Magic Brainstorm
The Magic Skill:

Magic: The art of wizardry. This is the most powerful and versatile of all skills. It is not balanced with the other skills, and magic users are almost guaranteed to be more powerful than other members of the group, so it is not to be taken lightly. Players need express GM approval to put points into this skill, and GMs should consider how one more mage would fit into the type of game they want to run before granting such requests. There is no relevant stat, but sometimes the skill might be rolled using various stats, depending on the goal. Aiming a magical attack, for instance, uses coordination. Charming someone might use charisma. A lockpicking spell would involve dexterity, etc. This skill is specialized (concentrations have to be taken twice for full effect, one concentration only means half the skill level, and no concentrations means it cannot be used at all).

Concentrations:

Wrath: Damage and destruction.
Healing: Magic that restores a person or thing to its normal state of being.

Augmentation: Exaggerates or diminishes existing properties of a person or thing.

Sensory: Augments senses and includes abilities like telepathy, thought reading, and disembodied travel.
Protection: Protects against or prevents physical or magical harm.
Countermagic: Protects against or prevents magical harm and counteracts existing magicks.
Travel: Powers of traveling more quickly or easily, including flight and teleportation.
Enchantment: Bestows new properties on a person or thing.
Beguilement: Powers of trickery, suggestion, and forced loyalty are included.
Summoning: Brings a nearby or far-away object or being into the caster’s presence.
Thaumaturgy includes effects that do not fit into other categories, such as certain types of telekinesis, magical locking and unlocking of doors and containers, etc.
Strands:

A strand is a unit of magical power. The more strands woven together, the more powerful the spell. The more powerful the wizard, the more strands he can weave. Any mage can attempt a spell with any number of strands, but there is no guarantee that every attempted spell goes off without a hitch. Some spells work, but fatigue the mage. Botched spells can have a reduced effect or fizzle completely. Badly botched spells can easily kill the reckless wizard.

Margin of Success:

MoS has a slightly tweaked definition for the magic skill. Rather than being equal to the final roll minus the difficulty, it is the final roll minus the number of strands in the spell. And final roll means the base number of strands the mage can cast plus the random component. Why change the definitions? Consider this:

It costs 110 XP to put 10 skill levels into the magic skill, a perfectly reasonable amount for a starting character. 25 SL’s costs a whopping 650. If a wizard were able to weave 1 strand per SL, plus a d10 roll, then a 10 SL apprentice wizard would be able to cast a spell with between 11 and 20 strands, while a 25 SL archmage could cast one with 26-35 strands. For a direct damage spell, if one strand equaled one point of damage, then the apprentice would be able to hit someone with 20 points max, while the archmage could max out at 35 points. Not exactly an impressive difference. But if the apprentice could pull down 11-20 strands, and the archmage could manage 68-122, that’s a difference you can get worked up about. With 122 strands someone could accomplish earth-shaking magic.
Skill Levels and Strands
The Tensided magic system uses a multiplier effect that increments every time base strands hits a multiple of 10. This means that each additional skill level adds 1 base strand per SL until 10 base strands, at which point the rate increases to two. So a mage with SL11 would have 12 base strands, SL12 would have 14, SL13 would have 16, etc., but at SL16 they would have 23 because the rate increased to 3.
Since it is almost impossible to calculate this in one’s head, partcularly if fatigue or other factors cause the modified SL to change, a table is in order:
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16 23

17 26
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30 103
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31 114

32 126

33 139
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35 169

36 186

37 205

38 226

39 249

40 274

41 302
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43 367

44 404

45 445
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46 490

47 540

48 595

49 655

50 721

51 794

52 874

53 962

54 1054

55 1160

56 1276

57 1404

58 1545

59 1700

60 1871


Because it is not desirable for the random component (the d10 roll) to become insignificant at higher levels, this is also multiplied, but it skips the first increment. So it becomes (1d10 * 2) at 20 base strands, (1d10 * 3) at 30, etc. In other words, divide the base strands by 10 and throw away any fractions. That is the number by which to multiply the d10 roll. Easy.
Let it be noted that the table goes up to SL60 only for the sake of completeness, and that the GM is probably being too generous if any player’s SL climbs higher than the mid-20’s. SL’s of 30 and higher are mostly used for demigods and deities, if the GM decides to include them in his campaign.

Rituals
A ritual is like a spell, except that it takes longer and has a more powerful effect. Rituals can set up sustained effects, powered by an ether crystal. These can be used to permanently enchant items, areas, or people, as long as the crystal is kept near the effect. Rituals can also involve more than one wizard, although the most powerful is the primary caster.
By default, a ritual takes an hour to perform and provide a +5 bonus to the Magic Skill. Additional casters increase the bonuses further, according to the normal recursive formula. It takes 1 additional caster to give a +1 bonus, 3 to for +2, then 6, 10, 15, 21, 28, 36, 45, etc. Additional casters must have at least half as many base strands as the most powerful caster for their aid to be useful.
The Dangers of Casting
Casting a spell can go so smoothly that there is no excess magical energy, and the caster can immediately work on another spell, or it can go so badly a spell can go off with the exact opposite of the intended effect. A damage spell might instead heal the enemy, or its target might be the caster. A spell to heal someone’s neck wound might sever his head instead. A spell to repair a clock might shatter it into a million pieces. These are collectively known as backfires, and it is up to the GM to decide their precise effects. 
This table is subject to the same multiplier as the d10 roll (divide base strands by 10, throw away any decimals or fractions, multiply each MoS entry on table by effect). Otherwise, powerful wizards would either cast a spell perfectly or have it backfire completely with even a minor difference in the d10 roll. A wizard with 80 base strands would need an MoS of 24 for the spell to go off perfectly, and -72 for it to backfire completely.
Because the penalties for rolling low can be so severe, the d10 roll for casting is not open-ended on a roll of 1. In other words, we do not roll another d10 and subtract, else wizards would not survive two sessions. The roll is still open-ended on a roll of 10, however.
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3 0 Spell goes off perfectly

2 1

1 2

0 5

-1 10

-2 20 Spell goes off with 75% of intended strands

-3 40 Spell goes off with 50% of intended strands

-4 60 Spell goes off with 25% of intended strands

-5 80 Spell fizzles

-6 100Spell backfires with 25% of intended strands

-7 120Spell backfires with 50% of intended strands

-8 140Spell backfires with 75% of intended strands

-9 160Spell backfires completely


Feedback

Calling forth great amounts of magical energy will cause noticeable effects while the spell is being cast. Small spells cause small disturbances, while large spells cause large ones.

