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Freeze (Wizard) 
Means: throw a blue spell ball and if it hits the 

target there is an effect. 

Effect: the affected target must remain frozen in 

place for 30 seconds. 

 

Charges: the caster receives as many charges as 

their level permits up to a limit of eight. If the 

caster levels up, they receive one additional 

charge per level raised. 

 

Recharge: there are no recharges unless another 

scroll book is found. 

 

How to learn the spell? In order to unlock this 

spell the caster must tell Gandalf the Grey the 

Elvish word for "freeze". 

 

 



Sleep (Wizard) 

Means: throw a yellow spell ball and if it hits the 

target there is an effect. 

Effect: the affected target must remain sleeping 

(lying on the ground) for 60 seconds. 

 

Charges: the caster receives as many charges as 

their level permits up to a limit of Four. If the 

caster levels up, they receive one additional 

charge per level raised. 

 

Recharge: there are no recharges unless another 

scroll book is found. 

 

How to learn the spell? In order to unlock this 

spell the caster must tell Gandalf the Grey the 

Elvish word for "sleep". 

 

 



Fireball (Wizard) 

Means: throw a red spell ball and if it hits the 

target there is an effect. 

Effect: the affected target loses exactly half of 

its remaining hitpoints. If a wraith, for example, has 

20 hit points and is struck by the fireball it now 

has 10 hit points. If that same wraith is hit again, it 

goes from 10 to 5 hit points, etc. 

 

Charges: the caster receives as many charges as 

their level permits up to a limit of two. If the 

caster levels up, they receive one additional 

charge per level raised. 

 

Recharge: there are no recharges unless another 

scroll book is found. 

How to learn the spell? In order to unlock this 

spell the caster must tell Gandalf the Grey the 

Elvish word for "fire". 

 



Heal Wraith Touch (cleric) 

Means: throw a green spell ball and if it hits the 

target there is an effect. 

Effect: the affected person is healed from the 

touch of a wraith. The affected rejoins the land 

of the living and their hitpoints are completely 

restored. If Heal Wraith Touch is cast on someone 

not currently in the wraith world, it heals the 

target 2 hps. 

 

Charges: the caster receives as many charges as 

their level permits up to a limit of three. If the 

caster levels up, they receive one additional 

charge per level raised. 

 

Recharge: there are no recharges unless another 

scroll book is found. 

 

How to learn the spell? In order to unlock this 

spell the caster must tell Gandalf the Grey the 

Elvish word for "heal". 



Astral Walk (cleric) 

Means: throw an Oragne spell ball to the ground. 

Effect: astral walk enables the cleric (and their 

party) to escape danger: the cleric throws the ball 

down and any player characters within 30 feet of 

the cleric are projected 200 feet in any direction. 

Any enemy nearby must wait for the cleric and their 

party to get 200 feet away before rejoining the 

pursuit (or just count to 60 before pursuing again). 

 

Charges: the caster receives only one astral walk 

charge. Clerics do not receive more astral walks 

per level. Instead the spell is considered a blessing 

from their patron god or goddess. 

 

Recharge: there are no recharges unless another 

scroll book is found or a special item is 

discovered. 

 

How to learn the spell? tell Gandalf the Grey the 

Elvish word for "walk". 


