
 

 

These are the elemental spells I did for Vade Mecum 

 

Many of the spells in this section are Template spells. A template spell provides and easy 

shorthand way to write up several different but very similar spells. Elemental spells benefit in 

particular from templates, because many spells can be used with any of the 4 elements, air, earth, 

fire and water. Each Template spell must be learned and or cast as a separate spell, but other than 

the type of element used for the spell, all 4 spells are identical. 

 

Name: Burrow 

Skill/School: Apportation/elemental 

Arcane Knowledge(s): Earth 

Difficulty: 18 

Effect: 18 (150 kilograms, moving at 15 kilometers per hour) 

Range: 1 meter (0) 

Speed: 0  

Duration: 1 hour (+18) 

Casting Time: 2.5 seconds (-2) 

Other Aspects: 

Components (-2): A mole skull (Very Common) 

Focused (+7): On caster 

Gestures (-2): Digging motions with hands (fairly simple) 

Incantation (-1): "Dig." (One word) 

The Burrow spell allows the caster to move through all types of soil at a rapid pace. When 

the spell is completed, the caster sinks into the earth in a fountain of dirt and sand. As he travels 

through the earth the soil in front of him is pushed behind, collapsing the tunnel he creates. The 

mage using the spell will have a rudimentary idea of which way he is going, but may need to 

poke his head back above the surface from time to time to make sure he is not going off track. 

The spell does not allow the caster to move through stone or any material harder than clay. 

He will travel at 1 meter under the surface, but if he encounters stone that he cannot penetrate he 

may go up or down in the strata to avoid it. There is a small pocket of air that travels with the 

user, allowing him to breathe as he wriggles through the soil. Several trips to the surface during 

the duration will be necessary to refresh this air pocket. 

 

Name: Cone of Wind 

Skill/School: Alteration/elemental 

Arcane Knowledge(s): Air 

Difficulty: 16 

Effect: 18 (6D of brawling) 

Range: 5 meters (+5) 

Speed: +5 

Duration: 1 second (0) 

Casting Time: 2.5 seconds (-2) 

Other Aspects: 

Area (+10): The wind is in a cone shape 5 meters long and 3 meters wide at its end; alternate 



shape, cone. 

Gestures (-2): Both hands make a pushing motion in the direction of the wind (fairly simple) 

Incantation (-2): "Mighty wind, drive my enemies before me!" (sentence) 

This spell is a favorite of mages who want to knock down opponents without doing any 

permanent injury. When the spell is cast a cone of powerful wind blasts from the casters hands 

out to a distance of 5 meters. The cone is about 30 centimeters wide at the casters hands and 

spreads out to 3 meters in diameter at its far end. The caster rolls the 6D brawling that the spell 

generates once; this total is used as a knockdown attempt, as defined in the Combat Options 

chapter of the D6 rulebook. The knockdown is attempted against every target within the cone, 

and uses all the standard rules for knockdown attempts. This attack may be used against 

opponents with up to 6D in Physique. 

 

Name: Control Elemental (Template) 

Skill/School: Alteration/elemental 

Arcane Knowledge(s): Entity 

Difficulty: 18 

Effect: 18 (command: elemental skill of 6D) 

Range: 2.5 meters (+3) 

Speed: +3 

Duration: 1 hour (+18) 

Casting Time: 1 round (+4) 

Other Aspects: 

Components (-5): Small figurine of elemental type, made of precious metals and jewels (very 

rare) 

Focused (+7): On caster 

Gestures (-2): Make a circle with both arms (fairly simple) 

Incantation (-2): " (Type of elemental), bow to my will!" (sentence) 

This spell bends the mind and will of an elemental, forcing it to do the casters bidding. An 

elemental under the effects of this spell becomes a slave to the caster, doing anything he compels 

it to.  

When the spell is cast, the caster generates a command: elemental skill total and compares it 

to willpower or mettle total generated by the elemental. If the caster's total is higher, the 

elemental is his to command for the duration of the spell. The caster will be aware that this spell 

is about to end just before the duration expires, giving him time to recast the spell if he wishes. 

If the elemental generates a higher total than the caster of the spell, the elemental may have a bad 

reaction to the caster, or may simply flee the area, depending on its type, relative power, and 

temperament. Fire and Water elemental will be more likely to attack, being more mercurial and 

hostile, while Air and Earth elementals will be more prone to flight. 

 

Name: Elemental Body (Template) 

Skill/School: Alteration/elemental 

Arcane Knowledge(s): any one element; air, earth, fire, or water  

Difficulty: 12 

Effect: 12 (2D damage/2D Armor) 

Range: 1 meter (0) 

Speed: 0 



Duration: 1 minute (+9) 

Casting Time:  1.5 seconds (-1) 

Other Aspects: 

Focused (+4): Effect is focused on the target of the spell 

Gesture (-1): Touch subject 

Incantation (-2): "(Name of element), protect me and harm my foe!" (sentence) 

When cast, this spell covers the body of the target and anything he wears or holds in a sheath 

of the element. This sheath provides armor and adds damage to any attacks made with 

appendages or hand held weapons. The armor and damage effects are doubled if they are used 

against the opposite element. For example, a mage sheathed in fire would do double damage 

against water based creatures, and his armor from the spell would protect him double from water 

based attacks. 