Less than 10 strands: No noticeable effect.

10 strands: The air crackles and hums slightly. 

15 strands: The caster glows lightly(can be seen in a dark room), the wind picks up.

20 strands: The casters voice, no matter how quietly he speaks, resonates and can be heard in a room with heavy conversation.  He glows brightly, which will reveal him if he is hidden.

30 strands: The caster’s voice resonates for a distance of 100 meters, and a pulse of energy knocks prone those within 3 meters of him. 5 knockback.

40 strands: The caster’s voice resonates for 500 meters.  Strong winds impose a -4 penalty to all missile fire within 100 meters. A pulse of energy that knocks prone those within 6 meters. 10 knockback.

50 strands: The caster glows like the light of a thousand suns, blinding those within 6 meters, and his voice resonates for 1 kilometer. Gale force winds blow any projectiles off course within 200 meters. Those within 10 meters of the mage are knocked prone 15 knockback.

Each additional 10 strands: Blinding radius increases by 3 meters, voice radius increases by 500 meters, wind radius increases by 100 meters, and knockback increases by 5 meters.
Ether Crystals
An ether crystal is a rare gem capable of storing magic that can be found in only one place, Mount Chaos. Mount Chaos is the tallest mountain in the world, an exotic and dangerous place located near the planet’s North Pole, past a thousand miles of floating ice, far from any civilization. It is a place where dangerous magical creatures are spontaneously created and roam their domains. The higher up the mountain one climbs, the more powerful the crystals that can be found, the more deadly the creatures that roam, and the less the universe’s physical laws seem to apply. The creatures at any given altitude are roughly powerful enough to challenge a mage capable of imbuing crystals with the maximum number of strands they can hold. No one has ever reached the mountain’s summit, and whole volumes have been written about what might await there.

Ether crystals are rated in strands, equal to the number of strands that they can hold (see descriptions of Imbue and Enchant Item). Ether crystals of 1 strand can be found near the base of the mountain at no risk, and are common enough to be used as fancy paperweights. Beyond that, a mage must climb the mountain to find crystals. 1 strand crystals can be found at an altitude of 200 meters, with each additional strand adding another 200 meters. The challenge of the Mount Chaos fauna is generally just enough to be a genuine threat to a mage that is attempting to find a crystal capable of holding his most powerful spells.

Ether crystals cannot naturally survive outside of Mount Chaos, and disintegrate when pulled out of the rockface. There is a simple spell to preserve the crystals, but it is impossible to maintain more than one preserve spell at a time, so a mage can only take home one crystal per trip. A Survival spell or special clothing is required to survive more than a few minutes because of the bitter cold.
Modifiers:

Spells have a variety of characteristics, and those characteristics can make a spell easier or more difficult to cast. There are two types of modifiers. The first type provides a bonus or penalty to the Magic Skill that effect only that spell. The second type adds or subtracts strands from the spell’s strand cost. In general, all of the modifiers listed in this section affect the Magic Skill, and all of the modifiers listed in the descriptions of the spells affect the strand cost. Any exceptions will be noted appropriately.
Casting Time

Spells can be cast instantly, or extra time can be taken with them. The less time taken, the sloppier the casting. The numbers listed are the bonuses or penalties to the caster’s Magic skill. Taking longer than ten minutes confers no extra benefit.

Instant: -10

1 phase: -5

1 round: -3

2 rounds: -1

3 rounds: 0

5 rounds: +1

10 rounds: +2

1 minute: +3

10 minutes: +4
Stealthy Casting

By being more careful, it is possible to avoid these feedback effects, and also to cast without moving or speaking. Each 5 strand reduction for the purpose of feedback adds 1 strand (not subject to multipliers).

A silent or still spell is cast at a -5 Magic penalty. The penalty for a spell that is both silent and still is -10.
Crystal Components

Using up an ether crystal at the time of casting can greatly aid a wizard. An ether crystal can add its strand capacity to the wizard’s base strands for the casting of one spell, after which the crystal is consumed.
Continuous Spells
Some spells persist for several rounds or longer. Most notably enchantments. Weaker spells can be maintained indefinitely, but stronger ones require concentration to maintain, reducing the mage’s effectiveness for further casting. Spells that cost 1/4 of a mage’s base strands (the amount of strands he could cast if he somehow rolled a 0 on his d10 roll) or less can be maintained indefinitely with no penalty. Spells that cost 1/2 of a mage’s base strands inflict a -1 penalty to all Skills. 3/4 base strands increases the penalty to -2. Full base strands inflicts -3. 1.5 times base strands inflicts -4. Anything greater than that inflicts -5.
If a mage is maintaining more than one effect simultaneously, add the penalties together, plus another -1 for each additional effect beyond the second.
Duration
Most mages will simply maintain an effect as a continuous spell, but a wizard can “front-load” the duration instead. This will add to the spell’s initial cost, but the mage is then free to cast other spells without penalties:

2 rounds: -1

5 rounds: -2

10 rounds: -3

30 rounds: -4

1 minute: -5

2 minutes: -6

5 minutes: -7

10 minutes: -8

30 minutes: -9

1 hour: -10
Combined Spells
It is possible to combine two or more effects into one spell. Simply add the strand requirement for each spell together. For spells with 3 or more effects, there is a -1 Magic penalty for each additional effect beyond the second. If the multiple effects have different forms (a direct damage projectile and a healing spell for the caster), calculate with whichever form has the smallest bonus or largest penalty. Two or more effects can have a different target for each effect, whether the form is different or not.
Form
Touch / Caster (caster is not immune to radius spells centered on him): +2
Projectile (requires successful attack roll, includes rays, beams, jets, etc.): +0

Radius spell centered on caster (caster is immune to his own harmful spells): -3
Inerrant projectile (no attack roll, cannot miss, but no called shots): -6
Pinpoint projectile (no attack roll, cannot miss, can call shots): -10
Projectile Accuracy
+2 bonus: -1
+4 bonus: -2
+6 bonus: -3
+8 bonus: -4
+10 bonus: -5
Speed (m/s)
25: +1
100: +0
250: -1
1,000: -2

Lightspeed (also for ranged spells that have no projectile, ray, beam, etc.): -3
Radius
There is no attack roll for anyone caught in the radius who could not dive out of the way. A radius spell is considered a projectile, however, so it can be off-target unless it is centered on the caster or made inerrant. Off-target projectiles are dealt with like any other errant grenade. Radius spells do not discriminate friend from foe and there is no way to make them selectively fail to harm friends or fail to benefit foes.
1 meter: +0

