
effect du
ration

0 = 1d6 or +1
2 = 2d6 or +2
5 = 3d6 or +3
9 = 4d6 or +4
11 = 5d6 or +5

0 = Instantaneous
Spend 1-for-1 to

add duration.
11=Permanent

arearange

0 = Touch
1 = Close (<2 ft.)

2 = Reach (<10 ft)
3 = Near (<40 ft)
5 = Far (<600 ft)

0 = Self
1 = Single Target
2 = Small (5 ft r.)
3 = Large (30’ R.)
9 = Great (175’ R.)

spellcasting sheet

CAST A SPELL – When you cast a memorized spell, say what effect you want to create within 
the scope of the spell’s name, spend your CASTING POWER to define its aspects, and roll +INT: 

You forget the spell and may not cast it again until you re-memorize it.
You draw unwanted attention to yourself, from this world or another.
You suffer -1 ongoing until the next time you cast any spell.

You successfully cast the spell.
The spell works as intended, but choose 1 from the list below;
Mark XP, choose one from the list below, and then roll an ARCANE ACCIDENT.

CASTING power
LeVEl + INt + MISC

Reset to full every
time you cast a spell.


