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Arcane Mysteries of Barsaive is a rules supplement for 
the Earthdawn game system. This bonk ~ncludes new spells, 
talent knacks and magical items that players and gamemas- 
ters can use in their Earthdawn adventures and campaigns. 

The Spells section features more than 200 new spells, 
including several for high Circles. This section also 
includes optional rules for casting Named spells (see 
Casting Named Spells, p 18, Magic: A Manual of Mystic 
Secrets) and guidelines for garnemasters on how to control 
the use of Circle 13-1 5 spells in their campaigns. 

The Talent Knacks section features new talent knacks 
for all the major Disciplines practiced in Barsaive, as well 

as optional rules that allow adept characters to develop 
and learn new talent knacks on their own. Magical Items 
includes new common items, blood charms, potions, 
thread items and magical treasures. It also describes certain 
legendary grimoires that can serve as a source of adven- 
ture ideas for gamemasters and as model grimoires for 
magician player characters. 

In order to use this book, players and gamemasters 
will need the Earthdawn rulebook (ED). They may also 
find the Earthdawn Companion and Magic: A Manual of 
Mystic Secrets useful sources of additional material. 
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The following sections include new spells for the ele- Manual of Mystic Secrets. The Named spell costs as much 
mentalist, illusionist, nethermancer and wizard as a Circle 9 talent on the Talent Rank Cost Table (p. 221, 
Disciplines. All of these spells were created using the Spell ED), with the Circle of the spell being used in place of the 
Design rules starting on p. 108 of Magic: A Manual of talent rank. For example, casting a Circle 5 spell as a 
Mystic Secrets. Each listing describes the spell and glves Named spell would cost the magician 2,100 Legend Points, 
its game statistics; for more information on spell statistics, the same as a Circle 9-12 talent at Rank 5.  
see p. 157, ED. The Earthdawn Spell Table on p. 95 offers . 

an easy-reference summary of game statistics for the spells 
in this book. F'lKn- ClKCLt Y t L L S  

Spells of Circle 13 and higher are 

9PTI0NAL RULt r9R 
unique and powerful enchantments 
designed to create specific effects of signif- 

NAVCD SPCLLS icant scope. They are often the basis of leg- 
ends ip. 37, Magic: A Manual of Mystic 

Named spells, spells made permanent by a Secrets). This book is the first 
magician Naming them as he casts them, first Earthdawn product to include spells 
appeared in the Spell Magic section of Magic: A 
Manual of Mystic Secrets. After successfully The descriptions of 
casting a spell, the magician must achieve a the high-Circle spells in 
Good or better success on a second the following pages pro- 
Spellcasting Test, take a number of Strain vide only the most 
points equal to the Circle of the spell, basic require- 
and spend a given number of Legend ments for cast- 
Points to form the Named ing. A magician 
spell's True pattern. wishing to cast 
Though the game- one of these 
master is free to spells, however, 
restrict the use of must  often meet 
Named spells as he other re-quirements or 
deems appropriate satisfy other conditions 
for his campaign, related to the spell in question. 
some game-masters These requirements may include 
may still feel that the the need for a target's pattern 
existing rules make cast- item, the use of blood magic, brief 
ing these spells too easy. preparatory rituals involving the spell's 
The following optional rule target, or just about anything else plau- 
allows gamemasters to make sible that the gamemaster can dream 
the casting of Named spells up. Such additional restrictions and 
more difficult end expensive. requirements allow the gamemas- 

At the gamemaster's ter to control how and when play- 
discretion, magicians wish-- ers may use these powerful spells 
ing to cast Named spells in his campaign. When a magician 
must first learn the Name Spell talent character learns one these spells, he learns all of the addi- 
knack (see p. 6U). Once the magician has learned this tional requirements and conditions (if any) in addition to 
knack, he can cast Named spells, but at a significantly the basic casting procedure given in the spell description. 
higher Legend Point cost than was given in Magic: A 
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ClRCL€ l 
Air Armor 