2 meters: -1
5 meters: -2
10 meters: -4
25 meters: -7
50 meters: -10
100 meters: -15
Wide Beams
Some beam (aka projectile) spells are wide enough to affect multiple people. The mage can miss with these if they are not made inerrant. Off-target beams miss their target by 1 meter to either side for each MoF. Which side is determined with a d2, 1=left, 2=right. Effect is listed in meters, and means the number of meters to either side of the target that the spell’s effects extend. There is no attack role for anyone caught in the area of effect who could not dive out of the way.
1 meter wide: +0

2 meters wide: -1
3 meters wide: -2
5 meters wide: -4
10 meters wide: -7
20 meters wide: -10
50 meters wide: -15
Cone Effects
A cone spell affects everyone in a cone facing outward from the character. There are two characteristics, the length of the cone (distance from the character to the farthest point), and the width (distance from one side to the other at the farthest point). Draw straight lines between the character’s square and the two endpoints to find out which squares fall into the cone’s area of effect.

Like a radius, a cone attack cannot miss anyone who has not dived out of the way. Like a wide beam, the center of the effect can be off-target.
Length
1 meters: +0
2 meters: -0.5 (round to 1 if 6 or more width is chosen)
3 meters: -1
5 meters: -2
10 meters: -3
25 meters: -5
50 meters: -8
Width

2 meters: +0
4 meters: -0.5 (round to 1 if 3 or more length is chosen)
6 meters: -1
10 meters: -2
20 meters: -3
50 meters: -5
100 meters: -8
Multiple Targets
Multiple targets has steeper penalties than radius, wide beam, or cone effets because the targets are chosen selectively, rather than being affected indiscriminately. For each additional target, there is a -2 Magic penalty.

Unless otherwise specified, non-Wrath spells must use this for multiple targets, and not area effects.
Wrath Effects:
Wrath is the art of causing damage and destruction. It includes spells that cause bodily injuries, that weaken and destroy inanimate objects, and that seek to snuff the life out of a living being.

Direct Damage
For a basic damage spell, it takes 1 strand to cause 1 point of damage. This effect is subject to all universal modifiers, plus the following:
Penetration adds 1 strand per 2 points. +8 strands if it ignores armor completely.
Knockback adds 1 strand per 5 points. It is possible to cast a spell that is all knockback and no damage (see Brute Telekinesis).
There are 8 different types of damage, and the mage can choose any of them. Against most targets, it makes no difference which type the mage selects, but special resistances of certain targets may affect their usefulness:

Crushing / Concussion

Slashing

Piercing

Heat

Electricity

Cold

Corrosion

Entropy

Pain

Inflicting severe pain causes penalties to all rolls. Each -1 penalty inflicted on a target costs 4 strands.
Fatigue

A fatigue spell adds 4 fatigue points per strand. Normal fatigue rules are followed. Namely, target accumulates one fatigue level for every number of fatigue points equal to his Willpower, there is 1 long-term fatigue level per 4 normal levels, target collapses after 10 fatigue levels, passes out after 15, and is killed after 20.

Destruction
Destroy spells affect inanimate objects. Affected objects do not harm living beings with shrapnel or anything else (unless combined with a direct damage spell), although using the destroy effect on a support beam, for instance, might cause large amounts of damage to anyone in the room when the roof collapses. This effect causes 2 points of damage per strand.
Brute Telekinesis
While other magical disciplines have telekinesis spells capable of gingerly carrying objects, Wrath’s telekinesis power comes in only two forms, a rude push or pull. Each strand generates 5 points of knockback or “knock forward”.
Slay
A slay spell snuffs the life out of the target. Only a powerful mage can do it, but a target that has no protections against magic has no defense against it. With no modifiers, slay spells use 50 strands.
Disintegrate
Disintegrate consumes its target completely, leaving only a small pile of dust. If it hits, it can annihilate any being or up to 20m x 20m x 20m of inanimate material. Cost is 80 strands.
Healing Effects:

Healing comprises spells of restoration. They can cure diseases, expunge poisons, close wounds, and even resurrect the dead. However, healing spells restore things to their natural state, not to an ideal. Therefore, genetic or inherited diseases cannot be cured, someone’s limbs cannot be restored if he was born without them, etc.
Cauterize

A cauterization spell lessens or stops bleeding. It takes an equal number of strands to the amount of damage per minute to stop the flow, and four times as many strands as damage per minute to stop internal bleeding.

One-half the number of required strands will lessen the bleeding by 1 point, and three-quarters will lessen it by 2 points.
Cure Wounds
A healer can dole out 1 point of healing per 2 strands. Healing is like damage, only reversed. The heal points from a cure wounds spell is compared to the target’s hit points, and the corresponding damage state is determined, just like with damage.

If this amount is equal to the target’s current damage state, his stutus is upgraded by one state. If it is one state greater than the target’s current state, his status is upgraded by two states. If it is two states greater, his status is upgraded by four states. If it is three or more states greater, he is completely healed.
If this amount is one state lower than the target’s current damage state, it will take two such spells to upgrade his status by one state. If it is two states lower, it will take four. If it is three or more states lower, more powerful magic will be needed to have an effect.
Cure Illness
These spells can cure anything from the common cold to fatal diseases. The strand requirement depends on the severity:

Minor illness or infection: 2
Serious illness or infection: 5
Deadly illness or infection: 10
Non-terminal diseases: 15
Terminal diseases: 20
Magically created infections or diseases: Equal to number of strands used to create it

Expunge debilitating poison: 5
Expunge lethal poison: 10
Expunge fast-acting lethal poison: 15
Expunge magically created poison: Equal to number of strands used to create it

Leech
It is easier to heal someone if another is paying for it. If a willing or helpless being is taking the damage that is being healed, then it only costs 1 strand per point of healing. Similarly, if an illness is being transferred instead of cured, it costs 5 fewer strands.
Regenerate
Magic can be used to regrow lost limbs. Limbs that are merely damaged can be cured with a cure wounds spell. It takes 40 strands to regrow a limb that is as good as new. It can be done with as few as 30 strands, but for each strand short, the new limb has a -1 penalty on all rolls. This spell cannot be used to regrow a head, although it can reattach a severed one if it is held against the stump.
Ressurect
Magic can bring the dead back to life. This is usually done as a ritual spell, and usually with many assisting wizards, as only an unthinkably powerful mage would be capable of casting this spell by himself, even as a ritual. It costs 80 strands to bring a newly killed person back to life. Add one strand for each hour he has been dead. The spell will not cure diseases, expunge poisons, regrow severed limbs, etc. A person cannot be brought back to life if his body is not intact, or if the head has been severed.