 

Name: Control Weather  

Skill/School: Alteration/elemental 

Arcane Knowledge(s): Air, Water 

Difficulty: 23 

Effect: 35 (1000 tons of air) 

Range: 10 kilometers (+20) 

Speed: +6 

Duration: 1 hour (+18) 

Casting Time: 1 hour (-18) 

Other Aspects: 

Components (-6): A rainmaker, a statuette made of wood and filled with water, destroyed 

(Common, purchased) 

Concentration (-5) 10 minutes, willpower or mettle difficulty 11 

Gestures (-2): Broad sweeping hand motions toward the sky. (fairly simple) 

Incantations (-2): "Powers of nature make the weather my slave." (sentence) 

This spell gives the caster the ability to control the weather to a limited extent. To cast the 

spell, the mage concentrates for ten minutes on what type of weather he wants, and then chants 

the incantation continuously for the remainder of an hour.  

The spell manipulates a large volume of air, changing the temperature, pressure, and water 

saturation to make the weather change to the caster's desire. How successful he is in making the 

change will depend on the result points of the spell, as detailed below. Any changes will be 

extremely localized, restricted to the area within 1 kilometer of the caster. When the duration 

expires, the weather will rapidly return to normal. 

With a minimal success, the caster may only raise or lower the temperature within 2 degrees 

Celsius. A slight breeze could be created, and perhaps some wispy, clouds. Average success 

allows the caster to raise or lower the temperature by 5 degrees, conjure or dispel a moderate 

amount of cloud cover, and a stiff breeze of less than 10 kph could also be created or canceled. 

Good success on the casting roll will allow the mage to cause or cancel light rain or snow, 

change the temperature by up to 10 degrees, and change the wind speed by up to 20 kph. Truly 

powerful weather conditions can be created or stopped with a superior success. the temperature 

can be raised or lowered by 20 degrees, and wind speed can be modified by up to 40 kph. A 

thunderstorm or snowstorm can be conjured or canceled. Spectacular success allows the 

temperature to be raised or lowered by 30 degrees, wind changes of up to 80 kph, and the ability 



to create or cancel powerful storms of rain or snow. 

The GM will need to keep a careful watch on users of the spell to prevent abuse. It must 

always be remembered that changing the weather in one place will also change it in to opposite 

way somewhere else. This can prompt revenge attacks from other mages or angry residents, so 

utmost care must be exercised. 

 

Name: Create Element (Template) 

Skill/School: Conjuration/elemental 

Arcane Knowledge(s): any one element; air, earth, fire or water 

Difficulty: 11 

Effect: 10 (100 kilos of element) 

Range: 3 meters (+3) 

Speed: +3 

Duration: 10 minutes (+14) 

Casting Time: 1 round (-4) 

Other Aspects: 

Gestures (-2): Cup hands, whisper into them, then mime throwing towards target spot (fairly 

simple) 

Incantation (-2): "Elemental Powers create (name of element)!" (sentence) 

This is one of the first spells learned by many elemental mages. By casting the spell, the 

mage creates a small amount of the element in its raw form. The amount created depends on the 

element; air creates about 100 cubic meters of pure, breathable air. Earth will create 100 

kilograms of loose soil or sand in a heap where the spell is targeted. Create Fire conjures 10 

cubic meter of flames, about the size of a large bonfire. Lastly, Create Water summons 100 liters 

of water.  

The element created is completely natural and will follow all the normal physical laws for the 

type of element it is. Water will appear as a puddle if there is no container to hold it, fire will 

burn away merrily, and will ignite other combustibles, air disperses into the air around it, and 

earth will appear in a pile on the ground. None of these created elements can be used as a 

weapon by creating them on or inside a person; the effect of the spell creates the element only in 

a clear area unoccupied by another person or object.  

Created water does not stay around long enough to be fully digested by the body. It will 

quench thirst, but will not save a person from dehydration. The fire created by the spell will burn 

without fuel for the entire duration, and can be used to light flammable objects on fire, shed led, 

or cook food. The spell can be renewed by recasting it immediately before the duration expires, 

if your GM allows it. 

 

Name: Create Elemental (Template) 

Skill/School: Conjuration/elemental  

Arcane Knowledge(s):  any one element; air, earth, fire or water 

Difficulty: 34 

Effect: 68 (15 attribute dice, arranged as the caster likes) 

Range: 1 meter (0) 

Speed: 0 

Duration: 1 hour (+18) 

Casting Time: 10 minutes (-14) 



Other Aspects: 

Components (-10):  1 carat gemstone, see below for type (very rare, destroyed) 

Concentration (-5): 10 minutes, willpower difficulty 11 

Focused (+17): On created elemental 

Gestures (-2): Circular hand motions with gemstone component (fairly simple) 

Incantation (-4): Long speech explaining exact details of the type of elemental desired 

(litany, artist difficulty 15) 

In many elemental mage circles, the ability to cast this spell successfully is what 

differentiates the true masters of the art from the pretenders. Casting the spell creates a powerful 

servant composed of the elemental type specified by the spell. The caster dictates the attributes 

of the final form the elemental takes as part of the spell. Some samples are given below of the 

different type of elementals that can be created.  