Threads: 0 Weaving Difficulty: NA/lO 
Range: Touch Duration: 5 + Rank minutes 
Effect: Adds +3 to Armor Rating, +3 steps to resist 

heat exhaustion 
Casting Difficulty: Target's Spell Defense 
To cast the Air Armor spell, the elementalist must 

blow on the parts of the subject's body to be covered and 
then make a Spellcasting Test. If the test succeeds, a rush of 
air shoots in under the subject's clothing, pushing outward 
and providing padding as well as ventilation. This "air 
armor" adds +3 to the subject's Physical Armor Rating and 
also adds +3 steps to Fatigue Tests khen resisting the 
eAects of heat exposure (p. 99, Earthdawn Survival 

..+@ Guide). This spell is especially popular with elemental fire 
m i n i n & d  near Death's Sea. 

* J /  

Moonglow pkiA 
a Weaving Difficulty: NA/10 
;e: 10 yards Duration: 5 + Rank minutes 
't: CreaRs light 
ng Difficulty: 4 
vloonglow spcll creates a soft glow that fills a 10- 

yara raarus around the spell's center. The caster selects the 
center, which can be up to 10 yards from him or her. The 
light is bright enough to see by at night or in complete dark- 
ness, roughly equal to torchlight. It does not create enough 
illumination to read by or to do precise work for extended 
periods. 

Thre, 
Rang 
Effec 
Casti 
The l 

1 (I. 

Purify Earth 
Threads: 1 Weaving Difficulty: 5/13 
Range: 10 yards Duration: 1 round 
Effect: Purifies earth and soil 
Casting Difficulty: 5 or higher; see text 
The I'urify Earth spell removes impurities and foreign 

materials that prevent soil from supporting plant life. The 
spell can be cast on any 100-square-foot patch of soil. Small 
traces and impurities simply vanish; larger ones come to 
the surface, where they can be removed by hand. To purify 
earth that has been poisoned or otherwise contaminated, 
the result of the casting magician's Spellcasting Test must 
equal or exceed the Spell Defense of the opposing material 

or the creature or Horror that contaminated the soil, 
whichever is greater. 

CIRCLE 2 
Air Mattress 

Threads: 1 Weaving Difficulty: 7/17 
Range: Touch Duration: 10 hours 
Effect: Creates air cushion 
Casting Difficulty: 5 
The Air Mattress spell allows the elementalist to form 

a mattress of air with healing properties. As he prepares to 
the cast the spell, the elementalist anchors the four corners 
of a blanket using something from any one of the four 
other elements: tree branches, rocks or dirt and so on. He 
then blows into his clenched fist as if inflating a balloon as 
he weaves the thread and makes the Spellcasting Test. If 
the test succeeds, a cushion of air forms under the blanket, 
effectively turning it into a comfortable 1-foot-thick air 
mattress. The mattress remains inflated for the duration of 
the spell or until the blanket is moved or damaged. 

Any character who sleeps for 8 uninterrupted hours 
on the air mattress gains a +2 step bonus to his or her next 
Recovery Test, provided the character makes the test with- 
in an hour of waking. 

Billowing Cloak 
Threads: 1 Weaving Difficulty: 6/14 
Range: Touch Duration: 3 + Rank rounds 
Effect: Willforce + 5 
Casting Difficulty: Target's Spell Defense 
To cast the Billowing Cloak spell, the elementalist must 

flip his or her hair (or crest, in the case of t'skrang) back and 
toss his or her head. The elementalist then makes a 
Spellcasting Test. If the test succeeds, Billowing Cloak ani- 
mates the air behind the spell's subject, billowing his or her 
cloak or hair out behind the subject. This effect allows the 
subject to use the spell's Effect step as the equivalent of the 
First Impression talent (p. 107, ED). Characters who already 
have the First Impression talent gain a +5 bonus to their tal- 
ent step under the effects of this spell. Billowing Cloak can 
only be cast on someone who is wearing a cloak or has 
shoulder-length or longer hair. (A t'skrang's crest is consid- 
ered the same as long hair for purposes of casting this spell.) 
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