cast a

be used toward the At Higher Levels option. For cantrip are regained with a short rest.
example, a fireball spell will require a 4th-level 4 As a bonus action, you can expend two
spell slot but will inflict 8d6 damage, as if it had 1st-level spell slots to regain one
been cast with a 3rd-level slot. and-level spell slot.
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Hrcane Sanctification

Ezg Soul’ce %1 the monastery of Sayfyshem, only those who adhered

'\ to the order’s tenets from the bottom of their soul were
Faith may sometimes influence magical currents | = capable of calling upon supernatural powers. As such, in
and produce an effect that geomancers call “arcane | = this sanctuary, being capable of magic was perceived as
sanctification.” For the communities who benefit from it, « the hallmark of spiritual purity. All Awakened who wielded
such a boon is generally perceived as the proof of a great supernatural powers were heeded with equal respect, every
devotion and regarded as a gift from the gods. Though ~ one of them being considered to bear an inkling of deep

:;‘ truth, even when their ideas seemed to diverge.

genuine faith and unity are two recurring factors among
communities blessed with arcane sanctification, the
exact reasons for the appearance and disappearance of
this phenomenon are unclear. However, geomancers have noted that it occurs almost systematically within
strong magic areas and among communities of at least ten individuals.

If rifts develop among the community and the group’s unity is compromised (due to a dogmatic schism or to
a maleficient hunt, for example), the effect decreases. Size is the first affected factor: instead of covering the
whole of a monastery’s grounds, the sanctification shrinks. In case of major crisis, the geomagical phenomenon
may become restricted to the main building(s), then lose its additional effects (see the Additional Effects of
Arcane Sanctification table), and finally disappear entirely.

% Effects

Even if there has never been a cleric to cast it, the location is under an effect similar to a hallow spell, which
0 covers the area circumscribed by the place’s main building, walls, or ramparts. By virtue of their fervor, the
locals unwittingly contribute to spreading and maintaining the effect. Celestials, elementals, fey, fiends,
1 and undead can't enter the area, nor can such creatures charm, frighten, or possess creatures within it. Any
creature charmed, frightened, or possessed by such a creature is no longer charmed, frightened, or possessed
_ upon entering the area. This restriction doesn’t apply to creatures revered by the faithful, such as devas in the
@ service of the worshiped divinity.
In addition to this basic effect, additional ones may manifest. In this case, roll one or several times on the
table below and apply the effect described. When a creature that would be affected enters the sanctified area
for the first time on a turn or starts its turn there, it can make a Charisma saving throw. On a success, the
creature ignores the extra effect until it leaves the area. The DC of this saving throw depends on how long the
community has existed for and how many adepts are present in it: DC 10 for a small or very recent community;
DC 15 in most cases; DC 20 for an old, powerful community.

Hdditional Effects of Hrcane Sanctification

d6 | Effect Description

1 | Nondetection | Nothing within the area can be the target of a divination spell or detected by methods of

magical scrying. \
2 | Courage Creatures who share the local congregation’s beliefs can't be frightened while in the area. (
3 | Healing Affected creatures have advantage on Constitution saving throws made against poisons <

and diseases, as well as to heal Wounds. In addition, finishing a long rest in the area
removes two levels of exhaustion instead of one. p o4
4 | Everlasting Dead bodies interred in the area can't be turned into undead. i‘i
Rest \: <

5 | Purified Food | Apply the effects of a purify food and drink spell. All food and drink in the area can be kept
and Drink indefinitely and remains both healthy and tasty.
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6 | Dogmatic Any creature hostile to the dogma at the origin of the arcane sanctification loses all ‘45\%;
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