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Spells

rgnite
Evocation (Fire)
Level: Drd 1, Sor/Wiz 1
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Target: 1 flammable item (max. 1 cubic ft./2 levels)
Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

This spell causes any single flammable item to catch fire,
entirely consuming the item. Flammable items affected by
this spell include a piece of paper, a book, fabric, straw,
hair, a rug, oil, or anything else that the GM would con-
sider easily set ablaze. This spell does not work on treated
pieces of wood including doors, walls, most floors, chests,
weapon handles or hilts, shields, wagon wheels, the hull or
mast of a ship, or anything else that the GM deems not
easily flammable. A flammable item is consumed in a single
round.

The fire that burns the item does so at the precise tem-
perature required to consume the item. If the item is being
held, worn by, or is part of a creature (such as a beard), a
Will save will negate the effects of the spell. Failing the
save causes the item to burn, dealing 1d4 points of fire
damage if it was in contact with skin (therefore a shirt will
cause fire damage, but not a cloak hanging over clothes or
armor.) When igniting oil in a vial or flask the container
will not explode, the fluid is simply consumed.

This spell does not work on magical items such as spell
scrolls, spellbooks, potions or any magical garments.

Cnguls
Evocation (Fire)
Level: Drd 4, Sor/Wiz 5
Components: V, S, M
Casting Time: 1 round
Range: Medium (100 ft. + 10 ft./level)
Target: All items carried on 1 creature
Duration: 1 round
Saving Throw: Will negates
Spell Resistance: No

This spell is similar to the spell ignite, but affects all of the
items located on a single creature. The spell will cause
flammable items, both non-magical and magical, to be con-
sumed in a fiery burst that takes but a single round.

All items on the creature are by definition attended,
and therefore they all receive a Will save to negate the ef-
fects of this spell. The target creature must make an indi-
vidual Will save for each of the flammable items on their
person. Affected items include all fabrics, papers, oil, any
wooden weapons (clubs, bows, arrows, crossbow bolts, pole

arm shafts, quarterstaffs, etc.), and wooden shields. Met-
als, leather, minerals, and glass are not affected by this
spell. The target creature will take 1d4 points of fire dam-
age for each item held or worn (in contact with skin) that
fails its saving throw and is therefore consumed in flame,
to a maximum of 5d4.

Magical items, such as spell scrolls, magical cloaks and
spellbooks may use their own save bonus or that of the
creature attending them, whichever is higher. Minor arti-
facts and artifacts are not affected by this spell.

Material Component: a small cube of magnesium or sul-
fur.

ﬁpontaneous Qombustion

Evocation (Fire)

Level: Drd 7, Sor/Wiz 8
Components: V, S

Casting Time: 1 full round

Range: Medium (100 ft. + 10 ft./level)
Target: 1 creature (see text)
Duration: Instantaneous

Saving Throw: Fortitude partial
Spell Resistance: Yes

This spell causes the molecules in the target’s body to os-
cillate so fast that the target will spontaneously combust
from the inside out. If the target fails a Fortitude save,
their torso will instantly erupt in flames, fire will shoot
from every orifice, their flesh will burn, and they will be re-
duced to ash. If the target makes their Fortitude save then
they still suffer 8d8 hit points of fire damage. Spells or
magic items of protection from fire will work as normal
against the fire damage, but only complete immunity to fire
can prevent death in the event of a failed saving throw.

This spell affects creatures of large size or smaller.
Huge sized or larger creatures will not be consumed by the
spell, but will take 8d8 points of fire damage, half damage
if they make their Fortitude save. This spell works against
living and undead creatures, including outsiders and
plants, but not against constructs or elementals.