The elemental created is not necessarily under the control of the caster. A smart mage will be 

prepared to cast the Control Elemental spell immediately. Alternately, some casters who have an 

intimate knowledge of elementals may try to use gifts or promises of future favors to bribe the 

elemental into serving them.  

The 15 attribute dice may be allocated as the caster sees fit, and with the GM's 

permission, he may use some of the dice to buy special abilities to reflect the natural abilities of 

the elemental. The elemental will have a number of Body Points equal to 10 plus the points by 

which the spell beat the difficulty; Wound levels equal to the points above the difficulty, divided 

by two, rounded up, minimum of one Wound level.  

The type of gemstone needed for the spell varies with what type of elemental the caster is 

creating. For air, a diamond is need. For earth, an emerald, fire a ruby, and water uses a blue 

sapphire. 

Here are some sample elementals that could be created with this spell. 

Elemental, Air: Agility 2D, Coordination 2D, Physique 2D, Intellect 1D, Acumen 1D, 

Charisma 1D.  Move: 10 (20 flying). Strength Damage: 1D. Body Points: 10+/Wound levels: 1+. 

Natural Abilities: Flight (R1) 

Elemental, Earth: Agility 2D, Coordination 1D, Physique 6D, Intellect 1D, Acumen 1D, 

Charisma 1D.  Move: 10. Strength Damage: 3D. Body Points: 10+/Wound levels: 1+. Natural 

Abilities: Natural armor (R1) +1D to damage resistance totals 

Elemental, Fire: Agility 4D, Coordination 3D, Physique 4D, Intellect 1D, Acumen 1D, 

Charisma 1D.  Move: 10. Strength Damage: 2D. Body Points: 10+/Wound levels: 1+. Natural 

Abilities: Natural Ranged Weapon (R1), flame jet 3D damage.  

Elemental, Water: Agility 3D, Coordination 3D, Physique 5D, Intellect 1D, Acumen 1D, 

Charisma 1D.  Move: 10. Strength Damage: 3D. Body Points: 10+/Wound levels: 1+. Natural 

Abilities: Natural armor (R1) +1D to damage resistance totals 

 

Name: Desiccate 

Skill/School: Alteration/elemental 

Arcane Knowledge(s):  water 

Difficulty: 14 

Effect: 9 (3D damage) 

Range: 5 meters (+5)  

Speed: +5 

Duration: 1 minute (+9) 



Casting Time: 2.5 seconds (-2) 

Other Aspects: 

Component (-4): Small strip of dried rawhide (very common, destroyed) 

Focused (+5): Target of the spell 

Gestures (-1): Point at target (simple) 

Incantation (-2): "Drought shall be your death!" (sentence) 

Other Alterant: (+4): damage is inside the target, unaffected by armor 

This is a particularly nasty spell, used by sorcerers with little regard for mercy. The spell is 

targeted with a marksmanship roll. If the attack is successful, the target takes 3D of damage each 

round for the next 12 rounds. This damage is caused by the rapid desiccation, or removal of 

fluid, from all of the target's soft tissues. This is an extremely painful and unpleasant process to 

say the least, and if the spell does enough damage to kill the target all that is left is a dried, 

mummy-like husk.  

Each round that the spell is affecting the target he rolls Physique to resist the damage.  If the 

game world uses Body Points, any amount the damage exceeded the Physique roll is subtracted 

from Body Points. If the game world uses the Wounds system, compare any amount that the 

damage exceeds the Physique roll by to the Wound table and apply the effects.  

Armor is ineffective against this damage, since the damage comes from inside the target's 

body. Any creature that is not a water based life form, like a golem, or creature made of stone, is 

unaffected.  

 

Name: Drown   

Skill/School: Conjuration/elemental 

Arcane Knowledge(s): Water 

Difficulty: 13 

Effect: 18 (6D damage) 

Range: 2.5 meters (+2) 

Speed: +2 

Duration: 2 rounds (+5)  

Casting Time: 2.5 seconds (-2) 

Other Aspects: 

Components (-1): A mouthful of water (easily obtained) 

Focused (+5): On targets lungs 

Gestures (-2): Spit mouthful of water at target (fairly simple) 

Incantation (-2): "A sailor's death shall take you!" (sentence) 

Other Alterant (+4): damage is inside target, unaffected by armor 

To cast this spell, the mage fills his mouth with water, spits it at the target, and speaks the 

incantation. The spell is aimed with a throwing roll. If it hits successfully, the targets lungs fill 

with water and he begins to drown, taking 6D of damage for 2 rounds. Armor does not help 

absorb this damage, but the target can make a stamina roll with a difficulty equal to the caster's 

spell total to expel the water from his lungs after the first round. If successful, he takes no 

damage from the second round of the spell effect.  

