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Foreword 
By Erik Jensen 

 
As a notoriously wordy writer, I was pleased and surprised when Andrew Shields inquired about using 
some of my work as the basis for supplemental, variant spells in the stripped-down ruleset he was 
crafting.  
 
Much like limiting or tweaking a monster list, an altered or custom spell list is a great way to paint a 
picture of a setting.  Through descriptions of common and rare magic, the reader incrementally adds to 
their impression of what a game or campaign is really all about - what makes the world and society move, 
and what people care about.  That's the approach I took with the 'Arcane Abecediary', but more 
importantly it's what Andrew has done here.  
 
It's one thing to adapt spells from various sources to your game, and wholly another to decide exactly 
which spells actually fit with the vibe you have in mind.  Andrew has gone a step further in this case, and 
continued the Abecediary's tradition of a 'running commentary' from a magician woven throughout the 
mechanics - another great way to get setting information across in easily digested, often humorous bites, 
and without resorting to page after page of narrative. 
 
It's been refreshing to see him take some very silly magic and - usually with very little actual reskinning - 
make it seem decidedly less silly and more widely useful.  
 
Crumbling Epoch is another great experiment in the Fictive tradition, and I'm proud to have contributed to 
it in some small way.  
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Ammo Dump 
Level 3. Details: Range is 60 feet. 
 
The caster animates the target’s ammunition. The target gets a saving throw to ignore the effect. 
Otherwise the ammunition leaps out of its container(s) and scatters, so the target must spend 1d4 rounds 
chasing enough ammunition to reload and shoot again. 
 

My worst experience with this spell was when I cast it on a fire elemental. Its ammunition went 
everywhere, alright, but that didn’t help me at all. My best experience with this spell was hitting 
an enemy musketeer with it as he stood in a burning building. 

 
An Inexorable High 
Level 5. Details: Lasts 12+1d12 hours, range 30 feet to cast. Affects a humanoid with HD of caster’s 
level or less. 
 
The wizard intones the phrases, gestures towards the target as though toasting the target, and moves as 
though emptying a shot glass. The victim gets a saving throw; if failed, in 1d6 minutes they begin getting 
intoxicated as though very drunk. The DM can roll or decide results, every 10 minutes or so. 
1- Sleepy 
2- Nauseated 

3- Confessional, friendly 
4- Uninhibited, randy 

5- Weepy, pensive 
6- Stupid daredevil 

7- Musical, talkative 
8- Belligerent, destructive 

 
Only the most powerful wizards can cast this remarkable spell. The only incident I came across in 
my research was Archmage Trudelkin, who used it to halt a cult’s effort to wake their dark god’s 
avatar; he apparently hit the three leaders of the cult with the spell, and they were unable to slur 
out the proper incantations. So, I guess this spell could be used to save the world. Or, to be 
profoundly irresponsible and enjoy the antics when the local snob is a boor in public. Take your 
pick; if you can cast this spell, you’ve got some serious magic at your disposal. 

 
Beakpockets 
Level 1. Details: Lasts 24 hours. Cast on self only. Covers up to 6 pockets. 
 
Enchant the garment. Anything besides the caster poking into the pockets will be bitten by phantom 
beaks, taking 1d3 points of damage. Objects in the pockets will not fall out, even if jostled or held upside-
down. Items in pockets are still detectable on pat-downs or visual inspection. Looking into the pocket, an 
observer sees angry red eyes and clicking beaks in a mind-bending whirl. 
 

This is one of the most common ring or coin enchantments I’ve run across. That’s fine, I suppose. 
I’m not the sort of wizard that wants ghost birds in my clothes, thanks anyway. 

 
Bird Hut 
Level 2. Details: Lasts until it falls down, but sturdy for about 12 hours. Needs a handful of suet. 
 
Songbirds and other forest animals flit around for 30 minutes weaving twigs and leaves and branches 
together to make a domed one-room shelter big enough for up to 4 sleeping people. The hut has 1d3 
windows and a door, sometimes a small table and 2 stools. Local flowers and berries are woven into the 
construction. The hut does not disappear magically, but falls apart on its own. 
 

