
Arcana & Obscura 
 

Magic Spells 
 
There are spells to enchant objects, like bullets, that only the caster can activate. In that case, firing the 
magic bullets still counts as a range action, and does not count as casting a spell; the spell was cast to 
enchant the bullets, not to shoot them. 
 
Profound Sleep (1) 
Range: Self. Duration: 4 hours. 
 
Sink into a deep sleep where it is only possible to wake you by saying the code word you may choose to 
share with others ahead of time. No sound or damage or motion will wake you. Upon waking feel 
refreshed as if sleeping 8 uninterrupted hours in comfortable conditions. 
 
Enchant Staff 
Range: Touch. Duration: 1 turn to cast, lasts until used. 
 
This variable level spell has two purposes. It can be cast on any non-magical staff, thereby enchanting it 
and attuning it to the caster. The second use is to memorize “Enchant Staff” as any spell level the caster 
can use. Upon casting it, the caster creates “spell slots” in the staff, one for each level of spell as cast. 
So, if it was cast as a 3rd level spell, then there are 3 slots in the staff; that’s three 1st level spells, one 1st 
and one 2nd, or one 3rd level spell. The casting to fill the enchanted staff also involves casting the spells to 
be stored in it (or not, caster’s choice. Filling a prepared staff takes a turn.) The spells are then in the 
staff until they are cast. The staff is tuned to the caster and will only work for the caster. Once it is 
enchanted, it counts as a magic weapon for hitting monsters, but only in its owner’s hands. 
 
An order of sniper wizards have a version called “Enchant Rifle” that only works on a rifle that’s 6 feet 
long, single shot. 
 
Blaster Bullets (1) 
Range: Touch. Duration: 1 day per caster level. 
 
This works on up to six pistol bullets at a time, which must be immersed in the caster’s blood or saliva. 
When fired by the caster, who speaks or whispers the activation word for each bullet, the bullet does +1 
damage per the caster level, maximum +5. Only one bullet can be fired a round. 
 
Seeker Bullets (1) 
Range: Touch. Duration: 1 day per caster level. 
 
Water must flow over up to six pistol bullets at a time during the casting, which is 1 full round. When the 
caster fires these bullets, maximum 1 per round, they have a bonus of the caster’s level at the time the 
spell was cast, to hit. 
 
Disarming Bullets (1) 
Range: Touch. Duration: 1 day per caster level. 
 



Up to six pistol bullets must stand on a mirror during the casting, which is 1 full turn. When the caster 
fires these bullets, maximum 1 per round, the caster does not roll to hit. The target must save v. spells 
or have a weapon shot out of their hand. If the target passes the save, the shot misses. 
 
Shredder Bullets (2) 
Range: Touch. Duration: 1 day per caster level. 
 
Up to six pistol bullets must be magnetized to metal during the casting, which is 1 full turn. When the 
caster fires these bullets, maximum 1 per round, if they hit they cause metal armor to explode off the 
target, inflicting 1d6 on the target for chain or equivalent, 2d6 on the target for plate or equivalent. 
Magic armor gets the wearer’s save v. spell to resist the effect. 
 
Digger Bullets (2) 
Range: Touch. Duration: 1 day per caster level. 
 
Up to six pistol bullets must be buried in corpsemeat during the casting, which is 1 full turn. When the 
caster fires these bullets, maximum 1 per round, if the bullet hits then it inflicts 1d6 damage every turn 
until it is either dug out or it burrows into something the target can’t live without. To get the bullet out 
inflicts 1d6 damage per attempt up to twice per turn, and the “surgeon” must have a knife and save vs. 
spells to succeed. 
 
Counterspell Bullets (2) 
Range: Touch. Duration: 1 day per caster level. 
 
This works on up to six pistol bullets at a time, they must be in contact with enchanted writing during 
the casting. If the caster has not acted in the round by the time another spellcaster begins casting, then 
the caster can fire at the spell (not the caster) which is AC 9. On a hit, the spell is destroyed, and the 
caster takes 1d4 damage per level of the spell, save vs. spells for half. 
 

