
Grasp	  
An	  alternative	  to	  Vancian	  magic	  in	  AD&D	  

	  
The	   magic	   system	   in	   Advanced	   Dungeons	   and	   Dragons	   is	   “Vancian”,	  
meaning	   that	   spellcasters	  must	   imprint	   spells	   into	   their	  minds	   prior	   to	  
casting;	   this	   process	   requires	   the	   spellcaster	   to	   invest	   hours	   of	   rest,	  
meditation,	  and	  memorization	  prior	  to	  spellcasting.	   	  More	  to	  the	  point,	  
it	   requires	   the	   player	   to	   invest	   a	   disproportionate	   amount	   of	   time	   in	  
trying	   to	  guess	  what	   the	  GM	   is	   going	   to	   throw	  at	  him	  on	   the	  morrow,	  
which,	   while	   probably	   fun	   for	   some	   people,	   isn’t	   really	   the	   kind	   of	  
psychological	  minigame	  I’m	  looking	  for	  in	  a	  D&D	  session.	  
	  
With	  Vancian	  magic,	  once	  a	  memorized	  spell	  is	  cast,	  its	  spectral	  patterns	  
somehow	   simply	   vanish	   from	   the	  mind	   of	   the	   caster.	   	   This	   has	   never	  
really	   jived	   with	   me,	   and	   I	   don’t	   consider	   the	   limitation	   of	   having	   to	  
memorize	   before	   casting	   to	   be	   an	   enjoyable	   or	   necessary	   game	  
mechanic.	  	  The	  Grasp	  houserule	  discards	  Vancian	  magic,	  and	  replaces	  it	  
with	  a	  system	  that	  I	  believe	  is	  both	  more	  entertaining,	  and	  comes	  closer	  
to	   emulating	   magic	   as	   it	   is	   seen	   in	   much	   Forgotten	   Realms	   fiction:	   A	  
dangerous,	   deeply	   intimate	   sculpturing	   of	   unreal	   forces,	   by	   a	   master	  
artist.	  

	  
Keep Sane… 
 
“Sanity” is a common mechanic in many games, and in the event of its 
absence from the rules text, many GMs will simply add it in as a 
house rule.  Sanity Points act as a measure of how close a character 
is to going off the deep end.  In Grasp, Sanity is represented as a 
maximum, derived by adding together Intelligence and Wisdom scores, 
and character Level, and dividing by 3 (rounding up). A character 
starts with his maximum Sanity Points, and when something horrific 
or emotionally taxing happens, he loses 1 Sanity. When he hits 0, he 
develops a disorder or neurosis or some such ailment, and then the 
process starts again, at full Sanity. 
 
 
 

Grasp	  introduces	  3	  new	  terms:	  	  Grasp,	  Crux,	  and	  Ambit.	  	  It	  also	  borrows	  
the	  “Sanity	  Points”	  mechanic	  seen	  so	  commonly	  in	  other	  RPGs	  and	  in	  
house-‐ruled	  campaigns.	  
 



 Table 1   Table 2 
Spell Level Grasp cost  Negative Grasp SP lost on failed Con. Check (Wiz) Lv. Boost 
 0 1-5 1 - 
 1d2-1  6-10 2 1 
 1  11-15 3 1 
0-lv 1d2  16-20 4 2 

1st 1d3  21-25 5 2 
2nd 1d4  26-30 6 3 
3rd 1d6  31-35 7 3 
4th 1d8  36-40 8 4 

5th 1d10  41-45 9 4 

6th 1d12  46-50 10 5 
7th 1d20  51-55 11 5 
8th 1d20 x 1d2  56-60 12 6 
9th 1d20 x 1d3  61-65 13 6 
10th 1d20 x 1d4  66-70 14 7 
10th+1 1d20 x 1d6  71-75 15 7 
10th+2 1d20 x 1d8  76-80 16 8 
10th+3 1d20 x 1d10  81-85 17 8 
10th+4 1d20 x 1d12  86-90 18 9 
10th+5 1d20 x 1d20  91-95 19 9 
10th+6 1d20x1d20x1d2  96-100 20 10 
10th+7 1d20x1d20x1d3  101-105 30 12 
etc etc  106+ 40 15 

