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A listing of spells created and used in the Legends of Breckmeir game.  Legends of Breckmeir is a Buffy 
RPG based off of the  season finale of Buffy the Vampire Slayer and detailing the adventures of Emily, a 
Slayer in Breckmeir, Maine and her friends. 
 
 
Spell:  Animal Transformation Quick Cast: Yes  Power Level: 5  
Requirements:  A personal item of the victim, and a one hour ritual invoking the spirit of the animal.  For 
a witch or warlock, a mere phrase or gesture.  
Effects:  This spell can turn a human into a specific small animal, this animal is chosen when the caster 
takes the spell, this spell will always transform them into that one animal.  The spell lasts for one hour per 
Success Level or until dispelled. 
 
Spell:  Anti-Scry   Quick Cast: No  Power Level: 2  
Requirements:  A crystal, a string, a map and a personal object of the one being scryed.  Also a lengthy 
ritual.  
Effects:  Once put in place, the crystal is hung above the map and will spin, as long as the person is in that 
map the spell will stop anyone from scrying on them.  When someone tries both scrying crystals will break, 
this will end the anti-scry spell.  The spell lasts for one day per success level. 
 
Spell:  Bless Water  Quick Cast: No  Power Level: 1  
Requirements:  Requires a priest, or someone charged with the authority of a church, and a lengthy ritual.  
Effects:  This ritual blesses normal water, making it into holy water.  Once it is holy, it affects vampires 
and other creatures as normal holy water would.  The water is always holy after it has been blessed.  This 
spell can also bless other liquids as long as they have water in them. 
 
Spell:  Curse of Caldoon  Quick Cast: No  Power Level: 8  
Requirements:  The Orb of Caldoon, two people, and a ritual.  
Effects:  This spell once successfully cast upon two people joins their life forces, making it so that neither 
can die unless they both die at the same moment.  However if one is injured, the other feels their pain and 
suffers half the damage that the original takes.  If one of them does die, they only remain unconscious and 
will eventually heal until they awake. 
 
Spell:  Darkness   Quick Cast: Yes  Power Level: 3 
Requirements:  A short ritual invoking the powers of the night, for a witch or warlock a mere phrase and 
gesture.  
Effects:  This spell causes all the lights in a small area, roughly the size of a house, to go out.  This includes 
all flames and electrical devices that can be used to produce light.  The spells lasts for one minute per 
success level. 
 
Spell:  Death Exchange  Quick Cast: No  Power Level: 5  
Requirements:  This spell requires a lengthy ritual that involves the burning of a rare flower to create a fog 
like mist.  
Effects:  This spell allows a living person to exchange places with that of a spirit or ghost.  The person 
sacrificing themselves will become a ghost and haunt the specific location of person they are making the 
exchange with.  The ghost becomes living again as if nothing happened and retains full memory of her life 
and afterlife.  This spell lasts for one hour per success level, after which they instantly change back and the 
true ghost once again haunts its residence. 
 
 



Spell:  Delay Poison  Quick Cast: No  Power Level: 3  
Requirements:  Requires a short ritual in which the caster presses on specific pressure points.  
Effects:  This spell delays the effects of most poisons for 1 hour per success level.  If the caster's success 
level is greater or equal to the poison roll, the spell is successful, if not, nothing happens. 
 
Spell:  Disarm   Quick Cast: Yes  Power Level: 1  
Requirements:  A specially prepared potion and a latin incantation, for a witch or warlock a mere word or 
gesture.  
Effects:  This spell causes the target to drop whatever is in their hands.  If the target has something in each 
of their hands then one of the hands is selected randomly.  If they are holding a two handed weapon, the 
weapon is dropped as if both hands were affected. 
 
Spell:  Dream Quest  Quick Cast: No  Power Level: 3 
Requirements:  This requires the burning of incense and a lengthy ritual.  
Effects:  This spell will grant to the caster a dream-like vision as if they had the Psychic Vision quality.  
They only get one vision per spell use and are in a trance like state for the duration of the vision.  If they are 
woken up they will lose the vision as if they had been awakened from a dream.  The director is encourage 
to be as cryptic as he chooses. 
 
Spell:  Dream Travelling  Quick Cast: No  Power Level: 3 
Requirements:  A ritual lasting a few minutes performed in the area of those to enter the dream world 
together.  
Effects:  Allows the caster and several of her friends to enter a dream like state that they all share together.  
Basically everyone can move through all of each others dreams.  This spell lasts for one minute per success 
level, but seems a lot longer to the targets. 
 