Glyph Wrappers 
 
Tarbain of the Lefthand Path developed a methodology for making special inks and brushes and papers 
and infusing them with powers. These wrappers are for cigarettes, and when they’re burned, the smoke 
has special properties. Usually found in packs of 10 papers (1d10 remaining.) Only a few alchemists 
know how to recreate these special effects. Very, very few gifted alchemists can make pipes laced with a 
glyph that have 3d10 charges before being exhausted. 
 

 Liar Smoke. When someone is talking, if you look at them through this smoke they light up like an 
angel if they’re lying, and glow if they’re hiding something or bending the truth. 
 

 Lunger. Take a mouthful of this smoke, and your lungs will continue getting air as long as the 
cigarette smolders, generally 5 minutes. 

 

 Obfuscation. If you smoke for about a minute and get some to hang around you, then for about four 
minutes you can move about at a walking pace, making no sudden moves or attacks, and you are 
invisible to normal senses unless someone is actively looking, then detected on a 1 in 6 (adjusted for 



heightened senses, those with magical sight can save vs. spell to ignore the effect if they actively 
look.) 

 

 Seeker Smoke. Take a turn and smoke a cigarette and it will find any hidden door, trap, or secret in 
a space roughly 30’ x 30’ x 30’.  

 

 Vanishment. Take one hard pull on the cigarette within 5 minutes of starting to smoke it, and vanish 
in a flash of light, reappearing up to 20’ away in a known location as a free action (even if not in line 
of sight.) 

 

 Poison Pair. Smoke one cigarette and save vs. dragon breath or begin to suffocate, dying within 1 
turn unless smoking the matching cigarette which opens airways back up. 

 

 Smokey Eyes. Take about five minutes to smoke the cigarette, then for 1d6 turns gain darkvision to 
30 feet. Exposed to the smoke, a gray or blooded must save vs. dragon breath or lose darkvision for 
1d6 turns. 

 

 Cauterizers. Put the cigarette out in a wound, and it heals 1d6-2 hit points. 
 

 Firestarter. Toss the cigarette into a prepared but unlit fire and it will light and burn for 1d6 turns 
minimum regardless of conditions. If the amount of wood is meager, minimum 1d6 minutes. 

 

 Breath Attack. Take a deep drag, then blow a cloud of smoke in a cone, 30 degrees and 15 feet. 
Everyone in that space has to save vs. breath weapon or lose a round to a coughing fit, which 
continues until they get out of that space or the smoke dissipates in 1d4 rounds. The smoke also 
obscures vision, making attacks -2 to hit for range or melee if passing through the smoke. 

 

Medallions of the Saints 
 
Popular as necklaces and bangles, medallions of the saints are commonplace. Get one that costs at least 
1 gp and have it blessed by a priest or in a worship service that takes at least 3 turns, and it may help 
you in desperate circumstances. You can only have one at a time or none of them work. 
 
If you roll a saving throw and failure means disaster, you may burn the energy out of the medallion for a 
re-roll. Otherwise, each saint has their own purview. 
 
1. Abel. Saint of meat, fertility, sacrifice, marriage, and law. Advocates and judges. 
2. Mary. Saint of strategy, heroism, conscience, forcible conversion, and science. Patron of military 

officers, adventurers, and sages.  
3. Sebastian. Saint of medicine, effeminacy, poetry, archery, and music. Lighthearted and healing. 

Temples are hospitals and theaters. 
4. Peter. Saint of the dead, often invoked at funerals, clerics hunt undead. 

o Overwatch. Leave the medallion with a corpse, it cannot be turned undead. 
5. Kristus. Saint of barbaric warfare. Rival with Mary, very visceral. 

o Slaughter. The medallion shatters if you choose to get full possible damage on a critical 
instead of rolling damage. 



6. Christopher. Saint of craftsmen, invention, dragon slayers, and travel. No permanent temples, 
always on the move seeking out new lovers and ideas. 

7. Joan. Saint of fortune, prosperity, and destiny. “The Lady” or “Lady Luck” is whimsical, and calling on 
her may lead to the unexpected, rather than a good outcome. 

8. John. Saint of judgment, discipline, torture, and trade. Followers are often seen as bullies as they are 
not shy about exerting influence and violence to get their way. Vigilant against demons. 

