Magic Spell List

Aid from Beyond: other characters in the party receive a Heroic Reroll for use
only during the current encounter.

Arcane Armor: target of spell makes all Defense Actions at CS d6, roll twice
and take best result, for the duration of the encounter.

Confusion: Roll d6-3, minimum of 1, reroll and take the best result, for the
amount of combat actions that a monster may not move or take Attack
Actions, though it may still take Defense Actions.

Dark Bolt: CS d6 ranged Attack Action that may explode, roll twice and take
the best result.

Rain of Fire: up to 4 targets in close proximity to each other (PM discretion)
are attacked with a CS d6-1 ranged Attack Action, roll twice and take the best
result.

Summon Monster: Roll d6-2, minimum of 2, for the amount of combat rounds
(including the round the spell is cast) that a monster is summoned under the
caster's control, and then vanishes at the end of its last combat round. The
monster will not harm itself and can only be directed to attack targets decided
by the caster. The monster is summoned adjacent to the caster and may move
and attack the following round on the caster's initiative. Controlling the
monster does not take up the caster's combat action. Roll a dé

1-4: chose a Goblin or Giant Centipede.

5-6: add Orc, Skeleton, Wolf, or Giant Spider to the choices of monster
summoned.

When rolling a 6, reroll, on another 6, may add Minotaur, Ogre, or Troll to the
choices of monster summoned.
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