Repair
Repair is used to fix inanimate objects that have been damaged, broken, or destroyed. It takes 1 strand to reverse 1 point of damage that was done to the object.

Refresh

This spell cures fatigue. It takes 3 strands to lessen a person’s fatigue by one level. Unfortunately for mages, Refresh does not cure fatigue caused by spellcasting.
Revitalize
Magic that causes damage or unnatural decay to people, places, or things can be dispelled with this spell in the normal fashion, instead of using the dispel in the countermagic category.

Augmentation Effects:

Buff
To “buff” someone is to increase an ability stat. It costs 2 strands to raise a stat by 1 point. Buffing multiple stats is considered to be multiple effects. Adding a debuff (making a person weaker, but more agile, for instance) lowers the cost of the buff by 1 strands per point, and is not considered multiple effects unless more than one other stat is debuffed.
Debuff
This spell lowers a person’s stats. It costs 2 strands to lower a stat by 1 point. Debuffing multiple stats is considered to be multiple effects.

Skill Augment
Skill augmentation effects can be used to better or worsen any skill that someone already knows except the Magic skill. It costs 2 strands to raise or lower a skill by 1 SL.
Enlarge / Shrink
This spell can be used to change the size of a person or object. It does not change the target’s mass or affect stats. It costs 5 strands to increase or decrease a person or object by one size category.
Weight / Lighten

This spell increases or decreases the mass of the target. It costs 10 strands to double or halve a person or object’s mass, 20 to quadruple or divide by 4, etc. It will increase the HP of an object, but not a person, since it does not increase the toughness or the skin or vital organs. It will likewise not increase their strength. It will, however, make it increasingly difficult to move, and multiply physique for the purpose of resisting knockback. A person with doubled mass cannot sprint. One with quadrupled mass cannot run, and one with octupled mass cannot move at all. Another step beyond that and they cannot even stand. They may also crash through the floor, depending on the durability of the ground on which they are standing.
Haste
Haste enables a target to go faster. It costs 1 strands to add 1 sprinting speed, and 3 strands to add one extra action per round.

Augment Weapon
This effect magically increases the sharpness of a slashing or stabbing weapon, or the blunt force of other weapons (including a character’s fists or claws). It can also add range or accuracy. Each 1 strands adds 10 meters to a ranged weapon’s max range. Each 3 strands adds 0.5 to Weapon Damage, 1 to Armor Penetration, +1 to hit, or +1 to a HtH weapon’s range (physically lengthening the weapon). There is a limit of +3 on bonuses to hit, since a perfectly balanced weapon cannot be made more so.

Augment Armor
This effect magically increases the effectiveness of armor. Each 3 strands adds +1 to an armor’s resistance and +5 HP. It can also make armor lighter and more flexible. Each 5 strands moves the armor up one category for all penalties, skipping previous categories with equal or greater penalties. Medium plate would be treated as light plate, light plate as light mail (since heavy mail has worse penalties than light plate and medium mail has the same).

Amplify
This effect amplifies a sound to many times its normal volume. If cast on a person or object and maintained, all sounds made by the target will be amplified. Each 5 strands doubles the sound level.
Sensory Effects:

Buff / Debuff Awareness
Awareness can also be buffed by augmentation magic, but sensory magic is better at it. It costs 1 strand to increase Awareness by 1 point, or to lower someone else’s Awareness by 1 point.

Perception Skill Augment

Perception skills (Spot, Alertness, Investigation) can also be augmented by augmentation magic, but sensory magic is better at it. It costs 1 strand to raise or lower a Perception skill by 1 SL.

Night Eyes
Night eyes bestows night vision upon the target. It costs 5 strands for each level of night vision. Each level of night vision raises the light level by 1 for that character.

Thought Reading
This spell allows a mage to read a target’s thoughts. A mage can devote as many strands as he wishes to this spell. An opposed roll then takes place, with the mage’s AT being his willpower plus the number of strands used, and the target’s AT being his Willpower + 10. If the mage wins, he can read the target’s thoughts, according to his MoS. If contact is maintained, a new roll is required each round.
-4 or worse: The attempt fails and the target knows the character tried to read his thoughts.

-1 to -3: The attempt fails and the target knows someone tried to read his thoughts.
0: The attempt fails, but the target does not feel the intrusion.

1: The mage can read the target’s general mood.

2: The mage can sense the target’s disposition toward whoever he is focused on.

3: The mage can hear the target’s thoughts about whatever he is focused on.
4, 5: The mage can also hear other thoughts that flash through the target’s mind.

6 or more: The mage gains access to the target’s memories, and can get access to things the target is not currently thinking about. The mage can get the answer to one question every 1d6 + 6 rounds.

Telepathy
This spell allows a mage to send thoughts to others. Short range telepathy is easy, but difficulty ramps up if the mage cannot see the target, or does not know the target. It is possible to use telepathy as a weapon to distract and confuse.
Visual range telepathy: 5 strands

Distance less than or equal to 100 meters: +2 strands

1 km: +5 strands

10 km: +8 strands

100 km: +10 strands

More than 100 km: +15 strands

Target is a well-known to the caster or within visual range: +0 strands

Target is known: +1 strands

Caster is acquainted with target: +5 strands

Caster has seen target at least once or target has been described: +8 strands

Target is a complete stranger: +10 strands

Caster does not even know target’s name: Telepathy impossible

One-way communication: +0 strands

Two-way communciation: +5 strands

Target is trying to shut out caster’s telepathy: Opposed roll, see thought reading

Caster is attempting to distract target: +5 strands per -1 to all rolls.

