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Introduction
The heart of fantasy lies with its embrace of magic. Whether a
group of brave heroes are struggling to overcome a barrage of
fireballs and lightning bolts or recovering a sunblade to use against
the forces of vampiric evil, the elements of magic are an icon to
adventure. Magic represents both enemy and ally; a tool that can
be used for both good and ill.

Harnessing the power of magic is something that every
character strives to do in one form or another. Paladins seek their
holy avengers, bards seek mystical instruments to augment the
power of their song, clerics
bring down divine wrath
and blessings upon those
they encounter in their
lives, druids bring power
from the very earth itself—
and so the story unfolds.

Spells & Magic tries to
embrace this view; there’s
something in here for any
character class seeking to
embrace the roots of magic.
Whether you’re seeking to
play a barbarian true to his
tribe’s totem, a bard
seeking to amplify the
power of his voice, or a
pure spellcaster desiring to
walk different paths of
magic, you’ll find
something within these
pages to spark your
imagination. New
philosophies of magic,
feats, spells, magic items,
and more await you.

What’s
Needed?
In order to take full
advantage of Spells &
Magic, you’ll need the PHB
and DMG, both published
by Wizards of the Coast.

How to Use
this Book
Spells & Magic presents a
number of different
prestige classes, feats, spells, and magic items. Each of these items
are detailed in separate chapters, and all of the materials are useful
to both players and GMs. Players should check with their GM
before bringing any materials from Spells & Magic to their game.

Chapter 1 details all of the new feats in this book. While many
of them are tied directly to prestige classes, it’s a relatively simple
matter to adopt them to a variety of different character concepts.

Chapter 2 details the blood mage prestige class. These are
casters that use the power of their blood to fuel their spells.

Chapter 3 discusses the nuances of dragon magic and presents
the members of the dragon mage prestige class. Hoard your
treasure and sign up today!

Chapter 4 discusses Faery magic and presents the faerier
prestige class. Bards, druids, and rangers typically follow the path
of the fey.

Chapter 5 presents mirror magic. Those who rely on mirrors
to power their spells have mastered the craft of making
mastercraft mirrors and empowering them with the most

powerful spells known.
Chapter 6 belongs to

those that follow the Path
of Jewels. Gems can
contain powerful magic,
and the jewel mages that
master them present
many opportunities to
adventurers and NPCs
alike.

Chapter 7 is home to
the rune mage. Powerful
casters that rely on runes
to power their magic,
theirs is an ancient art.

Chapter 8 leads to the
Path of Shades. Not every
road into this domain of
magic is an evil one, yet
those who choose to
become shadetouched
have a lifetime of
challenges awaiting
them.

Chapter 9 rings forth
with the spellsinger!
Primarily a bardic
prestige class,
spellsingers can greatly
enhance their abilities by
following this career.

Chapter 10 presents
totem magic. Long
associated with
barbarians and shamans,
totems present a way to
awake innate magic tied
to a sacred creature.

Chapter 11 presents
more than 120 new spells
to bring into your
campaign. These spells

are for more than just wizards and sorcerers, though, and all
spellcasting classes will find something new in this chapter.

Chapter 12 finishes off the book by providing new magic
items.

Have Questions?
If you have questions about this product, please send an email to
questions@bastionpress.com. In addition, you can also talk with
other players at the Bastion Press message boards
(www.bastionpress.com).
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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 Re
served.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material includ
ing derivative works and translations (including into other com
puter 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 Iden
tity and is an enhancement over the prior art and any addi
tional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, in
cluding translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Product Iden
tity” means product and product line names, logos and identi
fying marks including trade dress; artifacts; creatures charac
ters; stories, storylines, plots, thematic elements, dialogue, inci
dents, language, artwork, symbols, designs, depictions, like
nesses, formats, poses, concepts, themes and graphic, photo
graphic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, loca
tions, environments, creatures, equipment, magical or super
natural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly iden
tified 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, de
signs that are used by a Contributor to identify itself or its prod
ucts 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 oth
erwise 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, world
wide, royaltyfree, nonexclusive license with the exact terms
of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are con
tributing original material as Open Game Content, You repre
sent 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 COPY
RIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying 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 element of that Product Identity. You agree
not to indicate compatibility or coadaptability with any Trade
mark or Registered Trademark in conjunction with a work con
taining Open Game Content except as expressly licensed in an
other, independent Agreement with the owner of such Trade
mark or Registered Trademark. The use of any Product Identity
in Open Game Content does not constitute a challenge to the
ownership 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 distrib
uting are Open Game Content.

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

10 Copy of this License: You MUST include a copy of this Li
cense with every copy of the Open Game Content You Distrib
ute.

11. Use of Contributor Credits: You may not market or adver
tise 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 gov
ernmental regulation 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 ex
tent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc. Spells & Magic Copyright 2002, Bastion Press, Inc. System
Reference Document  Copyright 1999, 2000 Wizards of the Coast,
Inc.

Bastion Press Open
Gaming Content

The entire contents of Spells & Magic v3.0 is considered
Open Content, except for the cover, artwork, and other
graphic elements. The cover, artwork, and other graphic
elements are Product Identity and owned solely by Bastion
Press, Inc.
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