 
 

Hold On Tight… 
 
The Grasp system uses a character’s current Sanity (not his maximum 
Sanity), as a ceiling for Grasp.  Grasp is spent during spellcasting (see 
Table 1), and represents the safe margin of control within which a 
spellcaster can work magic without fear of going too far.  When Grasp 
goes into the negatives, things get dangerous, and the spellcaster is 
no longer in full control of the forces he is channeling.  He risks losing 
his mind (Wizard) or being overwhelmed by divine power and taking 
heavy damage (Priest).  He also risks unleashing unforeseen spell 
effects, such as overpowered damage, ranges and areas of effect, 
random (and usually undesirable) higher-level magic, or even wild 
magic surges.  Grasp regenerates at a rate of 1 per turn under normal 
conditions, 2 per turn while at complete rest.  Grasp does not 
regenerate during combat or similar high-tension situations. 
 
For the Wizard  
 
When a spell’s Grasp cost puts a Wizard’s Grasp at a negative figure, he must pass a CON 
check or he loses Sanity Points according to Table 2 above. Note that any spell that brings a 
Wizard’s Sanity to 0 will have interesting, usually permanent effects.  These can be found in 
the Errata at the end of the document. 
 
 
 
 



For the Priest  
 
When a spell’s Grasp cost puts a Priest’s Grasp at a negative figure, he must pass a CON 
check or he takes damage equal to the negative figure. This damage is divided between 
different body parts, depending on the spell’s components, as follows: 
 
Spells with a Verbal component give damage to the head when the divine forces being 
channeled prove too great for the Priest’s Grasp. Spells with a Somatic component give 
damage to the left and right arms, and the chest and abdomen, as the Somatic gestures and 
movements overflow with divine and damaging power. Finally, spells with a Material 
component damage the feet. The Priest’s most intuitive and powerful spiritual connection with 
the physical world is in his feet, which walk the earth and feel it moving under him to the 
rhythms of the cosmos. When casting spells that require such empirical connection with real 
properties, his feet act as spectral lightning rods (even if he’s flying, upside-down, etc), and 
will suffer when Grasp goes into the red. 
 
The total damage rolled upon failing a CON check is divided up amongst the affected body 
parts. This makes many of the purely Verbal spells so commonplace for Priests a very 
dangerous thing when Grasp is below zero: All that damage is going right to the head if it goes 
wrong! 
 
 

Catch Your Breath… 
 
Spellcasters may use a turn meditating on one School or Sphere of 
magic, bringing it into Crux.  That one School or Sphere’s Grasp cost 
is reduced by 1 magnitude until Grasp goes into the negatives, or 
until the caster sleeps or meditates on another school or sphere.   A 
spellcaster also gets a +2 bonus to saving throws vs. Spells of his 
current Crux. 
 
 

You’ve Got This Inner Strength… 
 
The experts among you will have picked up by now on an apparent 
imbalance in the system:  Wizards seem to be much more powerful 
than Priests, in spite of the greatly increased danger to Sanity.  Also, 
doing away with Vancian magic renders useless the “Bonus Spells” 
normally derived from Wisdom.  Enter Ambit, stage left.  Ambit is a 
stat derived from adding up the cumulative bonus spell levels granted 
by high Wisdom.  Priests, being less dependent on Intelligence than 
Wizards, will usually have a higher Ambit.  Ambit is a measure of how 
deep you are able to go beyond your Grasp, and walk away 
unscathed.  It also acts as a percentile magic resistance for characters 
who are innocent in matters arcane:  Any character who has never 
cast a wizard spell, or used an arcane spell scroll, has magic 
resistance equal to his Ambit.  This magic resistance is added to any 
magic resistance already present. 
 
 
 
 
 
 



You’re Over the Edge... 
 
When a spellcaster casts a spell that puts his Grasp in the negatives, 
he must make a Constitution check, with a penalty equal to his 
negative Grasp, and a bonus equal to his Ambit.  If he fails, he loses 
Sanity Points (Wizard), or passes out (Priest).  As with all CON checks, 
20 is always a fail, and 1 is always a pass. 
 