Whether you are on a romantic outing or exploring the far reaches and you’ve lost your 
equipment, this spell keeps the rain off. I have also discovered that it is most helpful if you are 
stuck babysitting. No, don’t ask. It was a dark time… 
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Bubble Escape 
Level 3. Details: Instant, range of 15 feet. Requires a piece of soap made with tallow from a magical 
beast that has runes carved into it. 
 
Caster throws the soap at a nearby solid object. When it hits, the soap bursts into a 20 foot x 20 foot mass 
of soap bubbles, blocking vision and movement for those inside and those looking in from outside. The 
bubbles last for 2d4 rounds at most (one round of determined popping can reduce the bubble duration by 
2 rounds instead of 1.) Where the soap struck, a gateway opens up somewhere between 1 and 5 miles 
away. The caster can lead up to 1 other through the gateway before it shuts the following round. The new 
location has no guarantee of safety. A supernatural being or spirit will soon approach, asking for payment 
for answering the call and fueling the effect. The caster need not pay, but it is a good idea. 
 

I understand this was one of the last spells researched by the elusive elves before they went 
extinct thousands of years ago. Sort of a back door, so elves who use it rejoin their people, and 
everyone else gets shunted back out into this world somewhere, and charged a fee by what fey 
remain near the world’s edges. If this is their escape plan, then they may well have been as fruity 
as antiquity remembers them. 

 
Candy Wall 
Level 3. Details: 8 hours to prepare the magic paint (good for 1 month per level.) 1 round per 10 feet of 
wall painted. Lasts for 10 minutes, +10 minutes per caster level. 
 
The paint has coloration, sour milk, mint, sugar, honey, and crushed gemstones worth at least 50 gold 
pieces. Paint a line where the wall will be, up to 30 feet long. It will spring up, to 20 feet or the ceiling. It 
is made of candy and licorice, with [caster maximum hit points x2] hit points.  
 

Volunteer help is cheap, but not free. Once you determine a town is not arcaiphobic, this one is 
great with the kids. Put the wall up, then smash it with a magic assault so candy flies everywhere. 
The goodwill and rumors usually offset the price of the paint in a good day’s gossip and service. 
Let the warriors buy rounds of drink and bribe barflies for their information—this has style. Of 
course, there are many other uses too. I usually make my paint with extra honey. In case of bear. 

 
Clear Obstacle 
Level 3. Details: Range of 20 feet. Component is a piece of ivory. 
 
Caster makes a broad sweeping motion, and an obstacle or group of obstacles hop out of the way long 
enough for the caster to pass before it hops back in place. Objects must not be larger than a carriage. 
Doors and portals will not open. Objects cannot reduce their mass.  
 

Magus Vee set boulders in the path on the way up to his keep, so that only those with servants or 
powerful magic could visit without being forced to approach on foot. His most frequent visitor, 
Khan Velmoria, would summon ethereal music and have the boulders dance around his horse as 
he passed at a sedate trot. 

 
Conjure Smoke Raptor 
Level 1. Details: Cut arm to summon raptor. Lasts 10 minutes, range of 1 mile radius. 
 
The raptor is made of shadow and smoke. It can scout and spy within a 1 mile radius, the caster can see 
through the bird’s eyes with normal vision or 90 foot infravision.  
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I find these are excellent for signaling in a subtle way. They cannot carry messages, being 
insubstantial, but they can be a message. And they are great fun for spooking hunters, or anyone 
else really. I once used the smoke raptor to learn a spell from another wizard’s book, over time, 
reading over his shoulder as he studied. And in one village, I used it to convince the locals that 
they were under the Curse of the Feathered Death, and only I could save them. 

 
Conjure Tree Claw 
Level 1. Details: Lasts 3 rounds +1 per caster level. Can only be cast on self. Needs a piece of green 
wood. 
 
One arm turns to wood, ending in wicked claws. The wizard’s AC improves by -1 and the wizard gains a 
1d6 damage claw attack. While the spell is in effect, the wizard is immune to plant-based poisons. The 
claw does not prevent spellcasting. 
 