 

Name: Earthquake 

Skill/School: Alteration 

Arcane Knowledge(s): Earth 



Difficulty: 29 

Effect: 15 (5D damage)  

Range: 1 kilometer (+15) 

Speed: +5 

Duration: 1 minute (+9) 

Casting Time: 1 hour (-18) 

Other Aspects: 

Area Effect (+75): 15 meter radius 

Components (-10): A diamond of at least 1 carat (very rare, destroyed) 

Concentration (-5): 10 minutes (willpower difficulty 13) 

Gestures (-3): A series of foot and hand gestures (complex, acrobatics difficulty 11) 

Incantation (-4): Complex litany of elemental names and formulas (litany, artist difficulty 15) 

Other Conditions (-10): because the Area Effect does not affect flying creature or vehicles, 

the cost is reduced by 10. 

This incredibly powerful spell can literally shake a castle to pieces. Casting this spell causes 

the ground within the area of effect to be shaken by violent tremors. Anything or anyone 

touching the ground will take 5D of damage for each full round they spend inside the area of the 

quake. Any movement through the area of the quake will be at 25% of normal speed as the 

shaking throws about objects and heaves the ground.  

 Because the area of the spell is so large, no targeting roll is necessary. The caster may 

simply center the quake on any point within his line of sight that is within the range. He may also 

target the quake out of his line of sight by simply declaring where the spell will take effect. For 

example, he could set the center of the quake 300 meters north and 150 meters west of his 

current location. After the spell is cast, it will take the quake some time to begin. Use the spell 

measures chart in the rulebook to find the value of the range from the caster to the center of the 

quake, subtract the speed value of 5, and look up this number on the chart. Convert the final 

number to minutes or seconds to see how long it takes the quake to begin.  

Buildings or vehicles that cannot move will suffer even more damage than moving targets. 

The scale value of immobile targets within the area will be reduced by 3 for each full round of 

the quake. This means that even large structures can be brought down with this spell. 

 

Name: Elemental Burst (Template) 

Skill/School: Conjuration/elemental 

Arcane Knowledge(s): any one element; air, earth, fire or water 

Difficulty: 18 

Effect: 12 (4D+1 damage) 

Range: 40 meters (+8) 

Speed: +8 

Duration: 1 second (0) 

Casting Time: 1 round (-4) 

Other Aspects: 

Area Effect (+15): 3 meter radius sphere 

Components (-1): A tiny amount of the element used in the burst (easily obtained) 

Gestures (-2): Move both hands inward, and then throw them out like an explosion (fairly simple) 

Incantation (-2): "(Name of element), destroy my enemies with your power!" (sentence) 

A favorite of many combat mages, this spell conjures a powerful blast of the element, 



damaging all the targets within its area. The spell does not discern between friend and foe, so the 

caster must use care in aiming the burst. The blast takes different form depending on the element 

it is composed of. Air is a concussive inward blast, earth a hail of rocks, fire a huge burst of 

flame, and water a powerful drowning wave.  

 The caster generates a throwing or apportation total against the combat difficulty of the 

main target. The difficulty of this roll is at -3, because the spell covers a large area, making it 

easier to hit the target. Other creatures within the burst will be affected as detailed under the Area 

aspect in the D6 Rulebook. 

 

Name: Elemental Scrying  

Skill/School: Divination/elemental 

Arcane Knowledge(s): Time 

Difficulty: 12 

Effect: 32 (see one month into the future of the target) 

Range: 1 meter (0) 

Speed: 0 

Duration:  5 minutes (+13) 

Casting Time: 1 minute (-9) 

Other Aspects: 

Components (-9): A small piece of the target of the spell. Nail clippings, a few hairs or a drop 

of blood is enough (common). Also needed is a small amount of each of the four elements (each: 

Very common, destroyed) 

Gestures (-2): Wave hands over components and target of the spell (fairly simple) 

Incantation (-2): "Elements of the universe show me this creature’s future."(sentence) 

According to some philosophies, the entire universe is composed of the four elements. By 

drawing upon the connection of these elements to all things, the caster can pull back the veil of 

time and peer into the future. Because the future is not set, the visions that the caster sees of the 

future may or may not come true, and divination is far from an exact science. The act of seeing 

what will happen in the target's future can often change the future as well, so anything seen with 

this spell should be taken with a grain of salt in the best of circumstances.  

To cast the spell, the caster spends one minute murmuring the command sentence over the 

elements and the bit of the target. At the end of that time the caster receives a burst of insight, 

highlighting the events of the next month of the targets life. The result points of the casting roll 

will determine how much information the caster is able to get about the target's future. 

Minimal success will reveal small details and perhaps a few flashes of important facts. 