Spells cast while Grasp is in the negatives are cast as if by a 
spellcaster of higher level (see Table 2), and level caps to damage and 
other level-based spell effects (ie: the Fireball spell’s “1d6 per level to a 
maximum of 10d6”) are ignored.  This means that when an 18th level 
Wizard is walking the knife-edge of negative Grasp, he can unleash 
18d6-damage Fireballs!   
 
Furthermore, if a spellcaster’s Grasp is low enough that the higher 
level derived from Table 2 gives him access to higher spell levels, and 
the spellcaster fails his Constitution Check when casting a spell, the 
GM rolls or selects a random spell to be released from the highest 
available spell level, in place of the caster’s intended spell.  If the 
caster can already cast 7th (Priest) or 9th (Wizard) level spells, the spell 
is instead transformed into a Wild Surge. 
 
 
It’s All Unraveling… 
 
The Grasp system also introduces the concept of the Unravel.  All 
spells, by their very nature, tear holes in reality.  This does not, 
normally, have any long-term adverse effects.  However, when a 
spellcaster uses the same spell more than once without resting in 
between for at least a turn (ie: not in combat and not traveling), he’s 
essentially nagging at the same unstitched rift in the fabric of reality.  
Each time he does this, the spell’s Grasp cost goes up a level; 
increased die variability represents the chance of tearing the fabric too 
far.  Firing off Sleep and Magic Missile at everything in the dungeon 
suddenly isn’t such an attractive, cost-effective prospect. 
 
The spellcaster should put a “10-minute mark” by a spell when he 
casts it.  This 10-minute mark is an easy reference system:  For each 
mark, the spell’s Grasp cost goes up a level.  Whenever the spellcaster 
gets a turn’s complete rest, he removes 1 10-minute mark from each 
spell at the same time as he regenerates 2 Grasp. 
 
 
 
 
 
 
 



You’ve Hit Rock Bottom… 
 
If a spellcaster goes below 100 negative Grasp, he must immediately 
make a saving throw vs. Death, or die.  No special abilities, racial 
traits, immunities, spell effects, or magic resistance applies.  Nothing 
short of a Wish spell can bring a character back from a “Grasping 
Death”.  
 
 
 
For the Wizard 
 
If the Wizard fails his saving throw vs Death, the site of his death becomes a Wild Magic Zone 
or a Dead Magic Zone (50% chance of each) 60’ in radius. If he survives, his spellbook and 
material components burn up, and he automatically becomes a dark spot on the radar of the 
gods, a void: He is an anomaly, a wandering, throbbing orb straddling several planes and 
states of being at once, his vision distorted by radical ley lines real or imagined, and electric 
visions of the arcane spectra haunt his every waking moment. He has gone so deep that he 
has embodied his own lack of control. He becomes, in short, a Wild Mage. 
 
He starts with no spells, but with Wildshield as a 3/day special ability, Copy @will, and a 
constant Read Magic special ability. He suffers 1d6 permanent Constitution damage, his 
Grasp is set to -99, and he receives one mental condition from the GM. His body is a 50% 
Wild Magic Zone, and if he attempts to cast a spell, or if any spell is cast directly on him, the 
caster must roll 50 or under on a d100, or the spell becomes a Wild Surge. A Wild Mage must 
pass a Con check or lose a Sanity Point every time he successfully casts a spell.  
 
Otherwise, Wild Mages follow a perverted form of Vancian magic: Before resting, they Copy 
their chosen spells into a “Burn Book”, which they place under their pillow, and when they 
wake up, they can simply point at a copied page, which destroys it and unleashes the spell.  
Verbal, Material, and Somatic components are used in the preparation of the nightly Burn 
Book.  Therefore, all actual casting is silent, and with a casting time of 3. 
 
 
For the Priest 
 
If the Priest fails his saving throw vs Death, the site of his death becomes the site of a miracle 
from his Deity. This miracle is virtually limitless, with one exception: It cannot bring the 
Priest back from the Grasping Death. His Grasping Death is what makes the miracle possible 
in the first place, and the miracle of its undoing would negate itself. 
 