I once used this spell to convince forest goblins I was a tree god in human form. I also found it 
useful for battling rust monsters and magnetic statues. Packs a punch, and ignores the difficulties 
metal weapons often encounter. 

 
Crawling Coach 
Level 3. Details: Lasts 12 hours. Must have a living bug as a component. 
 
Whisper to the creature in hand, and call forth all kinds of bugs. They erupt from the earth, and every 
possible location nearby. In 1d4+1 rounds they form a living carriage on 1d4+1 insect-like legs. It is not 
intelligent, but it responds to commands. It can carry as much as a normal carriage, and move at similar 
speed (even on uneven terrain or on sheer surfaces, though not upside-down.) Four passengers fit 
comfortably, up to 6 can cram in. The coach cannot attack, it has 5 AC and 50 hit points. 
 

Do you get lots of requests to cast spells for people? Does everyone want your help? Are you 
involved in every little challenge that stands before your acquaintances? Then I have a spell for 
you! Offer help, but leave no doubt that your help is weird, otherworldly, and uncomfortable. 
Then they have to balance their need with their discomfort, and that buys you, the accomplished 
wizard, some breathing space. Besides, the look on their faces when the carriage discorporates 
around them once inside the walls of their keep is priceless. 

 
Crimson Cysts 
Level 3. Details: 50 foot range. 
 
The target makes a save. If successful, nothing happens. If not, the curse causes 2d6 damage as massive 
crimson cysts appear all over the victim’s skin. The next round, they explode, doing 1d6 to the victim and 
spraying in a 6 foot radius. Those hit by the slime take 1d4+1 damage. This works on any creature with 
flesh, even if it is undead. 
 

I don’t think arcane summaries do enough to prepare you for the smell of what you’re about to 
unleash. I saw this used on zombies once. It was horrific enough to witness, before the gut-
wrenching stink hit. 

 
Critterbridge 
Level 1. Details: Lasts a few rounds. Component is a piece of sausage or a worm. 
 
Sing the spell, and fish or other river creatures (whatever lives in the water involved) will self-organize to 
form a bridge. This bride will cross no more than 30 feet. It takes 1d3 rounds to assemble, and it has no 
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handrails. It is barely wide enough for a carriage to cross. It is dismissed with a thought from the caster. 
The bridge has 10 hit points per caster level. 
 

This bridge is fabulous for escapes. It is amazing when you need to charge a fortified foe over 
some chasm. But really, it warms my heart most when I use it to enter my sanctum. The nearest 
bridge materials are about a mile away, so to even try to enter involves climbing down among the 
giant crawdads, trying your luck with a grapple hook and rope, or hauling in a heavy bridge kit. 
It never fails to impress to wave your hand and make the bridge out of your local guardians… 
Sets the right tone from the outset of the conversation. 

 
Crocodilian Reinforcements 
Level 2. Details: Lasts 10 minutes, +10 minutes per caster level. Ordinary (2 HD), Large (6 HD), Giant 
(15 HD). 
 
Crocodilians arrive in 1d3 rounds. The hit dice of summoned gators equals [caster level x2]. The beasts 
may be commanded to attack foes, menace bystanders, or guard a place or person. If the summoning 
wizard is dead or unconscious when the gators arrive, they defend the body for the duration of the spell. 
The caster randomizes or chooses the combination of gators to get up to the levels summoned. If there are 
no gators within 100 miles in any direction, it takes 1d3 x6 hours for them to arrive. 
 

I discovered this is also a “charming” spell; if there are crocodiles mere feet away, hissing and 
trundling your way, they become “summoned” and very helpful. They will even keep their kin 
away from you. Some could suggest that is lazy summoning magic. They have obviously never 
been in a sewer or swamp. I think it is brilliant. 

 
Cruel Truth 
Level 2. Details: Range of 10 feet, works immediately. The target gets a saving throw. 
 
If the target fails, the target blurts out a truth that is embarrassing, betrays a trust, or is inappropriate to 
say aloud. The comment may be in context, or maybe not. Victims may not realize there was compulsion. 
 

I am not, by nature, a cruel man. I only use this spell on people who berate me for withholding 
the truth from them. It helps them put honesty in its proper perspective. 

