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Arcane Light


Craft or Lore Spell 3

Your implement glows with a steady light, illuminating the darkness.

Arcane ♦ Radiant; 

Sustain Free, 

Choose a handheld object: The chosen object acts as a soft light source. 

Arcane Mending


Craft Spell 5

The cracks in the object beneath your orb seal themselves right up.

Arcane ♦ Transmutation; 

Choose a damaged object or mechanical creature: You mend Success + 1 composure damage on the target. You may use an action point to heal wound damage instead of composure damage.

Black Knight of Eruphin


Craft or Lore Spell 9

A black armored figure makes ghostly whispers through the slotted helm shrouding its horrid visage.

Arcane ♦ Aid, Evocation; 

Major x2, 

Cost (150gp value, 23kg/50lb: Black longsword and platemail that are not consumed; 10gp, ½kg/1lb, 1 vial of dragon’s blood, a blade of grass a king has touched, grave dust): 

The armor gets up, takes the sword, and defends a target of the caster’s choice.

Decipher Language


Craft or Customs Spell 6

Bits of the language suddenly become clear.

Arcane or Divine ♦ Divination, Stance; 

One minute, Sustain Maneuver: Your mind is opened for up to one hour. If within that time you encounter a real language you don't know, you can now understand it.

Vigilant Sentry


Craft or Lore Spell 7

Your staff stands on its own, ready to alert you to danger.

Arcane ♦ Divination; Major x2, Cost (a reflective item, 1gp value or more): During the casting, you may select up to Mental creatures other than yourself. 
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