If he passes his saving throw vs Death, he becomes something else, a vessel for his Deity in 
some way, usually a magical being of some kind. He is no longer the character he once was, 
and his sheet should be retired, although the GM might allow the player to continue playing 
as the new creature. 

 
 
 
 
 
 
 
 
 
 
 
 
 



So Many Colours… 
 
Here, we look at some extras the enterprising spellcaster might wish 
to try out.  Grasp can be spent in more ways than simply rolling the 
dice!  Some of these metamagical effects could be considered to be 
facsimiles of existing spells.  I believe that they can coexist with said 
spells within a campaign; there are compelling reasons for using 
either the Grasp technique or the spell, depending on the situation.   
 
Saturation 
 
If you really want your spell to pack a wallop, you can Saturate it with extra energy by 
purposefully increasing the magnitude of the Grasp cost.  A Spellcaster may, through 
conscious effort, Saturate a spell by 1 magnitude for every 4 character levels.  Saturating a 
spell has the following effects:  It increases damage, range, and AoE where applicable (this is 
ultimately up to the GM).  It also reduces a target’s saving throw chances, and increases the 
odds of your spell piercing a target’s magic resistance.  The ability to “lean into” one’s spell in 
this way makes for much more exciting mage-battle scenarios, and allows characters a more 
organic spellcasting experience. 
 

Magnitude Jump Damage/Range & AoE Save Penalty MR Penalty 
1 +1d4/+10% -1 - 
2 +2d6/+20% -2 -10% 
3 +3d8/+30% -3 -20% 
4 +4d10/+40% -4 -30% 
5 +5d12/+50% -5 -40% 
6 +6d20/+100% -10 -50% 

 
 
 
Succor 
 
If two or more spellcasters are familiar with the same spell, one or more of them can act as 
focal support for the one casting it.  For every 4 HD of supporting spellcasters, the Grasp cost 
of the spell goes down by 1 magnitude.  In order to lend Succor, a supporting spellcaster 
must be utterly focused, and be able to see, hear, or touch the performing spellcaster.  Succor 
may be lent through scrying devices, although there is a 10% chance per supporting 
spellcaster per round that any scrying device used by any spellcaster shatters.  This figure 
may be halved, doubled, or otherwise adjusted according to material quality and GM 
discretion.  If a scrying device used in lending Succor shatters, the spell fails, and all 
spellcasters immediately spend Grasp equal to the original Grasp cost of the spell. 
 
 
Suspension 
 
Faerun has seen some enterprising mages create spells with various delay-effects.  During the 
Spellplague, the essential dweomers behind these spell-creations became part of the greater 
Weave.  The ability to suspend an effect until a later time has become a latent ability 
accessible by all mages.  This ability has been termed “Suspension”, and is being applied in 
increasingly versatile and creative (though sometimes volatile and dangerous) ways.  Your GM 
is given fiat in describing the fallout of attempts to Suspend any given spell, but the basic 
effect is generally predictable:  A mage may Suspend a cast spell’s release for a number of 
turns equal to his level, at a Grasp cost of 1 per turn per spell level, paid at the beginning of 
each new turn. 
 
The Suspension can take one of two forms:  Corporeal or Disembodied.  Corporeal 
Suspension holds the completed spell within the Spellcaster’s fingertips or mind.  Keeping it 
in is like holding back the runs.  Advantages to Corporeal Suspension are that you can cast 
spells before entering a room, and then release them subtly and quickly, as needed, without 
the need to shout out command words in front of every joe and his dog, or flap your arms 
wildly, chucking components around. 
 



Disembodied Suspension involves transferring the spell to a physical object, which releases 
the spell when the mage gives a mental signal.  The Grasp cost per turn is double that of 
Corporeal Suspension.   
 
There are several dangers involved in Disembodied Suspension: First and foremost, the object 
is indelibly marked with the mage’s casting signature; even the most boor-headed of inbred 
laymen will get a clear psychometric reading of the caster’s name and features simply by 
touching the object, even long after the spell is gone.  One might think, well, why not simply 
use fragile objects?  That segues nicely into the second danger:  Magical explosion!  At the 
beginning of every turn (including the first) for which an object is a focus for a Suspended 
spell, it rolls an item saving throw against a random stressor (d10 for either Acid, Crushing 
Blow, Disintegration etc), with a bonus equal to the level of the mage.  For each consecutive 
turn, there is a cumulative -1 penalty to the save.  If the object fails a save, the mage loses 
1d20 Grasp, and the object explodes in a Wild Surge, targeting either the general area, or the 
nearest living creature. 
 