 
Dung Famulus 
Level 2. Details: Lasts 12 hours. Needs dung from a land-based animal (including humans.) 
 
The dung forms a small humanoid form, adding anthropomorphic features to the contributing creature. 
The famulus is not very smart, but very helpful. It can follow complex instructions. It does not leave 
streaks of itself on things unless instructed to do so. It cannot attack, and it has 9 AC and 1 hit point. It 
cannot keep watch or speak, but it can exist at a great distance for the wizard. It cannot cross running 
water on its own. When the spell’s duration is over, it returns to its original dung shape. 
 

Darvayan normally used these for breaking into houses, but now and then he got mean. He once 
ruined a mid-winter feast for the cruelest noble in Varaskell. Darvayan made a number of famuli, 
and sent one into the stew pot. One into the turkey. One nestled down in the potatoes. They kept 
their shape and contained their smell until they were carried out, and by the time they arrived it 
was completely vile.  I recommend never annoying Darvayan. 
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Emasculating Evocation 
Level 2. Details: 20 foot range, instant, lasts 1 hour and turns to dust. The target gets a saving throw. 
Only works on males. 
 
If failed, the target is dressed as a woman in a very feminine style. The target gets overdone make-up and 
a hairdo to match the outfit (a wig appears if necessary.) Works on creatures with HD up to the caster’s 
level. Randomize outfit: 1. Pajamas. 2. Sweet dress and straw hat. 3. Ballgown. 4. Schoolgirl outfit. 5. 
Wedding gown. 6. Fancy lady. 7. Maid/servant girl. 8. Chain-mail bikini. 
 

Useful tip: the Barony of Urliak allows private bounties of any amount to be put on anyone who 
is not a government employee. So, no matter how dull the baron’s deceitful speech is, do not spice 
up the occasion with a little harmless fun, unless you have a patsy identified ahead of time. 

 
Equestrian Divination 
Level 3. Details: Lasts 1 hour +10 minutes per caster level. Must touch the horse. Need a sugar cube to 
write on and feed to the horse. 
 
The caster writes the name of a person, place, or thing on the sugar cube and feeds it to a horse. From that 
moment, the horse has a pretty good idea where to find the target. The horse can be ridden towards the 
target, with brief pauses. If the horse is commanded to change direction, the spell is broken. The horse’s 
knowledge is vague and half-remembered, and does not extend indoors (only to the nearest entrance.) 
Vague targets are subject to the interpretation of the gods. 
 

I once spent two years with my horse, wandering the world, when I used this spell to search for 
my fate. To this day, I am still not sure whether the spell worked or not. More to the point, this 
spell gets a lot of use by the Ice Sorceress, who enchants horses for search parties who enter the 
Winter Wood in search of those who are lost. 

 
Escape 
Level 2. Details: Cast earlier in the day, trigger for free. Lasts 3 rounds, +1 per caster level. 
 
Trigger the spell when in combat (and if the caster or an ally has taken damage.) It cannot be triggered 
outside combat, or before anyone is harmed. Once triggered, the caster’s running speed is doubled for the 
spell duration. If the caster tries to continue combat the spell ends immediately. 
 

When I am mocked for running away, my mind wanders through the graveyard of acquaintances I 
cultivate in my memory. The best, the bravest, the boldest, and the most determined of my past 
associates. All of them have dim, silent places to rest now. If you feel you must respond to 
accusations and snide remarks, point out the need for those who fall to have someone left to 
mourn them, or mount a rescue. Or, just do what I do, and look them in the eye. Let them feel the 
weight of death along the back trail. Then maybe they’ll want some more speed too. 

 
Flaying Circle 
Level 2. Details: Casting time of 10 minutes. Lasts 1 hour per caster level. 
 
The caster gives up 4 hit points and a 2 inch square bit of skin to netherworld imps. Then, in a circle from 
10-30 feet across, dozens of imps swarm up invisibly. Anyone who was not in the circle at the time of 
casting takes 1d6 damage a round in the circle as flesh visibly strips and peels away. The caster may end 
the spell at any time. 
 



