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Spirit Magic

Mael’s Magic

Name FF Kange Egccts Other
Bincling i Touch (Creates a Binding [ nchantment - sece the Enchantment rules — in Kitual,
I nchantment ® return for XF. Difficulty 8
[Heal® Var Touch Each Point removes | [Jurt from the target. ]n addition:
i Poir\t: Stabi]izes a Mor‘ta] Wound.
2 Points: Cures a Minor Wound.
b) Points: Curesa Mor‘ta] or Serious Wound inflicted in the last 15
minutes.
SPirit 5crcer\ Var Range& E_ach Point gives | SPirit Armour to the target. Duration
[
Shimmer® Var Ranged Nrarget is |1 to be hit with weapon attacks per Point when being Duration
attacked with an abi[itg using sight‘
Distraction ® i Ranged Nrargct, which can include an ir\corporea] entity, which is engaged is Attack SPCH
compe”ec’ in its next turn to clisengagc Jtis allowed to avoid receiving an
oPPor‘tunitg attack (if it would receive one) bg using an action to move
on!g I square so as to be c{isengagec{ but then must use all its Possib[e
movement to get to the caster and move into engagement.
Repair@ Variable Touch Repairs a broken obj@ct of the sort that can be easily carried. Examp[es
include weapons, tools, a pot, torn c]ot]’xir\g etc. | he caster must have all
the Pieces that need to be reattached. T he function can’t create
angthing or imProve it ~just rePair it to its former state. I]C every Piccc was
available the fix will be invisible but it is rare that every tiny bitis actua”g
present so some marl(ir\g is almost inevitable. 1 Point will rePair somcthing
made of wood, cloth orleather like torn clothing, a spear shaft or Iiglﬁt or
medium armour. 2 Point sis rcc]uirccl for metal tl"nir\gs like a sword or semi-
hcavg or better armour.
SPirit Binding i Ranged This spc” is used to bind sPirits into familiars or magical ob)’ectSA Magica] Attack SPC“
(] objects for ho]c{ing sPirits can be made using the Binc{ing I nchantment
ritual, others can be obtained from a tcmplc or while adventuring. On the
death of the binder, the sPirit is freed, even if the binderis immcdiate]y
revived tl’:rough divine intervention or other methods. Before the sPe”
can be used the sPirit must have had a Spirit (ombat outcome which
allows the binding
Rune Ma gic
All Common
Namc RF E_F)Cccts Ot]ﬂcr

Attach Spirito 2

Resurrects a target that died within the last 5 minutes as long as their sPiri’c has not

been dcstrogecl or caPtured and their bodg is capab[c of supporting life. On a Meijor

Success the target can have died within the last 10 minutes.

Kangcc{,

Digicu[tg 8
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Command Ghost
(]

This sPe” allows the casterto command a ghost menta”}j‘ The ghost becomes
suf:;jcct to the will of the caster until the sPe“ exPircsA |F questionecl, the ghost
Proviclcs answers that are within its krwowle&gc— it cannot lie. T he ghost can be
ordered to enter or exit sPirit combat. Aghost cannot be commanded to do

something that is not within its power, such as leave its area of bincling

Kangc&, Attack
SPCH, Duration

Discorporation o

Var

This sPe” rcquircc{ an hour of Prcparation before the ritual. Jt allows the caster to
temPorarilg detach their spirit from their bocl}j and reunite them at will. T heir bo&g
remains comatose until the sPirit returns. When the sPe” ends, the sPirit reunites with
the [DOC‘\L) immecliatc[g‘ The &hclcicu[tg of maintaining the seParation is c]irectlg
Propor’ciona[ to the distance between spirit and bo&g, costing | RF Perlcivc
kilometres of distance. | hese additional Points must be spent when Discorporation
is cast. While in sPirit form, the caster can cast spe][s and travel to ar\gwhere up to the
limit for scparation. The characteris treated in all respects like a standard spirit. The
character can initiate spirit combat against another spirit oragainst a corPorca[ entity.
|f a characterloses a sPirit combat to a shaman or other corporeal entity, their spirit
canbe bouncljust like any other spirit‘ If driven off in sPirit combat the character
returns to their boc{g‘ T]’xe character can sense other sPirits and other things with PP
atarange of 7 squares times the value of this spe”. The character cannot see non-
magical mundane objects that do not have PT or active magjc (such as orclinary walls,
armour, weapons, furniture, scrolls, coins, etc.). Within a range of i square per value,
the character can sense the value of runes. T‘l’)é character can use magical [anguages
such as Spiritspeecl’x or Stormspeech, but cannot communicate using mundane
tongues. T he character can also sense cult affiliations. \While a characteris
discorporate, their boc]g is still vulnerable to all damagc~causing spens, weapons,
diseases, etc. [tis also vulnerable to bcing Possessecl }33 hostile spirits unless
Protectecl bﬂ magic or an allied spirit |f the bodg dies, the character becomes a ghost
On a Ma_jor Succcss treat as l"navirxg another KF or double the duration.

Self, Ritual,
Duration,
Dhc)cicultg 8

Remove Curse ®

Somc sPe”s are described as curses. Tl"uis sPc” allows the caster to attack against

the resistance of the curse. ASucccss removes it.

Rangcc{, Ritual,
Digicu!tg: target

curse resistance

Summon (Ghost ®

T his ritual must be Pcrformcc{ over the corpse, grave or other remains of the individual
bcir\g summoned. | he name of the individual must also be known. |f the person }Dcing
contacted Prcscnt]y resides within the [Tourth }—‘Ic”, their gl"nost rises from the carth at

the end of the summoning,.

Touch, Kitual,
Duration,
Digicultg Av
XD of the glﬁost
+2