Average success allows the most important or dangerous event to be revealed, without a great 

amount of detail. Good success gives more information about the event, and a much closer 

timeframe, along with minor details. Superior allows even more details and vague information 

about the remainder of the day as well. Spectacular success would allow the mage to see the 

most important event like a movie, and give a decent recounting of the remainder of the month. 

Example: Morgan the mage wants to see into his companion Bator’s future. He successfully 

casts the spell. If he achieves a minimal success, he would know that Bator will be in grave 

danger during the next month. On an average success, he would know that the fighter was going 

to be ambushed some time in the afternoon of the following day. Good success would tell 

Morgan that Bator was going to be ambushed by a large group; sometime around 2pm. Superior 

would tell the mage that the rest of Bator's month will be uneventful, and that the ambush was 



going to be from a group of 15 goblins at 2pm. Finally, if the mage manages to achieve 

Spectacular success, he will see the ambush as if it were happening in front of him, with a good 

amount of exacting detail. 

Note that in the example above the mage was never told exactly where the ambush would 

happen, or how to avoid it. Even if Bator stays right where he is for a month, the ambush could 

still happen, but the details would change slightly from the vision seen by the scrying mage. The 

GM should never let a good roll on a divination spell disrupt his game. 

 

Name: Elemental Sheath (Template) 

Skill/School: Conjuration/elemental 

Arcane Knowledge(s): any one element, air earth, fire or water 

Difficulty: 10 

Effect: 9 (3D damage) 

Range: 1 meter (0) 

Speed: 0 

Duration: 1 minute (+9) 

Casting Time: 3.5 seconds (-3) 

Other Aspects: 

Focused (+5): On a weapon 

This simple spell covers the dangerous part of a weapon with a sheath of energy that causes 

extra damage. The type of energy will vary depending on the elemental type of the spell. Air 

covers the weapon in electricity, earth is acid, the fire sheath is flames, and water is brutally cold 

ice. For the duration of the spell the weapon will inflict an additional 3D of damage every time it 

successfully strikes a target.  

 

Name: Flame Jet  

Skill/School: Conjuration/elemental 

Arcane Knowledge(s): Fire 

Difficulty: 15 

Effect: 12 (jet of flame doing 4D damage) 

Range: 3 meters (+3) 

Speed: +3 

Duration: 1 minute (+9) 

Casting Time: 2.5 seconds (-2) 

Other Aspects: 

Components (-2): A small open flame (very common) 

Gestures (-1): Point finger (simple) 

Focused (+4): On caster's finger 

Incantation (-1): Burn! (one word) 

Variable duration (+8): turn on/off freely during duration 

Flame Jet causes a roaring line of fire to erupt from the casters fingertip. The jet is only a few 

inches across, but it extends out to about 3 meters from the caster. The caster can freely turn the 

effect on and off during the one minute duration, to avoid accidentally burning things he does not 

want to. Marksmanship is used to aim the jet if it is being used as an attack.  

 

Name: Lightning Bolt 



Skill/School: Conjuration/elemental 

Arcane Knowledge(s): Inanimate Forces 

Difficulty: 15 

Effect: 18 (6D damage)  

Range: 100 meters (+10)  

Speed: +10 

Duration: 1 second (0) 

Casting Time: 2.5 seconds (-2)  

Other Aspects: 

Components: (-2): A small steel or iron rod, and a piece of wool (each: very common) 

Gestures: (-2): Rub the wool on the steel rod, and then mimic flinging the bolt (fairly simple) 

Incantation: (-2): "Power of lightning, smite my foe!" (sentence) 

This spell generates a powerful stroke of lightning. The caster must aim the bolt using 

throwing. If the target of spell is wearing large amounts of metal, (a suit of chain or plate armor, 

for example), he will be much easier to hit, giving a modifier of between -3 and -5 to the 

difficulty. If a large piece of metal is between the caster and the target, a modifier of +3 to +5 

should be added to the difficulty to hit the target, because the metal will tend to pull the lightning 

away from its intended path. 

Metal armor of any type provided no bonus to the Damage Resistance Total; electricity is 

conducted directly through metal armor with little or no resistance. 

 

Name: Shape Element (Template)  

Skill/School: Apportation/elemental 

Arcane Knowledge(s): any one element; air, earth, fire or water 

Difficulty: 11 

Effect: 10 (100 Kilograms) 

Range: 2.5 meters (+2) 

Speed: +2 

Duration: 10 minutes (+14) 

Casting Time: 1 round (-4) 

Other Aspects: 

Gestures (-2): Mime shaping clay with hands (fairly simple) 

Shape Element, like Create Element, is another of the most basic spells used by elemental 

mages. When the spell is cast successfully, the caster can reshape the element into any form or 

shape that he wants, as long as the shaped element stays within the range of the spell. 