Other notable complications of Disembodied Suspension include the use of magical items 
(which may resist the Suspended spell, or fuse their own effects dangerously with those of the 
spell), reorientation of the item causing it to release a spell in the wrong direction or at the 
wrong target, tampering with the item causing the spell to become unstable… the list could go 
on. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Errata… 
 
Effects of spells that bring your Sanity to 0 

 
Bear in mind that, depending on the situation, the GM may choose a set of 1d10 results more appropriate to the 
spell, rather than using the ones listed here.  This is because he cares about you, you wonderful Wizard, you!  If a 
spell belongs to more than 1 school, roll for all.  Effects are Permanent unless otherwise stated. 
 
 
0-Sanity Catalyst   1d10 Result 
 
Abjuration Spell 1-3 Permanent Dead Magic Zone, 2-meter 

radius, centered on the caster.  It stays where it 
is when the caster moves, so he can move out 
of it.  Immediate saving throws for magical 
items, etc, are required. 

 4-8 When he next sleeps, the spell is removed 
from his spellbook, and the page transformed 
by his own feverish, narcoleptic hand into a 
random Protection scroll.  (50% chance of being 
Cursed) 

 9 Every time he tries to cast an Abjuration 
spell, there is a 1% cumulative chance that it 
will turn into a Cantrip. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Alteration 1-3 Chronic Incandescence: Uncontrollable, 

20m radius, permanent. 
4-8 Accidentally casts Stoneskin whenever he 
touches a diamond or diamond dust.  The 
diamond/dust is spent in this. 

 9 Every time he tries to cast an Alteration spell, 
there is a 1% cumulative chance that it will 
turn into a Polymorph Other (targeted at 
random, nearest, or self). (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Conjuration/Summoning 1-3 The spell fails, and instead, he conjures a 

random, rare and previously unknown spell 
component into his hand.  He will become 
obsessed with it in some way. 
4-8 He becomes a compulsive collector of 1 
particular thing, usually expensive, always 
obscure. 

 9 Every time he tries to cast a 
Conjuration/Summoning spell, there is a 1% 
cumulative chance that it will turn into a 
Monster Summoning version 1d6+1. The 
monsters summoned will be completely beyond 
his control. (max. 90%) 
10 He gains the spell as a 1/day special ability.  

 
 
 
 
 
 



Enchantment/Charm 1-3 The spell fumbles, and enchants the 
nearest item instead.  The caster either loves or 
hates the item (50/50). 
4-8 He becomes addicted to the spell, and must 
cast it at least once a day, or go into withdrawal 
and lose Sanity at a rate of 1/day. 

 9 Every time he tries to cast an 
Enchantment/Charm spell, there is a 1% 
cumulative chance that it will turn into a 
permanent Fumble zone, 10x1d100 meter 
radius. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Divination    1-3 He develops an acute case of insomnia. 

4-8 The spell fumbles, and the target area 
becomes a Zone of Truth and of True Seeing, 
20-meter radius. 

 9 Every time he tries to cast a Divination spell, 
there is a 1% cumulative chance that it will 
turn into an uncontrolled ESP spell. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Illusion 1-3 The caster will forever be followed by a 

randomly generated illusionary creature. 
4-8 All of the gold coins, gems, and precious 
metals currently owned by the character turn 
into their weight in perfectly crafted, 
undetectable Fool’s Gold, which turns into 
copper in 1d100 turns. 

 9 Every time he tries to cast an Illusion spell, 
there is a 1% cumulative chance that he will 
only believe he cast it. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Invocation/Evocation 1-3 A Wall of Iron follows the caster around.  