Crumbling Epoch Spells: Volume 1 8 Adapted from Wampus Country, by Erik Jensen 

Horrific, painful death or crippling at the hands of small invisible demons. If you think that 
sounds like fun, or if you plan to use that spell as quickly as you can get your hands on a copy, 
then you are doing your part to make life difficult for the rest of us spellcasters by affirming the 
very worst that non-casters suspect.  

 
Ironguts 
Level 1. Details: Lasts 10 minutes.  
 
Say the incantation, then for 10 minutes the caster can at almost anything with no ill effects. Even dirt, 
broken glass, wood, and poison do no harm to the caster and provide some nourishment. Over-used, the 
caster finds that the strange food does not provide much in the way of vitamins or balanced food. 
 

Desperate explorers can use this to survive when the supplies run out. In an urban environment, 
however, I advise you use this to shark people at drinking games, and to use the winnings to buy 
proper food. Also, I have used this more than once to poison a pitcher of drink without attracting 
suspicion until I was the only one that didn’t fall over. 

 
Intoxicanus Rodentia 
Level 1. Details: Lasts 5 minutes. Caster only. Must recite or invent a hymn to the Vice Lords. 
 
Hold both hands, palms forward, at the temples while singing or reciting a hymn (a common opening is 
“Who is the master of the society created for us?”) The caster can wring beer from rats, mice, and rodents 
by twisting the animals like a soggy towel. This does not hurt them, but they don’t like it; they can only 
be harvested once in 24 hours. A large rat produces half a mug of beer, mice fill shot glasses. Cast as a 
level 2 spell, fancier liquor is possible—the caster develops specialties. 
 

Anyone who finds this to be so ridiculous and distasteful that they would never use it, has 
obviously not been captured by pirates, at sea and becalmed. Demonstrating an ability to create 
liquor out of rodents saved my life, and I worked my way from slave to captain before landfall. 
My personal specialty is spiced rum. 

 
Jester’s Baculus 
Level 1. Details: Lasts for 4 hours. Summoned in the hand. 
 
A 2 foot metal rod topped with the image of a jester or clown appears, normally barber-pole-striped or 
with ribbons and bells. It can be used as a mace for 1d6 damage. It can extend to be a 10 foot pole, and 
shrink back down to a rod. Gain +1 to all saving throws while holding it. Casting curses with this in hand 
maximizes any random result as if it rolled the maximum. You can only have one at a time. 
 

Quite possibly the most useful jail-break spell I ever used. Also useful for propping open heavy 
things with an expendable magic object. Great for punctuating phallic jokes while doing comedy. 

 
Lighten Load 
Level 2. Details: Lasts 8 hours. Cast on self or someone touched. 
 
Burden from encumbrance is halved. The target cannot carry more than maximum encumbrance, but the 
penalty from carried encumbrance is halved. 
 

I personally hesitate to continue adventuring with groups that do not require frequent use of this 
spell. If we are not burdened with valuables on a fairly frequent basis while moving at high 
speed, we simply are not doing it right. 
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Lucky Shoes 
Level 1. Details: Lasts 1 hour per level. Works on any humanoid target the caster touches, including self. 
 
A travel-spirit is bound to foot coverings and helps travel for some time. Roll 1d6: 1-2, the wearer is not 
fatigued by walking or running. 3-4, also the overland speed is +50% (not combat speed.) 5-6, also the 
wearer’s chance of random encounters is -25%. 
 

Life is a popularity contest, and when slogging through jungles with heavy packs, this spell is a 
bit of a ringer. Anything to shorten the time spent breathing in clouds of mosquitoes is worth far 
more than gold in a malarial wetland. 

 
Magnificent Feast 
Level 4. Details: Range 10 feet. Feeds 8 people. 50% chance of removing curse. 25% chance of curing 
disease. 
 
The spell makes a long table, chairs, plates, goblets, utensils, and food. (Anything taken from the table 
turns to dust.) The table-cloth and runners show the wizard’s livery, and are colored for the season and 
surroundings. The food is wonderful, usually the caster’s favorite but can be the favorite of guests. 
Tobacco and alcohol are conjured, and have no harmful effects. Those eating are euphoric and a bit randy 
until they next sleep. 
 