The amount than can be shaped by the spell depends on what type of element is being 

shaped. Shape air can be used to move up to 100 cubic meters of air. The air shaped can be 

pushed around to make light winds, or even completely removed from a room to create a 

vacuum, if the room is airtight. Shape earth can be used to effect 100 kilograms of earth, sand or 

un-worked rock. Using several Shape Earth spells, the caster could dig a pit or tunnel through 

solid rock. Shape Fire can be used to move open flames from fuel source to fuel source, but the 

spell does not allow the flames to burn without fuel. The spell affects 10 cubic meters of flame, 

about as much as a large bonfire. Shape Water will affect 100 liters of water, allowing it to be 

moved and shaped freely during the duration of the spell.  

When the duration of the spell expires, the element will return to its normal shape and or 

position. This spell can be used to attack an elemental composed of the same type of element, 



doing 3D+1 damage to the elemental. If used as an attack, the spell will need to be aimed using 

marksmanship. 

 

Name: Summon Elemental (Template) 

Skill/School: Apportation/elemental 

Arcane Knowledge(s): Entity 

Difficulty: 16 

Effect: 38 (circumference of the planet) 

Range: 1 meter (0) 

Speed: 0 

Duration: 1 hour (+18) 

Casting Time: 10 minutes (+14) 

Other Aspects:  

Components (-5): Small figurine of elemental type, made of precious metals and jewels (very 

rare) 

Gestures (-2): Sweep both arms inward toward caster (fairly simple) 

Incantation (-3): A complex incantation describing the exact type and size of elemental 

wanted (complex, artist difficulty 11) 

When this spell is cast the total for the spell is compared to willpower or mettle result 

generated by the type of elemental the caster is attempting to summon. If the caster wins, the 

elemental is brought from anywhere on the planet to the caster. If elementals are not native to the 

game world, then they will need to be summoned from another plane of existence. Change the 

Effect of the spell to 49 (elemental home plane) and the Difficulty to 21. This spell will 

otherwise works in the same manner as shown above.  

The result points of the spell total can be used as a guideline by the GM to decide how 

powerful an elemental the caster summons. With minimal success the elemental will be small 

and weak, using 10 attribute dice for its stats. Average success will call an elemental like those 

listed under the Create Elemental Spell, built with 15 attribute dice. Elementals like those listed 

in D6 Fantasy Creatures can be summoned with a Good success. These elementals can be built 

on 20 to 25 attribute dice for those who do not have that book. A superior success calls a much 

more powerful huge elemental, built with 30 to 35 attribute dice. A mage powerful or lucky 

enough to achieve a spectacular success can summon a titanic elemental, built on 40 or more 

attribute dice. Examples of huge and titanic elementals can be found for free at 

http://westendgames.com/fans/fdenizens-eg.pdf. 

Elementals summoned with this spell will not be under the control of the caster, so it is best 

to be prepared with a suitable bribe, or better yet, a Control Elemental spell. 

  

Name: Windwalk  

Skill/School: Apportation/elemental 

Arcane Knowledge(s): Air 

Difficulty: 20 

Effect: 24 (wind that can lift 1000 kilograms and move at 40 kilometers per hour) 

Range: 1 meter (0) 

Speed: 0 

Duration: 10 hours (+23) 

Casting Time: 1 minute (-9) 



Other Aspects: 

Components (-2): A small silk sail on a wooden mast (easily purchased) 

Focused (+8): On caster 

Gestures (-2): Blow into small sail (fairly simple) 

Incantation (-2):  "Wind, take me to my destination!" (sentence) 

The Windwalk spell allows the caster to move himself and a total of 1000 kilograms of 

people or objects over long distances. When the spell is cast, a powerful wind lifts the targets of 

the spell into the air and whisks them along at 40 kph toward their destination. After 10 hours, or 

when the caster decides to stop, the wind gently sets its cargo back down and dissipates.  

Since the spell is focused on the caster, it would be difficult to use the spell against enemies. 

Its main purpose is to allow a talented mage a way of traveling that is much quicker and easier 

than conventional transportation. The spell does nothing to protect the people and items being 

moved from the elements. 

 

These are some other spells I did for my black company game: 

 

Combat Fireball 

Skill Used: Conjuration 

Difficulty:  11 

Effect:  12 (4D in damage) 

Range:  5 meters (+4) 

Speed:  +4 

Duration:  1 second (0) 

Casting Time:  1.5 seconds (-1) 

Other Aspects: 

Area Effect (+5): Sphere with radius of 1 meter 

Gestures (-1): Point at target (simple) 

Incantation (-1): “Fire!” (word) 

 Although the essence of the fireball spell is traditionally a huge ball of highly damaging flame, 

this isn’t necessarily always the case. The combat fireball, for example, was developed by mages 

for whom speed and simplicity was more important than offensive capability. With this spell, the 

mage points at a target and utters a single word, causing a brief but effective blast of heat and fire 

to strike the target. The mage must make a marksmanship roll (with a +1 bonus because of the 

spell’s area of effect). 

Because of the speed of this spell, a talented mage could multi-action and cast it up to three times 

in a round . . . making it more than a match for its more complicated offensive spell brethren. 