Astral Walking
This effect allows a mage’s disembodied consciousness to travel freely. It is a difficult but useful spell. The mage’s astral form cannot do anything other than move around, but it can move through solid objects and is undetectable by any normal means. The mage’s body is unconscious and helpless during this process, although the mage can still feel pain. The base cost is 15 strands, and base movement rate is 10. Each +2 movement adds 1 strand. Adding the ability to hear, smell, or taste each adds +3 strands. For an additional 10 strands, the form can instantly jump to any known place.
Detect Magic
This effect allows a wizard to recognize magic. It is easier to detect large effects than small ones. Any mage can detect an effect that uses 20 or more strands, and any person, wizard or not, can detect 50 or more. Each 1 point decrease from 20 costs 1 strand. When a wizard detects magic using this spell, he also knows the number of strands used in the spell and its purpose.
Locate
Spells of locating can search for any object or person and tell the caster the direction and distance. Base cost is 10. Distance and familiarity costs are the same as telepathy. For an object, “well-known” means that the caster owns it and uses it all the time, “known” means that he uses it infrequently, etc.

Distance less than or equal to 100 meters: +2 strands

1 km: +5 strands

10 km: +8 strands

100 km: +10 strands

More than 100 km: +15 strands

Target is a well-known to the caster: +0 strands

Target is known: +2 strands

Caster is acquainted with target: +5 strands

Caster has seen target at least once or target has been described: +8 strands

Target is a complete stranger: +10 strands

Caster does not even know target’s name: Location impossible

Sense Creature
The “radar” spell. The caster can sense any creature within a radius. Non-living creatures are difficult, but possible to sense. Creatures with extremely primitive thought patterns (amoebas, etc.) are also difficult, but possible to sense. Non-living, non-thinking creatures cannot be detected. Base cost is 5, with a radius of 10 meters.

Each +10 meters: +2 strands

Non-living target: +5 strands

Non-thinking target: +5 strands

Beacon
This Sensory effect requires an attack roll. If it hits, for as long as it is in effect, the caster will know exactly where the target is, even if the target becomes invisible, teleports thousands of kilometers away, etc. It costs 5 strands.
Shared Senses

This spell allows the caster to see what his target sees, hear what he hears, etc. Cost is the same as telepathy, plus 5 strands for each shared sense, including the first one.
X-ray Vision
This spell allows the caster to see into and through walls and solid objects. The harder and thicker the wall or object, the more strands required to see through it. After each type of material, there will be four numbers listed. This is the strand cost for seeing through this material if it is thin, normal, thick, and extra-thick.
Light wood, mud, dirt, opaque glass, etc.: 5, 6, 7, 8
Heavy wood: 7, 9, 11, 13
Stone: 9, 12, 115, 18

Reinforced stone: 11, 15, 19, 23

Metal: 13, 18, 23, 28

Heavy metal: 15, 21, 27, 33
Deaden Sense
This effect is used to blind, deafen, or remove the sense of smell, taste, or touch from a target.

It costs 15 strands to blind a target, 10 strands to deafen, and 5 to affect the other senses.
Protection Effects:
Armor
An invisible field that extends just beyond the wearer, this effect acts like armor in all effects, but without the penalties. It takes 2 strands to add 1 resistance.

Shield

Similar to the armor effect, shield is nonetheless different. Instead of adding resistance, a shield has a depletable supply of HP. As long as this supply is greater than the incoming blow, the attack will not harm the mage. Once the shield’s HP are reduced to zero, it collapses and leaves the mage completely vulnerable. The shield’s HP regenerates by 20% each round the effect is maintained. Each 2 points of HP costs 3 strands.
Barrier
The caster can put up an impenetrable barrier. This can take any form he wishes, from an invisible wall of force to a wall made of mithril. It does not matter whether the barrier is made of 3 m thick wood or 10 cm thick steel, only the resistance and HP matter. Barriers use the depleting HP model. Once HP are at zero, the barrier disintegrates back into ether. It is not possible to break off pieces of the barrier, so one could not make a wall of gold and then mine it. This spell is also not a substitute for the armor or shield effects, since they are one-way and this spell is not. The base size of a barrier is a 3m x 3m wall or a 3m radius sphere.
+1 meter to radius or to width and height: +2 strands

Each 1 resistance: +1 strand

Each 10 HP: +1 strand

Opaque barrier: +5 strands

Wrath Resistance
Similar to the armor spell, this effect protects the wearer against offensive magic. Each additional point of resistance against wrath spells costs 1 strand.
Wrath Immunity
For the cost of 5 strands, the mage becomes completely immune to spells of one of the 8 types of damage. It is impossible to maintain multiple instances of this spell. A mage can only be immune to one type of damage at a time.
Crushing / Concussion

Slashing

Piercing

Heat

Electricity

Cold

Corrosion

Entropy
Slay Immunity
While this effect is maintained, the mage cannot be harmed by the Slay spell or other effects that cause instant death. Cost is 10 strands.
Shelter
The shelter effect protects against incoming projectiles. A strong gust of wind causes them to miss. The stronger the spell, the heavier the projectile that can be effected.

5 strands: Arrows, bolts

8 strands: Knives, rocks
10 strands: Javelines

15 strands: Axes, hammers

Phase
A powerful spell causes the caster to become ghost-like. Others can see him normally, but physical contact simply passes through him as if he were not there. By default, the spell applies to the caster as well, including his spells. Base cost for this spell is 15 strands. Powerful wizards can cast a one-way version of this spell for 50 strands. This spell only works for incoming attacks, and does not allow a caster to walk through walls, swim in lava, etc.
Freedom

This spell renders the mage immune to paralysis, whether caused by spell, poison or other means. The mage cannot be held in place by telekinesis, and glue or spiderwebs will not stick. However, the mage can still be physically restrained. Cost is 10 strands.
Countermagic Effects:

Dispel
The most basic spell of countermagic, dispel cancels an existing spell. Any number of strands can be used. An opposed roll is made to cancel the effect, with the AT for the dispeller equal to the strands used in the dispel effect and the AT for the original spell equal to its strand cost. If the dispeller rolls higher, the effect is cancelled, otherwise it stands. This spell does not work on permanent magics.
Supress
Supress temporarily cancels the effect of a permanent magic, such as an enchanted item or area magic. The opposed roll is the same as for a dispel, and the effect is canceled as long as the supressor maintains the effect.
Disjoin
This is a very powerful spell that permanently destroys a persistent magic, such as an enchanted item or area magic. The opposed roll is the same as for a dispel, but the AT for the disjoiner is only equal to half the number of strands put into the disjunction, so it takes a wizard who is, on average, twice as powerful as the original caster to destroy the enchantment. When a persistent magic is destroyed in such a fashion, it releases a large quantity of raw magical energy.
Counterspell
The most basic magical defense is to fizzle an opponent’s spell before it takes effect. Upon casting a counterspell, the wizard makes a guess as to what effect his opponent will use. If he guesses correctly, the effect is counterspelled automatically. If the guess is not correct, however, an opposed roll is made between the mage and his opponent, just like for a dispel. A counterspell cannot be maintained more than one round, but it will dispel the opponent’s effect as long as it is cast before the effect can go off, or in the same round that it goes off. A successful counterspell that goes off before the opponent’s spell will merely disrupt the casting. The opponent does not need to waste time finishing the spell.