 

Flasks and Shots 
 
Not every settlement has the kind of magical backup that a group will need, so there are elixers that are 
sent out to some settlements to provide at least some measure of magical help. For the adventurer on 
the go, a flask is a great way to bring some minor magic along to be handy when it’s needed most. 
 
Elixers 
 
In general there are 12 shots of elixir in a bottle, and they’re sold by the bottle. Wholesale, they go for 
roughly half listed price. 
 

 Whiskey. 1 sp. The default. Clears the throat of road dust, ashes, blood, and unwelcome thoughts. 

 Civilizer. 1 gp. Cleans hair and clothes, minor mending, polishing, grooming, breath; makes you 
presentable. 

 Anti-Poison. 1 gp. Gives you a saving throw vs. poison if you’re poisoned, and if you pass it, the 
poison is destroyed. 

 Anti-Venom. 1 gp. Gives you a saving throw vs. poison if you’ve been bitten, stung, clawed, etc. with 
some sort of venom. If you pass it, the venom is destroyed. 

 Rewind. 1 gp. Go back in time 10 seconds (2 rounds.) 

 Preservative. 1 gp. Pour in a corpse’s mouth, the corpse goes into suspended animation, immune to 
the passage of time until it is touched by fire. 

 Last Words. 1 gp. Pour in a corpse’s mouth, the corpse can say 1d6 things it wanted to say before 
dying, or answer 1d6 questions from those who are present. This is an echo of the dead, its true 
spirit does not show up. 

 Courage. 1 gp. The one drinking will automatically pass 1 morale test per level/HD without rolling. 

 Forgetfulness. 1 gp. The one drinking it will forget a memory that they discuss within a turn of 
drinking this drink, a person can guide them to talk about what they’ll forget. The target can save vs. 
poison to resist the effect, if the drinker resists. 

  Day Drinking. 1 gp. The one drinking it count as having a full day of rest, with hp regained and all. 
This can only be drunk effectively once in a week. The second drink triggers a 12 hour coma. 

 Face Swap. 1 gp. Two must drink from the same batch, and one must say the magic words while 
touching the other, then they switch appearances unless the target is unwilling and passes a save vs. 
Spells. The effect lasts until dawn. 

 
Flasks 
 
These magical flasks were originally crafted as consolation gifts to the families of those who died in 
heroic service, encouraging dynastic adventuring families. 
 



 Heartfelt Flask. If a piercing attack would kill the character, instead it is stopped by the flask (which 
is stored on the torso,) ruining the flask for good. 
 

 Recruiter’s Flask. Acts as a +1 Charisma bonus for recruiting retainers and managing their morale. 
Must be worn for a full day before its effects are felt, and must be on the character’s person to 
function. 

 

 Last Gasp Flask. Its contents can prevent violent death if its contents are poured in the mouth or 
sprinkled on the wound of someone killed less than 1 round per level previously. The subject 
recovers with 1 hit point. The flask must be re-sanctified by a priest in a 6 turn ritual before it will 
function again. 

 

Other Enchanted Objects 
 

 Clarita’s Silvery Bumbershoot. The pretty paisley silver bumbershoot must be operated with two 
hands to be effective. Attacks from the other side of the bumbershoot are -2 to hit, and bullets 
automatically ricochet off. 
 

 Harvey’s Comfortable Boots. The boots are waterproof and amazingly comfortable, even if they 
look a bit shabby no matter how much attention they get. Any danger that must be stepped upon to 
activate is not accidentally triggered while wearing the boots; they step elsewhere, or stop and 
signal the bearer that the danger is pervasive. 

 

 Mikro’s Portable Telegraph. A pair of boxes, each the size of a shoebox, with a fist-sized imp inside 
running an infernally powered telegraph that corresponds with the other box. The imps speak all 
languages, and can telegraph messages back and forth to each other at will. It is possible that a 
number of ritualistic human sacrifices can add boxes to the network. 

 

 Nita’s Spare. This archaic sixgun cylinder is worn smooth. If loaded and put on the bearer’s person, 
it can magically swap its contents with the contents of another sixgun on the bearer’s person as a 
free action. 