The hunter held his breath as the deer
approached—a mother and its young. Silently, slowly,
he drew back an arrow and aimed down its slender shaft.
He had hoped for a buck, but was too hungry to be picky.
Suddenly, his bow and arrow burst into flame,
burning his ungloved hands. At first he was too
stunned to notice that his clothes and his quiver of arrows
were also ablaze, but the pain quickly caught his
attention. In a moment he stood naked except for his
leather tunic and huntsman’s knife belted at the side. Then
he noticed the druid standing beneath a nearby oak,
wagging an accusing finger in his direction.
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Open Game Content and Licenses

This publication of this Twin Crowns: Age of Exploration Fantasy supplement is done under the
Open Game License version 1.0a and a draft version of the D20 System Trademark License by permission
from Wizards of the Coast. Once finalized, subsequent publications of this supplement will incorporate final
versions of both licenses.

This publication contains Open Game Content, as defined below. Open Game Content may only be
Used under and in accordance with the terms of the Open Game License as fully set forth in this Appendix.

Designation of Product Identity: The following items are hereby designated as Product Identity in
accordance with Section 1(e) of the Open Game License, version 1.0: All Living Imagination logos and
identifying marks and trade dress, including all Living Imagination Games Product and Product Line
names; all artwork, illustration, graphic design, maps and cartography; the story, storyline, plots, thematic
elements, dialogue, incidents, language, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations contained herein; all rituals
detailed in the publication, both arcane and divine in nature; all religious orders, merchant houses, merchant
companies, and mage guilds detailed in the publication; all feats detailed in the publication except for those
identified as Open Game Content; all deities of Ptalmanar, the spell domains that share their names, and the
specifics of each church’s organization of its worshippers; all Royal and Imperial provinces, bodies of
water, geological features, cartography and locations in the world of Ptalmanar; PC races of shallorians,
kithraas and khesta; amphites; and the metaphysical system of “The Maker’s Plan,” wherein all sentient
beings on Ptalmanar have five lives to live before ultimate and final death. Product Identity includes the
proper names of Argon, Bellinger, Brashtamere, Faya, Grumach, Jaad, the Maker, Mirenae, Solaron,
Triquill, Ullon, the Unmaker, the Wylds, and all other proper names of various parts of this Product Iden-
tity.

Designation of Open Game Content: The system of arcane and divine rituals.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc (“Wizards™). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contrib-
uted Open Game Content; (b)”Derivative Material” means copyrighted material including derivative works
and translations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does not embody the
Product Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including transla-
tions and derivative works under copyright law, but specifically excludes Product Identity. (¢) “Product
Identity” means product and product line names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, lik formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License
except as described by the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as
to compatibility, except as expressly licensed in another, independent Agreement with the owner of each
clement of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trade-
mark or Registered Trademark in conjunction with a work containing Open Game Content except as ex-
pressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trade-
mark. The use of any Product Identity in Open Game Content does not constitute a challenge to the owner-
ship of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of
the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Rules Document
Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave Arneson. Ignite, Engulf, and Spontaneous Combustion Spells
Copyright 2002 Living Imagination, Inc.

END OF LICENSE

D20 System Trademark License

Draft Version 0.4. The following text is Copyright © 1999 Wizards of the Coast. All Rights
Reserved.

1. Definitions.

1.1. “License” means this document.

1.2. “Publication” means any distribution of material under the terms of this License.

1.3. “D20 System Trademarks” means the words “D20 System,” and the D20 System logo.

1.4. “D20 System Reference Documents” means the copyrighted work owned by Wizards of the
Coast and identified by that name.

1.5. Each licensee is addressed as “You”.

2. The License.

2.1. Offer and Acceptance: Wizards of the Coast offers You the right to Accept the terms of this
License.

You are permitted to use the D20 System Trademarks only in compliance with this License. Use of
the Trademarks under any other circumstances is permissible only with explicit written permission from
Wizards of the Coast. Distribution of any Publication which uses the D20 System Trademarks indicates
your acceptance of the terms of this License.

2.2. Consideration: In consideration for agreeing to use this License, Wizards of the Coast hereby
grants You a worldwide, royalty-free, non-exclusive license to use the D20 System Trademarks as described
in this License.