Spell:  Earthquake  Quick Cast: Yes  Power Level: 5  
Requirements:  A ritual involving burning of herbs and the breaking of a stone, for a witch or warlock a 
mere gesture.  
Effects:  This spell causes a run of the mill earthquake to happen in the area of the caster.  The earthquake 
will measure success levels on the Richter scale and encompass an area equal to the caster's willpower in 
miles.  All people in the area must make dodge rolls or be hurt by falling debris, damage depends on the 
debris.  Everyone also suffers a -2 on all rolls involving dexterity for the duration of the spell.  The spell 
lasts 1 minute per success level. 
 
Spell:  Force Wall  Quick Cast: Yes  Power Level: 4  
Requirements:  Several minutes of chanting and a ritual, for a witch or warlock a mere phrase or gesture.  
Effects:  This spell allows the caster to harden the air into a wall of force.  The wall is a 20 ft by 20 ft 
section and can be molded into sphere or will resize to fit into an existing door frame.  The caster can 
choose the form of the wall at the time of casting, but cannot change it afterwards.  The wall is invisible 
unless touched, then it appears as though the the air were rippling.  The wall can be dispelled by the caster 
at any moment and lasts for one minute per success level. 
 
Spell:  Ghost Form  Quick Cast: Yes  Power Level: 2 
Requirements:  A ritual and some chanting invoking the powers of the dead, for a witch or warlock a mere 
phrase or gesture.  
Effects:  This spell allows the caster to become incorporeal for up to success levels per minute.  The caster 
appears to be normal, but they can pass through solid objects as if they were a ghost.  This spell can be cast 
at a higher level to include other people in addition to the caster, but the caster has to touch them in order 
for the spell to work. 
 
 
 
 
 
 



Spell:  Glass Transmutation Quick Cast: Yes  Power Level: 4  
Requirements:  A ritual in which a glass object is broken over the object to be transmutated.  For a witch 
or warlock, a mere gesture.  
Effects:  This spell allows an item, no bigger than a brief case or sword, to be turned into glass.  The spell 
lasts for one hour per success level in which the item will then return to its original state.  This spell does 
not work on living things and will instantly fail with a side effect if used against a living creature. 
 
Spell:  Happiness   Quick Cast: Yes  Power Level: 5 
Requirements:  Normally a ritual and the incantation, "All those within my heart, bad feelings depart", for 
a witch or warlock just the incantation.  
Effects:  This spell causes those around you to become happy regardless of their present state.  It normally 
can affect about 2-10 people.  This spell lasts for one hour per success level. 
 
Spell:  Immovable Mountain Quick Cast: No  Power Level: 3 
Requirements:  An hour long ritual with a mound of dirt placed on the caster's chest.  
Effects:  This spell gives the caster a +5 armor bonus for one hour per success level.  As long as the caster 
keeps both feet on the ground, they can use a defensive action which gives them a +15 armor bonus instead 
of the usual +5 bonus. 
 
Spell:  Invisibility to Animals Quick Cast: Yes  Power Level: 1  
Requirements:  The caster must see the animals before they notice him, if they notice him the spell will 
not work.  Requires a quick recitation, for a witch or warlock a mere gesture or word.  
Effects:  This spell renders the caster invisible to animals for 1 minute per success level as long as he does 
nothing to attract attention to himself.  They cannot perceive him in any way.  The caster does not really 
turn invisible, but is simply not noticed.  This spell may be cast at a higher level to include more people. 
 
Spell:  Mystical Restraining Order Quick Cast: No  Power Level: 7  
Requirements:  A ritual identifying the witch or warlock to be restrained and the target that is to be 
protected from their magic.  
Effects:  This spell prevents a witch or warlock from using magic against a specific person until the spell is 
broken or the restraining order is lifted by the people that put it in place.  When the order is given to the 
witch or warlock it turns into energy and is absorbed into them.  This spell was used by Wolfram and Hart 
to protect their client from a witch's magic. 
 
Spell:  Mystical Tools  Quick Cast: Yes  Power Level: 3  
Requirements:  A small invocation and some burning candles and herbs.  For a witch or warlock a mere 
gesture or phrase.  
Effects:  This spell allows the caster to create simple tools out of magical energy.  They only last one 
minute per success level.  During that time they are not any different than the regular item would be.  
Nothing larger than an ordinary hammer can be created this way.  This spell is great if you need a screw 
driver or a monkey wrench. 
 
Spell:  Neutralize Poison  Quick Cast: No  Power Level: 3  
Requirements:  Requires brewing a potion from rare herbs and a ritual.  
Effects:  The caster brews a mixture of rare herbs that is given to the victim to drink.  If the caster's success 
level is higher than that of the poison roll, the mixture is successful and the victim is cured of the poison. 
 