 

Create Object  
Skill: conjuration  

Difficulty: 10  

Effect: 3 (one simple object up to 3 kg)  

Range: 1 meter (+0)  

Speed: 0 (+0)  

Casting Time: 1 second (-0)  

Duration: 1 minute (+9)  



Other Aspects: none 

Description: This spell creates a small inanimate object. The spell will not create anything with 

a complex chemical makeup, or with moving parts. Any object created by this simple spell will 

look wrong, even to those without magical training, so gold created with the spell cannot be 

spent normally, etc.  
Create Object can make usable tools and weapons, like shovels, picks and iron or bronze swords. 

It can also be used to create simple wooden objects like boxes or ladders. The GM should be 

careful what he allows to be created with this spell to keep it from getting out of hand. 

 

Crushing Sphere 
Skill/School: conjuration 

Difficulty: 24 

Effect: 25 (8D+1 damage) 

Range: 100 meters (10) 

Speed: 6 

Duration: 1 second (0) 

Casting Time: 1 round (-4) 

Other Aspects: 

 Area Effect (+20): 4 meter radius sphere 

Components (-5): a small diamond (Very Rare) 

Gestures: (-2): mime a sphere with hands (fairly simple) 

 Incantations: (-2): Crush my foes with arcane power! (Sentence)  

Description: 

This spell creates an invisible sphere of crushing force within 100 meters of the caster. The 

sphere is aimed with a marksmanship roll, which receives a +4 bonus because of the size of the 

sphere.  

Because the speed of the spell is lower than the range, the effect takes a few seconds to form, 

giving anyone within the area of effect a +4 on their dodge total to avoid the effect. Targets do 

not automatically get to dodge, but if they have not acted yet on the round the spell is used they 

can take a multiple action penalty to try to dodge. 

 
Deadly Fireball  
Skill: conjuration  

Difficulty: 17  

Effect: 24 (8D physical damage)  

Range: 25 meters (+7)  

Speed: instantaneous (+7)  

Casting Time: 1 second (-0)  

Duration: 1 second (+0)  

Other Aspects:  
Gestures (-3): complex series of finger movements (complex) 

Incantations (-2): Something about fire and death (sentence) 

Description: This spell creates a fireball that affects only 1 target but burns with an incredibly 

intense heat, hot enough to burn through most armor and magical protection. 

 



Elemental Shield  

Skill: conjuration  

Difficulty: 10  

Effect: 12 (Adds to Armor Value vs. energy attacks/4D physical protection)  

Range: 1 meter (+0)  

Speed: instantaneous (+0)  

Casting Time: 1 second (-0)  

Duration: 1 minute (+9)  

Other Aspects:  
Components (-2): small silver coin (very common)  

Focused (+5): On target 

Gestures (-2): spin coin on open palm (fairly simple) 

Incantations (-1): Shield me from harm! (few words) 

Description: This spell creates a protective envelope around the caster, giving damage resistance 

against all energy based attacks. It does not protect against physical attacks, only from things like 

heat, cold, electricity, and acid.  

 
Healing 
Skill Used: conjuration 

Difficulty: 15 

Effect: 16 (healing skill of 5D+1) 

Range: Touch (0) 

Speed: 0 

Duration: 1.5 seconds (+1) 

Casting Time: 1 round (-4) 

Other Aspects: 
Other Conditions (-3): Physical contact with creature; may only be used on living creatures 

Other Condition (+20): Healing is very difficult in the world of the Black Company 

By touching an injured being, the magic user can use this cantrip to heal harm as if he had 5D+1 

in the healing skill. This still takes the 10 minutes that first aid normally would. 

 

Identify Magic 
Skill/School: divination 

Difficulty: 16 

Effect: 30 (5D in "Identify Magic" Extranormal skill) 

Range: 10 meters (5) 

Speed: 5 

Duration: 1 second (0) 

Casting Time: 1 round (-4) 

Other Aspects: 

Gestures: (-2): Draw Imaginary circle around target (fairly simple) 

Incantations: (-2): "Part the veil so that I may see the truth!" (Sentence)   

Description: 

When cast, this spell identifies a spell that is currently active, or identifies one effect on a magic 

item. The divination total is compared to the effect of the spell that the caster is trying to identify. 



If there is more that one effect on the magic item, the spell will identify the weakest, and will 

then need to be recast to identify the next weakest spell. 

 

 
Illusion Disguise  

Skill: conjuration  

Difficulty: 16  

Effect: 18 (6D in disguise to fool anyone seeing the disguise)  

Range: 1 meter (+0)  

Speed: instantaneous (+0)  

Casting Time: 1 round (-4)  

Duration: 1 hour (+18)  

Other Aspects:  
Concentration (-2): 1 round with minimum concentration difficulty of 8 

Components (-6): dab of paint (common, destroyed)  

Focused (+8): On target 

Gestures (-1): wipe paint on face (simple) 

Incantations (-2): change my face and body, hide the truth... (sentence) 

Description: This spell changes the outward appearance of the target. Anyone seeing the target 

of the spell who has reason to believe that the target is not who he or she appears to be must 

make a contested roll of their Acumen against the 18 effect value of the spell. If the disbeliever 

succeeds in beating the effect value, they see the target for who he or she really is. This spell 

fools all 5 senses. Illusion disguise can be used to exactly imitate a person, but people who know 

that person well (close friends, spouse, etc) will receive an extra 1D on the Acumen roll to detect 

the deception. 
 

