College: Earth Magics

Spell of Stone Skin

Range: Touch

Duration: 30 minutes + 30 additional / Rank

Experience Multiple: 350
Base Chance: 15%

Resist: Passive only

Effects: Causes target's skin to become tough like a rock.  Due to the increased toughness of the skin it will stop an additional 1 + (1 per 4 Ranks or fraction) points of damage inflicted on recipient of spell.

Spell of Protection vs. S.D.T. 

Range: 10 feet + 10 additional / Rank

Duration: 1 hour + 30 minutes / Rank

Experience Multiple: 200

Base Chance: 25%

Resist: Passive only

Effects: This spell causes a equal but opposite reaction to gravity to effect the the target of the spell.  After free falling for more than ten feet the opposite force gradually builds slowing the descent of the target as it approaches the ground.

Spell of Earth Tremor

Range: 15 feet + 15 additional / Rank

Duration:  Immediate

Experience Multiple: 350

Base Chance: 20%

Resist: May not be resisted.

Effects: This spell causes a 5-foot square area of ground (+25 additional square feet/Rank) to shake and roll as in an earthquake.

Spell of Flesh to Stone

Range: 15 feet + 10 additional / Rank

Duration:  1 minute +1 additional / Rank

Experience Multiple: 400

Base Chance: 10%

Resist: May be actively and passively resisted.

Effects: This spell causes the flesh of the target to turn to stone.  The target will become the type of stone indigenous to the area.  The target must be in contact with the earth (see Earth Magic’s 43.1) for the spell to take effect.

Spell of Blessing on Crops

Range: Sight

Duration:  1 year + 1 additional / Rank 

Experience Multiple: 100

Base Chance: 40%

Resist: May not be resisted.

Effects: This spell increases the richness of the soil of 1 acre (+1 additional acre / Rank).  For the duration of the spell everything grown in that soil will be proof against locusts, droughts, flooding, frost, and other natural disasters.

Spell of Blessing on Livestock

Range: Sight

Duration:  1 month + 1 additional / Rank 

Experience Multiple: 150

Base Chance: 50%

Resist: May not be resisted.

Effects: The spell may be cast on the livestock of any one owner if the livestock are in sight.  These animals will then be resistant to natural disorders, such as rabies, dysentery, worms, and hoof and mouth for the duration of the spell.

Spell of Enhanced Diamond Weapon

Range: 5 feet + 5 additional / Rank

Duration:  5 minutes + 1 additional / Rank 

Experience Multiple: 450

Base Chance: 20%

Resist: May not be resisted.

Effects: This spell may be cast over a weapon of the caster's choice.  It increases the Base Chance of that weapon by 1 (+ 1/ Rank) and damage is increased by 1 per 3 (or fraction) ranks.  Also increase chance of injurie by 1 per 4 (or fraction) ranks.  Any successful grievous injury with a class B weapon will be a severing injury (body part of grieve rolled is severed).  In addition any character attempting to Strike a character who possesses a weapon that has this spell in effect over it, breaks his own weapon on a roll of 94-99 instead of 99.  
Spell of  Molten Fountain

Range: 15 ft + 5 ft / Rank

Duration:  Concentration

Experience Multiple:  275

Base Chance:  25%

Resist: Passive resistance then 1/2 damage

Effects: This spell creates a on hex lava fountain.  Any creature on the target hex must resist or suffer 2D10 (+ 1 per 2 Ranks) damage.  The figure also must move to an adjacent hex or continue to suffer the effects of the lava.  This counts as "normal fire" for protection purposes.  Multi-hex figures will not be automatically thrown off the target hex.  But will continue to suffer damage while exposed.  (They may choose to "slide" off if stunned).

Spell of Summoning Predator

Range: Within Similar Geographical /Natural Region

Duration:  Until dispelled or target(s) Killed.

Experience Multiple: 250

Base Chance:  25%

Resist: None

Effects:  This spell may be cast within the caster's sensory range of the intended target (Must hear, smell, or see target).  The spell summons the dominant (non-magical) predators of a geographical region.  These beasts will hunt down the intended target until one or the other is killed.
Ritual of Strength of Stone (R-2)

This ritual takes one hour to perform.  While  in contact with the Earth the adept's Strength is increased by 5% per rank of the ritual.  If the adept is not in contact with the earth (separated by air or water) there is a 1% chance per hour (- 1 per rank) that the ritual will dissipate.  The effects last a fortnight at Ranks 1 through 10, 3 months at ranks 11-19, and until dispelled at Rank 20.  The Experience Multiple for this spell is 300 and the Base Chance is 20%.