On any given day, there is a 10% chance that it 
will land somewhere 1d20 meters from the 
caster, at a random time. 
4-8 The caster fosters an intense hatred for the 
spell, and removes it from his spellbook.  He 
will view anyone casting the spell as an enemy.  

 9 Every time he tries to cast an 
Invocation/Evocation spell, there is a 1% 
cumulative chance (max. 90%) that it will be 
delayed exactly 24 hours. 

 10 He gains the spell as a 1/day special ability.  
 
Necromancy 1-3 The caster now views every living thing as 

though it were under the effects of a Corpse 
Visage spell.  Goodbye normal sex life… 
4-8 The caster will be randomly pursued by 1d4 
Shadows (20% chance/day) 

 9 Every time he tries to cast a Necromancy 
spell, there is a 1% cumulative chance that it 
will turn into an Animate Dead spell.  The 
caster will not have control over the animated 
corpses. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 



Elemental Fire 1-3 The caster accidentally casts Produce Flame 
at the most awkward times.  This must be 
hurled at something to be dispelled. 
4-8 The caster Resists Fire permanently. 

 9 Every time he tries to cast an Elemental Fire 
spell, there is a 1% cumulative chance that it 
will turn into a (1d20)d6-damage Fireball, 
spouting from the caster’s finger in a random 
direction.  (max 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Elemental Water 1-3 Every time the caster wakes up, he must 

pass a saving throw vs Spell or be inflicted with 
Insatiable Thirst for the next 1d20 rounds. 
4-8 Any water that touches the caster’s lips is 
immediately transmuted into dust. 

 9 Every time he tries to cast an Elemental 
Water spell, there is a 1% cumulative chance 
that it will turn into a Create Water spell. (max. 
90%) 

 10 He gains the spell as a 1/day special ability.  
 
Elemental Earth 1-3 Any pebble or stone (including gems) 

touched by the caster turns into a boulder of 
granite. 
4-8 Earth Elementals, Stone and Iron Golems, 
and other strongly Earth-aligned creatures 
never attack the caster. 

 9 Every time he tries to cast an Elemental 
Earth spell, there is a 1% cumulative chance 
that it will turn into a Dig spell, centered on the 
caster. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Elemental Air 1-3 The caster accidentally casts Wall of Fog, 

centered on himself, at the most awkward 
times. 
4-8 Everything the caster says is sent as a 
Whispering Wind, in a random direction. 

 9 Every time he tries to cast an Elemental Air 
spell, there is a 1% cumulative chance that it 
will conjure an Air Elemental over which the 
caster exerts no control. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Dimension 1-3 The caster feels a constant compulsion to 

cast Enlarge on any creature smaller than 
himself, and Reduce on any creature larger 
than himself.  This can be resisted with WIS 
checks, or repeated fraternization with an 
individual creature. 
4-8 He refuses to enter any Gate.  If forced 
through a Gate, he goes down to 0 Sanity 
immediately. 

 9 Every time he tries to cast a Dimension spell, 
there is a 1% cumulative chance that it Gates 
him to a random plane. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  



Force 1-3 The caster has a 20% chance of 
accidentally casting a Repulsion-like effect, 
centered on himself, whenever any creature 
comes within 5 meters of him.  He will shriek 
something along the lines of “Get away from 
me!” 
4-8 From now on, all glass that comes into a 5-
meter radius of the caster must make a saving 
throw vs. Crushing Blow or shatter, dealing 
AoE damage. 

 9 Every time he tries to cast a Force spell, there 
is a 1% cumulative chance that he will lock 
himself into a Forcecage. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Mentalism 1-3 Every time the caster wakes up, he must 

make a Wisdom check or be Feebleminded for 
24 hours.  If he rolls a 1 on the check, he is 
immune to Mentalism, and creatures get no 
saving throws against any Mentalism spell he 
casts.  This lasts for the next 24 hours.  
4-8 The caster immediately goes up 1 point in 
Intelligence, Wisdom, and Charisma, and 
becomes a megalomaniac. 

 9 Every time he tries to cast a Mentalism spell, 
there is a 1% cumulative chance that it will 
turn into a Forget spell, targeted at himself. 
(max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Shadow 1-3 The caster has a permanent aura of 

Obscurement around his body, 1 meter in 
radius. 
4-8 The caster gains Ultravision, 30 meters. 

