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Spells

Magic users and elves begin their career with exactly one spell Magic users and elves will often stay
close to their former master and keep
learning new spells from them, often
in exchange for services rendered. This
is why most of them will simply have
a subset of their master’s spell book.

As you befriend new magic users,
they can teach you new spells, too

Research: Once you have attained
level 9, researching spells is an alter-
native. This requires a starting point
such as an existing scroll, spell book
or magic item, and a library of further
books about the origins of magic,
related spells, history and lore, and
so on. Research costs 1,000 gold and
takes two weeks per spell level (no
adventuring).

If you’re looking for spells to use,
the description of all the classic spells
can be found in Labyrinth Lord and
it’s companion, the Advanced Edition
Companion. Gavin Norman’s Theo-
rems & Thaumaturgy and Nathan E.
Irving’s The Basic Illusionist are also
good sources.

in their spell book. When you gain a level, you can learn one or

more new spells from your peers. The referee will have at least

one source of new spells prepared. You’ll find some ideas on the

following pages.

Repertoire: The list of spells in your spell book make up your

repertoire. It’s size is determined by your level. The table below

shows the maximum number of spells in your repertoire and the

number of spells you can cast per day. You regain your spell casting

powers after a good night’s sleep at the dawn of day.

Level 1st circle 2nd circle 3rd circle 4th circle 5th circle

1 1 - - - -

2 2 - - - -

3 2 1 - - -

4 2 2 - - -

5 2 2 1 - -

6 2 2 2 - -

7 3 2 2 1 -

8 3 3 2 2 -

9 3 3 3 2 1

10 3 3 3 3 2

On 1st level you start with a single spell from your master’s

spell book. Typically, retainers would have one of the following:

Charm Person turns one humanoid creature into a loyal friend.

The target is granted a saving throw vs. spells. As time passes, Undead and giants may be humanoid
but they’re still immune to this charm.more saving throws are granted to the target:

Intelligence Timeframe

3–8 monthly

9–12 weekly

13–18 daily

Detect Magic makes all enchanted items, creatures and locations

within 60 ft shine with a pale blue light for 20 min.
The pale blue light is visible to all.

Light enchants one object within 120 ft for 1 h + 10 min/level so

that it shines faint light with a 15 ft radius.

If you target the eyes of a creature, it
will go blind for as long as the spell
lasts. Blind creatures are at -4 to hit.
Targets are granted a saving throw
vs. spells.

Magic Missile hits any visible target within 150 ft and causes

1W6+1 damage. At 5th level, three missiles can be shot at the same
There is no saving throw!

time and they hit different targets. At 10th level, five missiles can be

shot.

Read Magic allows you to decipher magical runes for 10 min.

This is how to read spell books, scrolls and magical inscriptions.

Sleep puts 2d8 hit dice of creatures within 240 ft to sleep for 4d4

× 10 min. This is a magical slumber. They need to be slapped in There is no saving throw!

order to wake them before the spell ends. No creature may have

more than 4+1 hit dice. Creatures with less hit dice are affected

first.