 
Independence  

Skill: conjuration 

Difficulty: 15  

Effect: 9 (give illusion 3D in Acumen)  

Range: 1 meter (+0)  

Speed: instantaneous (+0)  

Casting Time: 1 round (-4)  

Duration: 1 hour (+18)  

Other Aspects:  
Components (-4): bit of gold (uncommon)  

Focused (+6): On target 

Gestures (-3): rub gold in air (complex) 

Incantations (-2): chant (sentence) 

Other Aspects (+10): the illusion can change and react to its environment 

Description: Independence is cast on an illusion spell that has already been cast, giving the 

illusion the ability to react to its environment. This allows the illusion to react to the real world, 

allowing the illusion to last longer without being disbelieved.  
 



When an illusion with this spell on it is reacted to by the outside world, the GM will roll the 3D 

in Acumen, and have the illusion react accordingly, depending on how successful the roll is.  

 

Mass Illusion  

Skill: conjuration  

Difficulty: 22  

Effect: 18 (large scale illusion/6D in bluff)  

Range: 5 meters (+4)  

Speed: instantaneous (+4)  

Casting Time: 1 round (-4)  

Duration: 1 hour (+18)  

Other Aspects:  
Area Effect (+15): 3-meter radius sphere  

Components (-8): colored gemstone, crushed to powder (uncommon, destroyed)  

Gestures (-3): crush stone, blow powder, mime illusion (complex) 

Incantations (-2): blah (sentence) 
Variable Movement (+4): The illusion can be moved up to 3 meters per second 

Description:  
This spell creates an illusion that will fool all sense other than touch for the duration of the spell. 

Once the illusion is created, the illusion can be moved within the range by concentration. The 

illusion cannot harm anyone, and it will not react independently to its environment if left on its 

own. If the illusion is touched, it will immediately become apparent that it is not real. If anyone 

attempts to disbelieve the illusion, they must generate an Acumen or investigation total higher 

than the spells effect value. 

 

Minor Telekinesis  

Skill: apportation  

Difficulty: 12 

Effect: 4 (5 kilograms moved up 5 meters distant)  

Range: 5 meters (+4)  

Speed: 5 (+4)  

Casting Time: 1 second (-0)  

Duration: 1 minute (+9)  

Other Aspects:  
Gestures (-1): Point finger at target(simple) 

Incantations (-1): “Obey my Will!”(few words) 

Variable Movement (+4): target can be moved freely for entire duration, at up to 3 meters per 

round 

Description: This spell allows the caster to move a one small object weighing 5 kilograms or 

less anywhere with 5 meters of himself. The object cannot move outside of the range, and the 

movement of the object is not fast enough to be used as a weapon, either thrown or in melee 

combat. Extra success on the apportation roll can be used to increase the weight affected or the 

duration of the spell. 
 

Silence  

Skill: alteration  



Difficulty: 14  

Effect: 18 (4D skill modifier)  

Range: 1 meter (+0)  

Speed: instantaneous (+0)  

Casting Time: 1 round (-4)  

Duration: 1 minute (+9)  

Other Aspects:  
Area Effect (+10): 2-meter radius circle  

Concentration (-2): 1 round with minimum concentration difficulty of 8 

Components (-6): silver sewing pin (common, destroyed)  

Focused (+6): On target 

Gestures (-3): complex series of finger movements (complex) 

Incantations (-2): Something about silence (sentence) 

Description: this spell creates an area of silence centered on a sewing pin. Anyone trying to hear 

noise that is generated while inside the area of silence requires the listener to generate a search 

total higher than the spells effect value. Sounds cannot be heard within the globe either, so 

people inside cannot speak to each other, and spells requiring spoken incantations will not work. 

 

Simple Illusion  

Skill: conjuration 

Difficulty: 13  

Effect: 12 (4D skill modifier)  

Range: 5 meters (+4)  

Speed: instantaneous (+4)  

Casting Time: 1 round (-4)  

Duration: 1 minute (+9)  

Other Aspects:  
Area Effect (+5): 1-meter radius circle  

Components (-6): small glass sphere (common, destroyed)  

Gestures (-1): throw sphere (simple) 

Incantations (-1): bend light, fool sight (few words) 
Variable Movement (+3): the illusin can be moved up to 2 meters per second 

Description:  
This spell creates an illusion that will fool all sense other than touch for the duration of the spell. 

Once the illusion is created, the illusion can be moved within the range by concentration. The 

illusion cannot harm anyone, and it will not react independently to its environment if left on its 

own. If the illusion is touched, it will immediately become apparent that it is not real. If anyone 

attempts to disbelieve the illusion, they must generate an Acumen or investigation total higher 

than the spells effect value. 

 

 

 

 

 

 

 



 