 9 Every time he tries to cast a Shadow spell, 
there is a 1% cumulative chance that he will 
fall asleep as though affected by the Sleep spell. 
(max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Alchemy 1-3 The spell fails, and a Glorious 

Transmutation turns all iron and lead within 
10x1d100 meters of the caster into silver and 
gold, respectively.  The caster develops an 
insatiable greed for all that glitters. 
4-8 Any metal the caster touches rusts in 1d4 
rounds. 

 9 Every time he tries to cast an Alchemy spell, 
there is a 1% cumulative chance that it will 
turn into a Death Fog, centered on himself. 
(max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
 
 
 
 



Artifice 1-3 The spell is removed from the caster’s 
spellbook, and a staff with 1d1000 charges of 
that spell appears in his hands. 
4-8 Any magical item the caster touches for the 
first time must make a saving throw vs. 
Disintegration. 

 9 Every time he tries to cast an Artifice spell, 
there is a 1% cumulative chance that he will 
Shapechange permanently into an utterly 
random creature.  If that living thing lacks the 
mouth, appendages, or material components 
for casting, he might have trouble changing 
back to his original form…  (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Geometry 1-3 Any non-magical writing or engraving he 

reads is Erased after the reading. 
4-8 Any creature, item, or terrain the caster 
touches with his hands is affected as though by 
a There/Not There spell.  He is oblivious and 
immune to this effect. 

 9 Every time he tries to cast a Geometry spell, 
there is a 1% cumulative chance that it will 
turn into a Maze spell, with himself as the 
target. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Song 1-3 The caster immediately goes up 1d10 

Charisma points, and down the same number 
of Intelligence points, as he burns his brain out 
in a glorious and magical song to the cosmos.  
If his Intelligence is reduced to 2 or less, he 
becomes a Banshee. 
4-8 The caster becomes a mute, and every time 
he wakes from sleep, he will find under his 
tongue a thimble-sized scroll with a random, 
unidentifiable Power Word on it.  Magnification 
of some kind, or an Eagle Eye or similar spell, 
will be needed to use it, and the scroll will 
vanish after 24 hours if not used. 

 9 Every time he tries to cast a Song spell, there 
is a 1% cumulative chance that it will turn into 
a Shout spell. (max. 90%) 

 10 He gains the spell as a 1/day special ability.  
 
Wild Magic 1-5 A Wild Surge is triggered: roll again. 

6-8 Lose 1 Sanity & roll again. 
9  Lose consciousness. 
10 He gains the spell as a 1/day special ability. 

 
Chronomancy 1-3 Whenever the caster touches a living 

creature, he suffers the effects of a Time Snare 
spell (lv 3 Wiz). 
4-8 Casting Times for all spells are doubled. 
9 Every time he casts a time-affecting spell, 
there is a 1% cumulative chance that he will be 
gated into the Demiplane of Time. 

     10 He gains the spell as a 1/day special ability. 
 



 
 
Saturation    1-3 The caster loses 1d4 Strength 

4-8 Whenever the Caster loses a Sanity Point, 
he casts the spell innately, centered on himself. 
9 The caster gains 1d4 Constitution and 
doubles his Grasp ceiling. 

     10 He gains the spell as a 1/day special ability. 
 
Succor     1-3 The caster loses 1d4 Wisdom 

4-8 The caster is cut off from the Weave for 
1d100 days minus level, unable to cast spells 
or expend Grasp on any magical endeavours. 
9 The caster gains 1d4 Wisdom and Empathic 
Link (lv 3 Wiz) as an @ will special ability. 

     10 He gains the spell as a 1/day special ability. 
 
Suspension    1-3 The caster loses 1d4 Intelligence 

4-8 The caster forgets the spell, and it is erased 
from his spellbooks.  Any future encounter with 
the spell will cause an immediate loss of Sanity, 
though the caster will remain agonizingly 
oblivious as to why the spell is such a torment. 
9 The caster gains 1d4 Intelligence, and Time 
Stop as a 1/week special ability. 

     10 He gains the spell as a 1/day special ability. 
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