Spell:  Past Life Seeing  Quick Cast: No  Power Level: 3  
Requirements:  Creating a circle of ash in which the seer sits in, and several minutes of chanting while 
burning herbs.  
Effects:  The spell allows one to see through the eyes of her past life.  This spell may be cast on another 
person, or on the caster themselves.  It does not give her control over her past life, only allows her to see 
through the person's eyes.  During the spell, the seer is in a trance like state.  The spell lasts for one minute 
per success level, but could seem like hours to the person seeing. 
 
 



Spell:  People Retrieval  Quick Cast: No  Power Level: 5 
Requirements:  A rare powder from a special blossoming plant, and an hour long ritual.  Once the powder 
is prepared it is put into a bottle to be used later on.  Once the bottle of pink powder is created, anyone can 
use it.  
Effects:  When used, half the bottle of pink powder is poured in a circle, this will burn a circle imprint in 
the area.  Once the powder is poured the rest must be used within a day, otherwise the spell is useless.  The 
other half of the bottle is taken with and when smashed at the feet of the caster, the caster and all who are 
touching her are teleported back into the burned circle.  However this will not exceed a distance of five 
miles. 
 
Spell:  Petrification  Quick Cast: Yes  Power Level: 7  
Requirements:  Requires a ritual invoking the power of Medusa and throwing sand at the target.  For a 
witch or warlock a mere gesture and the saying, "By the face of Medusa."  
Effects:  This spell invokes the ancient art of petrification, the art of turning people into stone.  The effect 
is permanent until the spell is broken.  If the stone figure is broken before the spell is reversed the victim 
will die. 
 
Spell:  Power Binding  Quick Cast: No  Power Level: 8  
Requirements:  A lengthy ritual and a picture of the person to be bound.  
Effects:  This spell causes the supernatural powers of a person to become bound.  The powers themselves 
are not really gone, but cannot be used by the person until the spell is undone.  This is a great spell if you 
wish to bind the powers of a witch, or take away the strength of a slayer.  Mechanics-wise it has the ability 
to block one and only one of a character's qualities, i.e. Sorcery or Slayer. 
 
Spell:  Rain of Sin  Quick Cast: No  Power Level: 4  
Requirements:  A lengthy ritual that must be performed at a specific time, once a year.  
Effects:  The spell causes it to rain over a town, everyone caught in the rain takes on one of the seven 
deadly sins (Pride, Greed, Envy, Anger, Lust, Gluttony, Sloth).  The rain lasts for one day per success level, 
when it stops raining the effects of the spell are over.  This spell only affects people with a soul, vampires 
and other soulless creatures are unaffected by this spell. 
 
Spell:  Scry   Quick Cast: No  Power Level: 1  
Requirements:  A crystal, a string, a map and a personal object of the one being scryed. Also a short 
incantation.  
Effects:  The crystal will pin point on the map the location of the person being scryed. This however only 
gives their location at that moment. And will not give their location if it is not on the map. 
 
Spell:  Shadow Hide  Quick Cast: Yes  Power Level: 4  
Requirements:  The burning of incense and a 15 minute ritual invoking the powers of shadow.  For a witch 
or warlock a mere gesture.  
Effects:  This spell allows the spell caster to pull a shadow over them and a few other people like a blanket, 
covering them and making them unseen as they hide in the shadows.  This spell lasts for one minute per 
success level.  If light is shined on the shadow, it will bend as a normal shadow and continue to conceal the 
caster and their friends as they are kept in the shadow.  Only if enough light is shone on the shadow to 
destroy it will it disappear and reveal the people that were concealed within it. 
 
Spell:  Shield of Karma  Quick Cast: Yes  Power Level: 2 
Requirements:  A short ritual invoking the spiritual essence of karma, for a witch or warlock a mere 
gesture.  
Effects:  This spell creates a protective barrier around the target giving them a +10 armor.  The barrier is 
intangible to touch, but helps against damage the target may be inflicted with.  This spell lasts for 1 minute 
per success level. 
 
 
 
 



Spell:  Sleep   Quick Cast: Yes  Power Level: 3  
Requirements:  An incantation and some chanting, for a witch or warlock a mere phrase.  
Effects:  This spell causes the target to become tired and want to sleep for one hour per success levels.  The 
target may resist this spell by making a Willpower doubled roll.  This spell does not knock a target out, 
only make them sleepy. 
 