Muzzle
The muzzle spell prevents an enemy from casting spells. It is exceedingly difficult to muzzle another wizard, and is generally used in group warfare by the most powerful mages to nullify the least powerful ones. The opposed roll is the same as for a dispel, but the AT for the muzzler is only equal to half the number of strands put into the muzzle.
Magic Resistance
For every 2 strands a mage puts into this spell, hostile incoming magic will have its effect reduced by 1 strand. If the protection only works against a specific Concentration of magic, cost is only 1 strand per point.
Wrath Immunity
For the cost of 5 strands, the mage becomes completely immune to spells of one of the 8 types of damage. It is impossible to maintain multiple instances of this spell. A mage can only be immune to one type of damage at a time.

Crushing / Concussion

Slashing

Piercing

Heat

Electricity

Cold

Corrosion

Entropy

Slay Immunity
While this effect is maintained, the mage cannot be harmed by the Slay spell or other effects that cause instant death. Cost is 10 strands.

Freedom

This spell renders the mage immune to paralysis, whether caused by spell, poison or other means. The mage cannot be held in place by telekinesis, and glue or spiderwebs will not stick. However, the mage can still be physically restrained. Cost is 10 strands.
Travel Effects:

Haste
Haste enables a target to go faster. The travel version of this spell is more limited, but more powerful than the augmentation version. It costs 1 strand to add 2 sprinting speed.

Hop

A hop is a short-ranged teleportation effect. Using it, a wizard can instantly transport himself to any spot that he can see within a specified range. Base cost is 10 strands for a 10 meter jump. 25 meters costs 13 strands, 50 meters costs 16 strands, and 100 meters costs 20 strands. The target location of this spell must be a piece of solid ground. It is impossible to teleport into mid-air or a solid object, intentionally or unintentionally.
Teleport
Teleportation effects instantly transport a target to a distant location. The universe seems to dislike and recoil from this effect, as it is subject to some peculiar rules. It can only be cast as a ritual (without the normal cost savings), and only once per 24 hours. The base cost is 15 for a 100 meter jump. A backfired teleportation spell can land mages in strange and distant places, sometimes with no hope of ever getting back. The target location of this spell must be a piece of solid ground. It is impossible to teleport into mid-air or a solid object, intentionally or unintentionally.

100 meters: 15 strands

1 kilometer: 25 strands

10 kilometers: 35 strands

100 kilometers: 50 strands

1,000 kilometers: 60 strands

10,000 kilometers: 70 strands

Unlimited range: 80 strands

Chaosport

A specialized teleportation spell that takes the caster to the base of Mount Chaos. Mount Chaos naturally draws in ether, and so it is easy to travel to and from there. It costs only 10 strands to teleport to Mount Chaos, and another 10 to return to the previous spot from any point on Mount Chaos. Either way, it can only be cast as a 10 minute ritual.
Flight
Magic can bestow the ability to lift off from one’s feet and take to the skies. Lesser mages can only manage a slow levitation, while archwizards can speed along faster than an arrow. Base cost is 5 strands for a movement rate of 1. Each 2 MV adds 1 strand.

The heavier the target, including equipment, the more difficult the spell is. The basic spell works on targets weighing up to 100 kg. Each 25 kg extra adds 1 strand.

Flight is an inherently unsteady and turbulent experience, and it can be difficult to cast spells or undertaken other actions that require concentration while in the air. Any spells cast while flying suffer a -5 Magic penalty. An improved flight spell can mitigate this effect, allowing other spells to be cast more cheaply while in flight at the expense of the flight spell itself being more expensive. It costs 3 strands for each 1 point penalty reduction.
Telekinesis
Telekinesis is just flight applied to objects, and the same rules apply.

Burrow
Some wizards use magic to burrow through the earth. This is slow going, but can be useful. Base cost is 5 strands for a movement rate of 1. Each 1 MV costs 2 strands. By default, this spell only works in on loose dirt or mud. Expanding it to hard earth costs +5 strands, and burrowing through stone costs +10.
Phase
Travel magic can be used to “phase” a wizard, allowing him to walk through solid objects. This does not cause him to fall through the ground, nor does it automatically enable him to fly or move at high rates of speed. It does, however, make him incapable of being physically harmed or harming others physically (including with spells) while it lasts. A phased wizard is still fully visible by others. This is difficult magic, costing 25 strands.

Leap
Using travel magic, a mage can make an astounding leap through the air and land without being harmed by the fall. Base cost is 5 strands for a vertical or horizontal distance of 5 meters. Distance can be increased at a rate of 5 meters per strand. Default movement rate during a jump is 5 meters. This can be increased by 5 MV per strand, but never becomes less than 1/4 the jump’s distance.
Water Walking
Water walking is relatively simple magic for most wizards. It allows a wizard to walk, run, or sprint on water at normal movement speeds. It costs 5 strands.

Survival
Just as Travel magic allows a wizard to access strange and dangerous places, it also protects him from their harmful effects. The cost of this spell is highly variable, and depends on the number of different aspects of the wizard’s location that can kill him and how dangerous they are. By default, each area of protection costs 10 strands. For instance, surviving at the bottom of the ocean requires protection from drowning and from atmospheric pressure, so the cost would be 20 strands. Swimming in a magma flow requires protection only from the heat, but the heat is so intense that the cost might be 30 or 40 strands. This spell will not protect a mage from attacks.
Paralyze
The only Travel spell that can be considered offensive, it none-the-less fits into the category, as it has everything to do with movement. A target struck by this spell cannot move and is helpless as long as it is in effect. The target is paralyzed as long as the number of strands used exceeds its Hit Points.

Freedom

This spell renders the mage immune to paralysis, whether caused by spell, poison or other means. The mage cannot be held in place by telekinesis, and glue or spiderwebs will not stick. However, the mage can still be physically restrained. Cost is 10 strands.
Spiderclimb
Allows the target to climb walls and ceilings like a spider. Use the target’s normal walking movement rate. Cost is 5 strands.
Enchantment Effects:
Imbue
It is possible to use an inanimate object to “store” a spell for later use. To do this requires a sufficiently powerful ether crystal, a rare gem capable of storing spell energy that is used in the creation of magical items. Ether crystals are rated in potential strands. A 50 strand crystal can hold a spell of up to 50 strands, while a 10 strand crystal can only hold 10.

