College:Air Magics

18. Spell of Cone of Cold  (S-18)

Range:10 feet + 5 additional /Rank

Duration:Immediate

Experience Multiple:350

Base Chance:5%

Resist:May only passively resist then suffer halve damage

Effects:This spell projects a cone of frozen air from the adepts hand extending to the range of the spell. The base of the cone will be equal to 1/2 the range (round down). All those within the cone will suffer D-1 (+ 1 per rank). Creatures of fire caught within the cone will sustain double normal damage.

College: Air Magics

18. Spell of Summoning Djinn  (S-18)

Range:Works at any range

Duration:Until dispelled

Experience Multiple:225

Base Chance:25%

Resist:May not be resisted.

Effects: The caster may summon any Djinn whose true name is known. The disposition of the Djinn may or may not be in favor of  the adept.  The Djinn are not bound to the service of the summoner but are usually willing to deal.

College:Air Magics

18. Spell of Eaglewings  (S-18)

Range:10 feet + 10 additional/Rank

Duration:30 minutes + 5 additional/Rank

Experience Multiple:250

Base Chance:25%

Resist:May not be resisted.

Effects:The caster creates wings of an eagle of proportionate size to himself or another target to appear on the backs of the target. These wings allow flying movement equal to that of an eagle.

College:Air Magics

18. Spell of Immunity to cold (S-18)

Range: Caster must touch the target

Duration:24 hours x D10 x Rank

Experience Multiple:200

Base Chance:30%

Resist:May not be resisted.

Effects: The spell  protects the subject  from all  non-magical  cold and cold effects.

College: Air Magics

18. Spell of Avian Growth  (S-18)

Range: 10 feet  +  10 additional /Rank

Duration: 1 hour + 1 additional/Rank

Experience Multiple: 225

Base Chance: 25%

Resist: May be actively and passively resisted.

Effects: One avian of the casters choice is doubled in size. The effects of this radical change are up to the GM.

College:Air Magics

18. Spell of Walking on Air  (S-18)

Range: May only be cast over self.

Duration: 20 minutes +  20 additional/Rank

Experience Multiple: 175

Base Chance: 35%

Resist: May  not be resisted. 

Effects: This spell allows the target to literally walk on air .  The targets movement is equal to its TMR on the ground. 

College: Air  Magics

18. Spell of Shocking Grasp  (S-18)

Range:Self (Next item/entity touched)

Duration: Instantanious

Experience Multiple:350

Base Chance: 20%

Resist: May not be resisted.

Effects: The caster of this spell electricly charges his or her hands with energy. The caster is able to discharge this energy onto one target which they must touch with their hand. The damage done by such a discharge is D-4 (+1 per rank). Those so damaged will also be stunned. The size of creature affected by this spell is equal to 1/3 the rank in hexes (round down). Those immune to lightning, are also immune to this spell.

College:Air Magics

18. Spell of  Invisibility (S-18)

Range: May only be cast over self

Duration: 30 minutes + 15 additional / Rank

Experience Multiple: 400

Base Chance: 30%

Resist: May not be resisted

Effects: See (S-8) Mind Magics Invisibility.

R-3 Ritual of the Investments Home.


This ritual enables the caster to cancel all of his/her Air Mage investments.  The ritual must be cast on a mountain top and must be4 started at noon.  The caster loses one point of endurance each time the ritual is cast.  A backfire will result in a Rank 20 Air Elemental being summoned, in an uncontrolled state.

T-2 Air As One.


This talent allows the user to use the air as a conductor.  A mage may choose to "flow" with the air (Move at airspeed).  The Adept may also will him/herself into or against the air, at the rate of 5' + 1' per rank.  the air mage who uses this talent in effect becomes weightless and can concentrate him/herself into any direction.  the adept may also become "nothing" in the air.  For example, a person who is windwalked may choose many options A) go full speed, plus supplement with talent movement B) go rank speed in the opposite direction of air speed C) any combination of the above, including high speed turns.  This talent is exclusive to fairy folk (those who are still primarily spirit).  The experience multiple of this talent is 350.

