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Enchantress, Channeller, Wizard; call them what
you will. These are the true magic users. Their
ability to cast spells far out does any other class
that has the ability to tap the magical essence of
the land. The path they follow is long and hard but
worth its magical rewards, which is lucky, for
earning respect as a magic user is not easy, even if
you are good at what you do. But respect can
come.

As the magic user gets more powerful they are able
to create bigger and better SPELLS. As they
become wiser they learn how to use these SPELLS
to help themselves and their friends. They are also
able to create magical items as they become more
knowledgeable and may even go on to discover
new SPELLS. For a Wizard the only limits are their
POWER and imagination.

The SPELLS they cast are learnt from more
powerful Wizards, from other wandering magic
users or research. They keep knowledge of the
SPELLS they learn in Spell Books and on scrolls.

SRILLY AVAILABLE

SKILL/ABILITY
Alchemical Script
Ambidexterity

Armour - Light

Armour - Medium

Armour - Elven Mail

Bind Minor Wounds

Body Points - Basic (2)
Body Points - Body Building
Bravery

Component Foraging

Creature Knowledge

Discern Wounds

Alchemy - Distillation - Shard I
Alchemy - Distillation - Shard II
Alchemy - Distillation - Shard III
Alchemy - Distillation - Shard IV
Alchemy - Distillation - Shard V
Etiquette

Evaluate

Literacy - Basic

Literacy - Advanced

Lore

Magical Identification

Magical Item Creation

Magical Script

Numeracy - Basic

Numeracy - Advanced

Power (49)

Spells - 1 Power

Spells - 2 Power

Spells - 3 Power

Spells - 4 Power

Spells - 5 Power

Spells - 6 Power

Spells - 7 Power

Spells - 8 Power

Spells - 9 Power

Spells - 10 Power

Subdue

Teach

Weapon Skill - 1 handed
Weapon Skill - 2 handed
Weapon Skill - Dagger
Weapon Skill - Pole

Weapon Skill - Thrown
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