Only the most powerful of us can pull this spell out, but it says more about majesty than a crown. 
When you create something like this out of thin air, those around you have stepped out of the grit 
and drudge of the real world, and into a fairy tale.  

 
Ogre Rickshaw 
Level 2. Details: Lasts 20 minutes. Needs a handkerchief (not consumed.) 
 
Wave a colored handkerchief and summon a wooden rickshaw for two, drawn by an ogre. The livery 
matches the colors of the handkerchief. The ogre calls the summoner “Boss.” It is belligerent to 
passersby, yelling and shoving through and causing a ruckus. At the end of the spell, rickshaw and ogre 
vanish. The ogre will not engage in combat, if hit for more than 3 hit points it vanishes. 
 

I named mine Sid. He says he is cousin to a quantum ogre, whatever that means. He likes yellow 
best, so I keep a yellow kerchief handy. I like keeping Sid happy. He knows lots of ogres. That is 
sure to be useful someday. 

 
Paper Donkey 
Level 1. Details: Range is 10 feet. Lasts 4 hours. Need a piece of paper or parchment. 
 
Fold a piece of paper into quarters, then put it on the ground. In 1 round, the paper unfolds into a full-
sized donkey-like origami creature. It is obviously a construct. It will not be ridden, but it will gladly bear 
the same weight in goods as a strong young donkey. It is not bright, but it follows commands. It has 9 AC 
and 4 hit points. It retreats from fire. At the end of the spell, it explodes in confetti. It only obeys if it is 
given a name. 
 

I name mine Symons, after my first girlfriend. Bright, helpful, and obedient—but it will not be 
ridden. 
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Salt Soldier (Havildar) 
Level 2. Details: Lasts 1 hour + 10 minutes per caster level. Needs a handful of salt of any kind. 
 
A vaguely humanoid warrior of earth and salt springs up. It attacks as a fighter one level lower than the 
caster, has a 5 AC, and does 1d6 damage. Water or liquid attacks do double damage to it. It will defend 
the caster as best it can, and it takes orders. It must remain within 30 feet of the caster at all times. When 
it is destroyed or the spell ends, it collapses into a pile of rock salt. A caster can only have 1 at a time. 
 

If you must toss someone into danger to trigger traps and test structural security, it is best to use 
a construct that feels no pain (and has no heavily-armed relatives). I like to think I brought the 
trappings of civilization when I taught this spell to several of the wizards that frequented the 
gladiator pits of Duhrna; construct fights have not replaced gladiators, but they may someday. 

 
Scent Mask 
Level 1. Details: Lasts 1 hour. Needs a strip of hide not consumed in the casting, and a handful of dirt. 
 
Enchant the animal skin and rub it with dirt. For the next hour, any person wearing the hide tucked in 
their collar will have their own natural scent replaced by that of the animal that donated the hide. 
 

The haldabra mauler attracts prey with pheromones, eating the jungle folk who wander into the 
greenery looking for the source of that wonderful smell. My weekend hunting the haldabra was 
not the finest of my life, and there were some close calls, but I got some of its hide. Works 
wonders at parties. 

 
Second-Hand Smoke 
Level 1. Details: Lasts 4 rounds +1 per level. Range of 5 feet. Needs lit smoking paraphernalia (cigarette, 
pipe, hookah) and a clamshell. 
 
The cloud of smoke is about 40 feet wide, 20 feet high, and 20 feet wide, moving centered on the caster’s 
location for the duration as long as the wizard continues smoking. Visibility in the cloud is 2 feet, 
visibility from without is blocked (including infravision in the “hot cloud.”) Those in the smoke are +1 
bonus to saving throws against poison and breath weapons. 
 

Smoking is bad for you. So is chlorine gas. So is a line of blooded archers who can see your 
outline even in the dark.  In general, go with smoking. Another enjoyable use of this spell is 
disrupting town meetings. At least, I am sure it probably would be an enjoyable use. Were 
someone to do it.  

 
Sell Form 
Level 1. Details: The spell takes 6 rounds to cast and requires a fragment of demon skin (not consumed.) 
 