3. Terms and Conditions.

3.1. Limitation of License

3.1.1. No Publication distributed under the terms of this License may contain information on creat-
ing characters compatible with the D20 System Reference Document v0.0.

3.1.2. No Publication distributed under the terms of this License may contain information explaining
the effects on characters or advancing in “level” as that term is defined in the D20 System Reference Docu-
ment v0.0.

3.1.3. The document known as the D20 System Reference Document v0.0 contains a section titled
“Restricted Terms and Definitions”. You may not use any term described in that section in any way other
than as described in that section in a Publication covered by this License. If the D20 System Reference
Document is revised by Wizards of the Coast, you may use any version of the “Restricted Terms and Defi-
nitions” section of any version of the D20 System Reference Document issued by Wizards of the Coast.

3.2. Required Notices

3.2.1. You must include a copy of this License with every Publication covered by this License that
you distribute.

3.3. Wizards of the Coast Logos and Trademarks

3.3.1. You may place a notice in the Publication that reads: “Requires the use of the Dungeons &
Dragons ® Player’s Handbook, Third Edition, published by Wizards of the Coast ®.” If typography per-
mits, the “®” indicia should be converted to the recognized “circle R” character.

3.3.2. If you use the provisions in 3.3.1, you must attach the following notice to the Publication:
“Dungeons & Dragons ® and Wizards of the Coast ® are Registered Trademarks of Wizards of the Coast,
and are used with Permission.” If typography permits, the “®” indicia should be converted to the recognized
“circle R” character.

3.3.3. You may not use the Dungeons & Dragons ® or Wizards of the Coast ® trademarks in adver-
tising or in any material separate from the Publication, or in any other way other than that described in
Section 3.3.1 and 3.3.2.

3.4. Use of the D20 System Logo

3.4.1. If the Publication is not an electronic file, You must include on either the front, spine, or back
cover of a Publication distributed under the terms of this License the graphical icon known as the “D20
System” logo, which must appear at a size no smaller than .5 (one half) inches by .5 (one half) inches.

3.4.2. If the Publication is an electronic file, the “D20 System” logo must appear in the first area of
the Publication displayed when a user views the Publication under normal conditions. The logo must not be
smaller than .5 (one half) inches by .5 (one half) inches.

3.4.3. If an Electronic Publication cannot reproduce a graphic element (for example, an ASCII text
file), the file must contain the text “This file contains material based on the D20 System. The D20 System
and the D20 System logo are trademarks owned by Wizards of the Coast and used under the terms of the
D20 System Trademark License.”

3.4.4. The logo may not be obscured by any other graphic element.

3.4.5. No other alterations of the “D20 System” logo are permissible.

3.5. Permission to use the D20 System Trademarks

3.5.1. You are granted permission to use the “D20 System” Trademarks in advertising connected
with a Publication distributed under the terms of this License.

3.5.2. You are granted permission to use the D20 System Trademarks in advertising copy and
package copy to describe any Publication distributed under terms of this License.

3.5.3. You are prohibited from claiming ownership or Trademark interest in the “D20 System” logo,
or the “D20 System” Trademarks.

3.5.4. You are prohibited from using the “D20 System” logo or the “D20 System” trademarks in
association with a Publication that does not include content derived at least in part from the D20 System
Reference Document.

4. Inability to Comply Due to Statute or Regulation.

If it is possible for You to comply with any of the terms of this License with respect to some or all of
the Covered Materials due to statute, judicial order, or governmental regulation then You may not Publish
any Covered Material so affected.

6. TERMINATION

This License and the rights granted hereunder will terminate automatically if You fail to comply
with all terms herein and fail to cure such break within 45 days of becoming aware of the breach. All subli-
censes to the Covered Materials which are promptly granted shall survive any termination of this License.
Provisions which, by their very nature, must remain in effect beyond the termination of this License shall
survive.

7. MISCELLANEOUS
If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.