Spell:  Substitutiary Locomotion Quick Cast: Yes  Power Level: 5  
Requirements:  The Star of Astoroth, which is a star shaped pendant, and reciting the words, "Treguna 
Mekoides Tracorum Sadis Dee."  
Effects:  The spell has the power to animate a few pieces of clothing and some tools, giving them a life of 
their own.  They will obey the person who cast the spell.  The spell only lasts for one hour per success 
level, after that the items and clothes will return to normal.  In combat it takes a full turn for the items to 
become animated before they can be commanded.  This spell can be cast at a higher level for a greater area 
of effect. 
 
Spell:  Swarm of Death  Quick Cast: Yes  Power Level: 8  
Requirements:  A ritual lasting several minutes in which a bug is sacrificed, for a witch or warlock a mere 
phrase or gesture.  
Effects:  This spell causes insects to dig and eat their way out of the target.  They do five times Willpower 
per Success Levels of damage.  The type of bug is random and is at the Director's discretion.  The bugs can 
come out of the mouth, eyes, and other orifices as they continue to do damage.  The damage of the spell is 
divided over success level turns.  Once the spell is complete the bugs simply disappear. 
 
Spell:  Teleportation Binding Quick Cast: No  Power Level: 6  
Requirements:  A lengthy ritual in which a black paint is formed using rare ingredients.  The paint is then 
used to create four symbols on the walls that represent north, south, east, and west.  
Effects:  This spell is used to stop creatures from either teleporting in, or out of a room.  Four symbols must 
be created on the north, south, east, and west walls using a specially prepared paint made from rare 
ingredients.  Once the symbols are on the wall, the incantation is completed and the four symbols are 
activated.  The spell lasts for one hour per success level.  However people can leave the room under normal 
means. 
 
Spell:  Time Freeze  Quick Cast: Yes  Power Level: 5 
Requirements:  Burning of herbs and a 20 minute ritual, for a witch or warlock a mere gesture or phrase.  
Effects:  This spell causes the area in question to become frozen in time for one minute per Success Level.  
The objects in the frozen time can be manipulated, but if someone were to enter the area, they then would 
become frozen in time. 
 
Spell:  Translocation Trick Quick Cast: Yes  Power Level: 7 
Requirements:  A ritual invoking the powers of change and some rare herbs, for a witch or warlock, a 
mere word or gesture.  
Effects:  This spell causes the caster and target to exchange the places they are at, as well as appearances.  
To most around them they will not even notice the change.  This does not change their bodies, only the 
looks.  The spell lasts for 1 minute per success level before they switch back. 
 
Spell:  Unseen Ink  Quick Cast: No  Power Level: 4  
Requirements:  This spell requires a lengthy ritual and the use of a drop of the caster's blood.  
Effects:  This spell creates a small bottle amount of ink that only the caster can see.  The ink can be used to 
write on anything and will only be visible to the caster.  Anyone else looking at the ink will see nothing at 
all.  This spell is permanent until dispelled. 
 
Spell:  Ventriloquism  Quick Cast: Yes  Power Level: 1  
Requirements:  A five minute ritual, for a witch or warlock a mere gesture.  
Effects:  This spell allows the caster to make it seem as though their voice were coming from somewhere 
else.  It lasts for one minute per success level.  The caster may change the location of the voice during the 
spell, or just make the voice appear to come from everywhere. 



Spell:  Water Walk  Quick Cast: Yes  Power Level: 3  
Requirements:  A ritual lasting several minutes cast near the body of water to be walked on, for a witch or 
warlock a mere phrase or gesture.  
Effects:  This spell allows the caster to walk on water as if it were solid ground for one minute per success 
level.  If the caster falls while walking on the water, she will fall into the water as normal and will end up 
swimming. 
 
Spell:  Weather Eye  Quick Cast: No  Power Level: 3 
Requirements:  The burning of incense and a small ritual invoking the power of the four winds.  
Effects:  This spell allows the caster to predict the weather for one day per success level.  Once the spell is 
cast for the duration of the spell, the caster merely needs to look at the sky and can predict what the weather 
is doing now, and in the future up to the duration of the spell. 
 
Spell:  Whispering Wind  Quick Cast: Yes  Power Level: 2 
Requirements:  Burning incense in the wind, and a 15 minute ritual.  For a witch or warlock, a mere 
gesture.  
Effects:  The spell allows the caster to send a message to anyone they have previously met before by 
simply speaking it onto the wind.  Only the person to whom the message is sent can hear it.  The message 
may also take time to get to the person as it travels on the wind to the desired individual. 