Once the crystal is obtained and affixed to the item, enchantment is relatively simple. The caster imbues the item with a ritual that takes 10 minutes. The strand cost of the effect in question must be equal to or less than the wizard’s base strands. For each strand exceeding this limit, there is a 1 in 10 chance that the crystal will not hold the spell, and it will explode, releasing the energy.

If the mage has only a half-concentration in Enchantment, he can only imbue spells as if he had a half-concentration in the effect he is imbuing. When the spell is released by a command word or simple condition (striking a foe, for instance), the spell is gone, and the item is no longer imbued. The ether crystal loses one strand of potential.
Enchant Item
While Imbue uses an ether crystal to store a spell for a one-time use, Enchant Item uses an ether crystal to create a permanent magical item that delivers its effect each time it is activated and is continually recharged by its crystal. Needless to say, the effects that are possible with this enchantment are significantly less powerful than those available to Imbue. Rules are the same, except that the ritual takes 1 hour, and the strand cost of the enchantment is equal to one-quarter the wizard’s base strands. This limit can be pushed by up to three strands, but there is a 3 in 10, 6 in 10, and 9 in 10 chance of explosion for 1, 2, and 3 extra strands.
Preserve

The simplest spell in existence, Preserve prevents an ether crystal from decaying once it is removed from Mount Chaos. It costs 1 strand, but it is impossible to maintain multiple instances of this spell.
Undetectability
Magic can be used to aid in stealth. This spell encompasses many different effects.

Camouflage makes the target harder to spot. +1 Ninjitsu per 2 strands.

Invisibility is powerful magic that causes others to see through the target as if it were not there. Base cost is 20 strands. For an extra 10 strands, the caster will also be undetectable to alternative methods of sight, such as heat vision and sonar.

Dampening makes the target harder to hear. +1 Stealth per 2 strands.

Inaudibility is powerful magic that causes the target to become completely silent. Cost is 15 strands.

Scentlessness causes the target to emit no smell. Cost is 5 strands.

Animate Dead
This spell can be used to create zombies or skeletons that will fight for the caster as long as the spell is in effect. Zombies and skeletons cannot be killed unless destroyed by fire, acid, or chopped into such small pieces that those pieces are ineffectual. The animated dead are mindless, and possess none of the knowledge of people they used to be. They have an offensive HtH AT of 5, but no defensive instincts (all HtH attacks always hit). They have a Base Damage of 2, or 2 lower than their race’s base BD, whichever is more.
It takes 10 strands to animate a dead body, plus 5 strands for each additional body.
Dampen Spell

Adding a Dampen effect onto a spell will make it harder for magic detection spells to pick up. For each 1 strand, it’s as if the spell cost 5 strands less when someone tries to detect it. In other words, adding 20% of a spell’s cost will make it undetectable. This effect can be added without triggering penalties for multiple effects.
Polymorph
This spell causes a mage to assume the physical characteristics of another creature. The mage can take on the features of a real or imagined creature of any size and shape, but the more powerful it is, the more the spell costs. Use the following guide to calculate cost:

Start from 0

Add the creature’s Damage (including Weapon Damage) * 20

Add the creature’s Penetration * 10

Add the creature’s Hit Points * 20

Add the creature’s Resistance * 20

Add the creature’s Magic Resistance * 20

Add 30 for every 1 meter HtH range beyond the first, subtract 30 if HtH range is S
Add the creature’s sprinting speed * 10 (running speed is half, walking speed is one-
fourth)

Add 400 if the mage can cast spells while in this form

Add values (determined by the GM) for the summoned creature’s special abilities or powers, or for other weapon or armor characteristics.
Divide the result by 40

Weapons, armor, and other equipment carried by the creature is bonded to the mage while he is polymorphed, and cannot be discarded, gifted, sold, etc. Clothing and equipment worn or carried by the mage that cannot be used by the new form drops to the ground.
Alter
A much more mild version of the polymorph spell, this causes the target creature or object to appear different than what it is. Unlike the illusion spell, which can accomplish the same thing, the person or object’s appearance actually does change, but its nature is not altered. In other words, a sword can be made to look like a different sword, but it cannot be changed into an ax. A human can be made to look like an ogre, but will not gain or lose strength. Cost is 15 strands.
Illuminate
This effect causes magical light to eminate from an object, person, or spot. The number of strands used determines the brightness. Base cost is 2. For each additional strand, objects within 1 meter will be plainly visible, and objects within 3 meters will visible with low-light penalties. This spell can be used to blind someone if a successful called shot to the eyes is made and at least 5 strands worth of radius are used.

Extinguish
This spell causes light sources within a radius to go out. Instances of the Illuminate spell within the radius are subject to a normal Dispel roll. Base cost is 2 strands, +1 for each meter of radius.
Darkness
Darkness causes an area to be covered in impenetrable darkness, like the depths of a cave. No light of any kind will provide illumination. Base cost is 5 strands, +1 for each meter of radius. Once the spell is no longer in effect, light sources will resume normal functioning.
Beguilement Effects
Hallucination
This effect tricks the target into seeing or hearing things that are not there. It does not, however, dictate the target’s reaction. Hallucinations can be used to distract a target. Target can make a willpower check against the caster to banish the hallucination from his mind (see Thought Reading). Cost depends on how elaborate or how distracting the hallucination is. For distracting flashes of light and sound, it costs 3 strands to inflict -1 to all rolls. For more elaborate hallucinations, a creating or hiding a single object using one, two, three, four, and all five senses costs 5, 7, 8, 9, and 10 strands respectively. Each additional object adds 2 to all above costs. A full-scene hallucination costs 15, 17, 18, 19, and 20 respectively. It is possible to make it appear as though the target he is wounded or dying, but this will not physically endanger him or bestow wound penalties (although pain can be inflicted, following the same rules as distracting flashes). For full-scene hallucinations, the target typically knows he is being tricked and will not be led into, for instance, stepping off a cliff because it looks like solid ground.
Illusion
An illusion is very similar to a hallucination, but it is external to the mind, and affects all who can see it. Those who make a successful Willpower roll against the caster will no longer perceive the illusion. Illusions are more limited than hallucinations because the are incapable of being touched or tasted. Physical contact will simply pass through. Costs are similar to hallucination, but it costs 4 strands for each -1 penalty to all rolls, 10, 15, and 20 strands for a single object, 3 for each additional object, and 20, 25, and 30 strands for a full-scene illusion.

