WARDING

Ward against Channelers

[Fire, Spirit] (Common)
Level: 1-10
Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./2 levels)
Target: See text
Duration: Concentration
Saving Throw: None
Weave Resistance: No 
You create a dome-shaped weave around an area, through which channelers of the same gender as you cannot pass. Channelers outside the dome cannot enter it; channelers inside (including the caster) cannot exit it. Physical objects, creatures, channelers of the opposite gender, and people of your gender who cannot channel can pass through the boundaries of the dome without affecting the weave.

This weave typically appears as a dome, but its shape can be altered to any equivalent volume when cast. When cast within an enclosed area, such as a room or cavern, the weave tends to conform to the shape of the space.

	Casting Level
	Area

	1
	5-ft. radius circle

	2
	10-ft. radius circle or small room

	3
	25-ft. radius circle or large room

	4
	50-ft. radius circle or moderate-sized building

	5
	150-ft. radius circle or large building

	6
	300-ft. radius circle or very large building

	7
	750-ft. radius circle

	8
	1500-ft. radius circle

	9
	1-mile circle

	10
	5-mile circle





Ward Shadowspawn


[Air, Fire, Spirit] (Rare)
Level: 5
Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One shadowspawn creature
Duration: Concentration
Saving Throw: Will negates (harmless)
Weave Resistance: Yes


You weave a ward around a shadowspawn creature, which attaches itself to the target and is mobile as the shadowspawn moves. For the duration of the weave, the target is invulnerable to detection from Sense Shadowspawn, though they remain vulnerable to mundane forms of detection, as well as the smelling abilities of a Sniffer or a Wolfbrother. 


	Casting Level
	Target

	4
	Medium or smaller

	5
	Large

	6
	Huge

	7
	Gargantuan

	8
	Colossal


