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1st Circle Fire Discipline Spells
Cinder Smoke
Casting Action: (S*)
Duration: 5 rounds plus caster’s MRSB in rounds
Range: 12” LOS
Attack Roll/Resist Roll: - / (see below)
Drain Test: Caster’s Vigor opposed by 20 +1d20
Game Effect: Use bring into being a 4” Round AOE of obscuring, choking smoke

Description: You bring into being a 4” Round AOE Marker of coiling black smoke and 
ash. The Cloud blocks LOS from any creature seeing into or out of the cloud, any 
creature inside the cloud is granted FULL SOFT COVER (+8) to defense vs any other 
creature attacking while inside the cloud, also any creature inside or entering the cloud 
must pass a +10 Endurance Test each round or be subject to the SICKENED Condition 
(See page 187 H/20 Fantasy Guidebook) due to the choking smoke. The Sickened 
Condition lasts until the creature is no longer touching the AOE marker. The Caster of 
this spell is unaffected by the SICKENED Condition of his own spell. The spell has a 
duration 5 rounds plus the caster’s MRSB in rounds or until it is dismissed. Each 
Casting of this Spell counts as a separate spell for the purposes of calculating drain 
modifiers.

Note: a Light Wind may dismisses the spell (Treat as Open Flame) (see page 191 H/20 
Fantasy Guidebook)

Flame Bolt (lesser)
Casting Action: (S)
Duration: Instant
Range: 24” LOS
Attack Roll/Resist Roll: Caster’s Core Stat +5 +1d20 (for attack and injury)/ opposed by 
target’s Defense +1d20/Vigor +1d20
Drain Test: Caster’s Vigor opposed by 15 +1d20
Game Effect: Use 5 points of magical FIRE energy to damage a target at a max range 
of 24”.

Description: You fire a burning bolt of Rating 5 Fire Energy at a single target up to 24” 
away.  Add your Casting Core Ability +5 +1d20 opposed by the targets Defense Roll 
Modifier + 1d20. If you manage to get through the targets Defenses you roll 1d20 
modified by your Casting Core Ability +5 +1d20 opposed by the target’s Vigor Bonus 
+1d20. Normal injury rules apply. If Target is hit he must suffer secondary effects (see 
FIRE page 128 H/20 Fantasy Guidebook)
 *Note: Armor, shield and weapon bonuses of defense DO NOT apply to the target’s 
Defense Roll Bonus from this attack. 
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Resist Fire (lesser)
Casting Action: (S)
Duration: 10 rounds + Caster’s MRSB in rounds
Range: Touch
Attack Roll/Resist Roll: - / -
Drain Test: Caster’s Vigor opposed by 10 +1d20
Game Effect: Use grant a +5 Resistance Bonus to one touched target creature vs Fire 
Energy Effects and Attacks.

Description: You grant a +5 Resistance Bonus to FIRE Energy Effects and Attacks to 
one touched target creature for a duration of 10 rounds + your MRSB in rounds or until 
dismissed. The Spell is not stackable with any other Resistance Bonus for FIRE. Each 
Casting of this Spell counts as a separate spell for the purposes of calculating drain 
modifiers.
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CINDER SMOKE AOE MARKER