The caster conjures up a trader imp from the netherworld, and offers a bit of skin, hair, flesh, or blood. If 
the imp is interested in purchasing the material, the imp can trade secrets, knowledge of new spells, 
poisons and venoms, weapons, or other materials of the netherworld’s commercial traffic. If attacked, the 
imp disappears and will not respond to the next casting (even if the caster did not attack.) This spell 
creates an opportunity for barter—it has no other power. It is difficult to predict what the netherworld will 
find valuable, or what they will have to offer. 
 

The spellcasting arts do attract their share of addle-brained twitter-pates, so it is probably best to 
speak slowly and to be clear on this point. DEALS WITH DEMONS ALWAYS GO WRONG. They 
specialize in the “can’t miss” deal and in playing to your natural assumption you can handle 
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anything. You can’t. It will go wrong. It will blow up in your face. Usually, no one who witnesses 
the grim end of the business feels like saying “I told you so,” much less pointing and laughing. 
This spell is in my collection to keep it out of the hands of others. Have I cast it? Yes. I am not 
speculating. Deals with demons always go wrong. 

 
Slam Open 
Level 3. Details: Instant, 50 foot radius from caster. 
 
Every door within 50 feet slams open, even if secret, locked, or barred (unless the door is held shut 
magically.) 
 

Most fun I ever had with this spell was escaping a submarine that was underwater at the time. 
 
Smack 
Level 1. Details: Range is 60 feet. 
 
A shift in the caster’s expression (like a smirk, a raised eyebrow, a frown) allows the caster to conjure an 
invisible hand of force that slaps the target across the face for 1d2 points of damage and leaves a hand-
shaped pink mark for at least 10 minutes. 
 

Bit of hard-won wisdom—when you court other wizards, do not teach them this spell. Too often, it 
ends poorly, and you are on the wrong end of a rarified expression of displeasure. Another 
cautionary note—a variation of this spell is called “spank.” 

 
Summon Janiceps 
Level 2. Details: Lasts 8 hours, or until dawn. 20 foot range. Pour 16 oz of citrus juice on the ground. 
 
A 2 headed orange-furred spirit creature appears to keep watch over a camp site or small cottage. It stands 
guard, waking those under its charge when its duty is done or if there is a disturbance. When its duty is 
done, it dissolves in a fine mist. It has keen hearing, infravision to 90 feet, and can see the invisible 20% 
of the time (+1 per caster level.) It will not fight, but has an AC 7. It is immune to mind-affecting spells. 
 

These look suspiciously like puppets made of shag carpet. I think they are not so much creatures, 
as constructs that can be manipulated in our dimension. I’m not sure what their animating power 
hopes to gain by being so useful, but—they are SO USEFUL. I have not actually had to stand 
watch since the first year I adventured. 

 
Timmynoggy Toggy 
Level 2. Details: Lasts 6 hours. Need a pile of hides and pelts (not consumed.) 
 
A helpful spirit is bound to the furs, and forms a golem of sorts. It is bashful, and has normal senses. It 
can cook, wash, and mend. It cannot fight, and a single hit dispels its energy. When it completes the tasks 
given to it, the timmynoggy toggy attempts to please its summoner by engaging in its hobby. (1-
theraputic massage. 2-herb-gathering and flower-arranging. 3-fishing. 4-playing a musical instrument.) At 
the end of 6 hours, or when dismissed, it tearfully embraces the caster, then collapses back into a pile of 
pelts. 
 

I once heard speculation that these are the spirits of neglectful grandmothers who are desperate 
for a chance to nurture. I really don’t know how to feel about that, if it is true. 
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Tipsy-Horse 
Level 1. Details: Lasts 1 hour. Requires alcohol; bottle of wine or liquor, or several bottles of beer. 
 
One round after pouring out the liquid and chanting the spell, an enchanted zebra (stats as a riding horse) 
climbs out of the puddle. It is obedient and ready to be ridden without a saddle. The color roughly 
matches that of the alcohol used. If the zebra is rained upon, it will dissolve. 
 