Hypnosis
Caster can hypnotize a non-hostile target and implant a suggestion. The target gets an opposed Willpower roll, and the process takes 60 rounds – (5 x MoS). Cost depends on the nature of the suggestion. Suggestions are not limited to the ones listed below, but the target will not kill himself.
Cause the target to forget the hypnosis: 2 strands

Cause the target to forget an event: 5 strands

Cause the target to forget a person or important event: 10 strands

Cause the target to forget a friend or loved one: 15 strands

Better or worsen target’s opinion of a person (may take multiple hypnosis sessions to change love into hatred or vice versa): 5 strands

Change target’s opinion on a minor issue: 2 strands

Change target’s opinion on an important issue: 5 strands

Cause target to attempt to steal something or otherwise break the law for the caster: 10 strands

Cause target to attack an enemy: 10 strands

Cause target to attack a stranger: 15 strands

Cause target to attack a friend or loved one: 20 strands

Command
Command is a more limited and difficult, but immediate version of implanting suggestions. Command’s suggestions take effect right away. Suggestions are not limited to the ones listed below, but the target will not kill himself.
Cause target to steal or break the law for caster: 15 strands

Cause target to stop in place and do nothing: 20 strands
Cause target to attack an enemy: 15 strands

Cause target to attack a stranger: 20 strands

Cause target to attack a friend or loved one: 25 strands

Domination
Domination is an extraordinarily difficult spell that gives a caster total physical control over the target. The target is aware of what is happening, but is a prisoner. The caster’s body goes limp during the spell’s duration. There is no Willpower check. Cost is 50 strands.

Frighten
By tapping into the primitive part of a target’s brain, a mage can cause the target to be filled with terror. Target will attempt to flee. If cornered, it will fight using the Aggressive Stance. This spell is sometimes used in interrogations, but only as a means of torture. A target under the effects of this spell cannot think straight enough to formulate answers. There is a normal willpower roll. Cost of this spell is 15 strands.
Hold
A target struck by this spell cannot move and is helpless as long as it is in effect. It is identical in effect to Travel and Enchantments’ Paralyze spell, but the effect is mental. The target’s brain is tricked into locking limbs in place. Therefore, the cost of the spell is 15, regardless of Hit Points, but there is a normal Willpower roll.

Frenzy
The target loses all self-control and launches into a berzerker rage. Target will not attack its allies, but it will proceed at fastest possible speed toward its enemies and attack using Aggressive stance. If there are no enemies, or it cannot reach them, target begins destroying nearby objects. Target will automatically pass any Willpower checks during this time. Cost is 10 strands.
Summoning
Fetch
Fetch brings an object to the caster. It must be an object that the caster can either see, or is familiar with. The object travels at 1 MV per strand toward the caster, with the same modifiers and cost as the Flight spell. If the item does not belong to the caster, add 5 strands to the cost. This spell can also teleport an item to the caster. Cost is the same as for the standard Teleport effect, plus 5 strands (10 if the caster is stealing).
Succor
This effect is similar to fetch, but for people. It will not move them, only teleport them or let them know that the caster wants their company and provide direction and distance to the caster. The second effect costs 10 strands, while the first is the same as the standard Teleport effect, plus 10 strands (15 for an unwilling target).

Banish

This effect banishes an otherworldly being back to its home. The spell costs 20 strands, but can be counterspelled as normal.
Bind
This effect is cast only as a ritual, and will summon a demon and bind it to the caster’s service. This spell uses an ether crystal. The demon cannot harm the caster or directly destroy the crystal, and it must obey the caster’s commands, but it can still talk to and bargain freely with others, even if ordered not to. The caster can cause the demon immense pain if it displeases him. Most demons will, if freed, proceed to tear the caster, his dwelling, and all his friends to small pieces.

To calculate strand cost for Bind:

Start from 0

Add the XP cost of the creature’s highest AT, if it were calculated the same way as ranks 
of a Major Skill
Add the XP cost of any other AT’s, if it were calculated the same way as ranks of a 
Minor Skill

Add the creature’s Damage (including Weapon Damage) * 20
Add the creature’s Penetration * 10

Add the creature’s Hit Points * 20
Add the creature’s Resistance * 20
Add the creature’s Magic Resistance * 20
Add 30 for every 1 meter HtH range beyond the first, subtract 30 if HtH range is S

Add the creature’s sprinting speed * 10 (running speed is half, walking speed is one-
fourth)
Add values (determined by the GM) for the summoned creature’s special abilities or powers, or for other weapon or armor characteristics.
Divide the result by 50
Thaumaturgy
Open

This spell can open a locked door or container. It will not disarm traps. The amount of strands used in the spell is substituted as a Security AT and pitted against the lock designer’s Security.

Close
This spell will close a door or container and lock it (if it has a lock). Cost is 5 strands. If extra strands are added, the spell will hold the door or container closed with a strength of 1 Physique per extra strand used.

Fine Telekinesis
This effect allows a mage to manipulate objects at range, granting him a pair of invisible “wizard hands” that can float at 6 meters per round. The hands can travel through solid objects, but the spell does not automatically allow the wizard to see through them. The hands can pick locks, disarm traps, pick pockets, etc. They can also carry and retrieve small objects, weighing no more than 5 kg. They cannot exert enough force to cause damage to a creature. The wizard’s real hands remain at his sides and cannot be moved while the spell is in effect, making normal casting impossible.
Forceful Telekinesis
This spell is used to exert a constant push or pull on a target, unlike the sudden shove of Wrath’s Brute Telekinesis. It cannot be used for fine manipulation, but it can pin someone or something in place, hold a door shut, prevent something from falling, etc. It can even be used to crush someone, although Wrath spells are much better at causing damage. Some wizards use this spell to carry their belongings.
Each 1 Physique of strength costs 1 strand. Crushing attacks are made at a Weapon Damage of 1.

Silence
This spell prevents a target from speaking. They can still cast spells while under this effect, but the spell must be made silent.

Paralyze
A target struck by this spell cannot move and is helpless as long as it is in effect. The target is paralyzed as long as the number of strands used exceeds its Hit Points.
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