It usually does not occur to you that you have no way of getting your drunken compatriots out of 
the drinking establishment at the end of the night until you actually have to do it. Pulling up a 
pair of zebras and draping your partners over them is a stylish way to exit the scene. Take my 
word for this—it is far better than grunting and puffing and turning purple while hauling 
insensible drunks through the streets. 

 
Tobacco Wings 
Level 2. Details: Lasts 10-30 minutes. Self only. Must have a mouthful of tobacco the whole duration. 
 
The round after casting and stuffing tobacco in the caster’s mouth, the caster has hawk-wings made of 
dried tobacco leaves sprout from the shoulders. The caster can fly 3 dimensionally at running speed. 
 

I suggest never riding Alzuvians over the burning deserts without this spell and some chewing 
tobacco. When the assassins have poisoned your flying mount and taken your parachute, you 
won’t likely have any other way of staving off death. 

 
Traveling Song 
Level 1. Details: Must sing to keep the effect up. (Companions can sing along to give the caster a break.) 
 
Reduces travel fatigue by 20% and increases traveling speed for up to 6 by 10%. 
 

I commissioned a bard to work with me on my version of this song. It is catchy. It gets lodged in 
the brain, and ruthlessly loops while my hapless companions try to forget it. I thought this was 
great fun until a bounty hunter once followed my movements by going into local taverns and 
listening; if I had been through, the song was stuck in patrons’ heads, and they whistled along. 

 
Tree Guards 
Level 1. Details: Lasts 10 minutes. Range of 60 feet. Need bright paint (any color) prepared by the caster, 
with the caster’s blood in it. 
 
The caster paints a face on a small tree then sings the spell to it. The next round, the tree animates like a 
small treant: 8 AC, 8 hit points, attacks and saves as F1, 1d4 damage. It fights at the caster’s command. 
One use of the spell animates 1 prepared tree per the caster’s level. At the end of the spell, the trees revert 
and root if possible. 
 

My master taught me this spell; when an apprentice failed him, he would paint a caricature of the 
apprentice’s face on a tree in the apprentice’s grove. When enough trees had faces, he would 
sternly march the apprentice to the grove, wake the trees, and let the apprentice die by the hand 
of his failures. 

 
Wasp Kazoo 
Level 2. Details: Range of 30 feet. Need a kazoo smeared with giant-bee honey (not consumed.) Lasts 1 
round per level.  
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The caster uses the kazoo like a blow-gun, firing spirit-wasps at enemies. The wasp cluster is +1 to hit per 
caster level, and inflicts 2d4+1 damage to a target within 30 feet. They can go around 1 90 degree corner. 
They refuse to attack insects. 
 

I find this spell spices up any chase. 
 
Wassail 
Level 3. Details: Lasts till dawn. 30 ft radius range. Needs alcoholic beverage and a rock or link of chain. 
 
Invoke the Lords of Vice, and down an alcoholic beverage while rubbing a rock (in the pocket) or 
removing a link from a chain. The caster ensorcerels the area so any person in the area, or entering the 
area later, must make a saving throw or fall under the spell’s influence. The spell causes increased desire 
to drink alcohol, reduced inhibition and judgment, increase in libido, and +2 to save against poison or ill 
effects. Musical talent is marginally increased as well. Celebration is more intense. 
 

Just as well this powerful magic is denied those with low commitment and drive. The great 
strength of this spell is its weakness also—people tend to forget themselves and really go all out 
while this magic sits on their inhibitions. Don’t get me wrong, it is a lot of fun. But you really 
must choose your moments. Did I ever tell you how I got married? 

 
Waterspout 
Level 1. Details: Range is self only, projecting up to 15 feet. Lasts 1 round + 1 round per caster level. 
 
Caster spits water, like a fountain. The water is fresh, clean, and cool, about a half-gallon per round of 
flow. It does no damage in an attack, but it can be aimed at targets within 15 feet with a roll to hit. 
 

I learned this from a water-witch of Selunia. She used it in her bordello, though I never did find 
out for what exactly. “Trade secret,” that’s all she’d say. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
The original Wampus Country version can be found here: 
https://docs.google.com/document/d/1eVAxYQwgvSwzgyM3oiiCFoS2nrQacMkkFg-RQMxgyrQ/edit 

 


