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1. INTRODUCTION

This document establishes the official "house rules" for the Nyrwood DCC RPG campaign. Unless explicitly modified herein,

all standard mechanics are governed by the  DCC RPG Core Rules.  References to page numbers formatted as "(p. 130)"

directly refer to the Core Rules tome.

Nyrwood Campaign House Rules 2



2. MAJOR CHANGES TO MAGIC

This section outlines structural changes enacted on the magic and spellcasting frameworks to better adapt the campaign to its

setting constraints.

Bye Bye Clerics

Clerics are no longer a playable character class. In this setting, divine power acts directly through the interventions of the

gods themselves, rather than being channeled through specialized mortal player conduits. While priests, cultists, and ministers

exist as background occupations, they remain exclusively Non-Player Characters (NPCs). This shift is a deliberate structural

attempt to realign the system with the gritty tradition of "Appendix N" fantasy fiction. The classic pulp fantasy novels of the

20th century feature iconic examples of wizards, warriors, thieves, and bizarre demi-humans, but rarely include a designated

front-line  battle-medic  or  combat  cleric.  Eliminating  them  from  the  roster  shifts  the  tactical  dynamic  of  the  game

significantly.

To fill the structural void left by the cleric class, players have access to a new playable class: the Druid. Mechanically, Druids

leverage most of the Cleric rules from the core book, but they channel their magic from the primordial forces of nature rather

than a singular deity.  Druids are almost universally Neutral  in alignment (reproducing the alignment strictures found in

classic D&D). A notable structural exception to this rule is "The Old Man" from the Seventh Thrall of Sezrekan adventure

modules.

Schools of Magic

In accordance with Joseph Goodman's editorial encouragement found on page 320 of the Core Rules, this campaign formally

organizes arcane energy into distinct  Schools of Magic. In the Nyrwood setting, magic is categorized into five recognized

schools:  Healing Magic,  Elemental Magic,  Eldritch Magic (Black Magic),  Enchantment Magic (White Magic),  and

Nature Magic.

The first four schools are restricted entirely to Wizards. The fifth school, Nature Magic, is the exclusive domain of the Druid

class. There are no "Wizards of Nature" in this universe, as wizardry is understood to be an innately unnatural distortion of

cosmic reality. In this campaign framework, a "school" represents an esoteric school of thought or an analytical approach to

spellcasting rather than an institutional academy or physical learning center. Wizards specializing in different disciplines may

debate the phlogistonic variances across categories, but the intricacies of these classification methods remain completely

opaque to non-wizards.

School Class Restriction Primary Focus & Themes

Healing Wizard (Specialization) Restoration, biological protection, and vitalization.

Elemental Wizard (Specialization) Mastery over the physical forces and structures of nature.

Eldritch Wizard (Black Magic) Ancient secrets, entity summoning, and dark entropic energies.

Enchantment Wizard (White Magic) Manipulation of the mind, sensory illusions, and subtle

influence.

Nature Druid (Exclusive) The neutral balance, flora, fauna, and cycles of the natural world.

Nyrwood Campaign House Rules 3



3. THE NEW NATURE OF HEALING

Without a dedicated Cleric in the party roster, surviving lethal dungeons requires a fundamental shift in perspective. Medical

treatment becomes significantly costlier, slower, and often bound to dangerous cosmic bargains. In classical pulp fiction,

heroes like Conan do not venture into crypts alongside combat medics; minor injuries are slept off over a night of rest, while

severe traumas force them to hole up inside exotic strongholds for weeks at a time.

Ways to Restore Hit Points

Under the standard rules as written (RAW) of the DCC RPG, characters primarily heal through three methods: the Cleric's

Lay on Hands ability or restorative spells (such as  Cure Paralysis or  Restore Vitality), natural sleep (recovering 1 HP per

night or 2 HP for a full day and night), or magical items and potions. Under these house rules, the healing toolkit is expanded

but highly regulated:

Druidic Arts: Druids can utilize the Lay on Hands mechanic and cast restorative spells directly from the standard Cleric

spell list as outlined in their specific school.

Sleep It Off: Natural rest is significantly amplified compared to the core rules. Characters now recover hit points equal to

1 + STA + (CL / 2) (rounded up) per night of standard rest, or  2 + STA + CL for a full day and night of complete

immobility. This links biological recovery directly to overall  health and character power, meaning veteran characters

rebuild their physical reservoirs faster.

Magical Artifacts: Occasional magic items, specialized potions, and artifacts function exactly as described in the core

rules.

Mundane  Healing: Characters  can  seek  out  or  train  in  expert  occupations  (Alchemists,  Herbalists,  or  Healers)  to

administer  practical  medicine,  prepare  non-magical  compounds,  or  perform  surgeries.  These  detailed  options  are

expanded in the sections below.

Patron Intervention: Wizards bound to extraplanar patrons can utilize the Invoke Patron spell to beseech cosmic forces

for physical restoration. This can yield massive spikes of healing but comes at a steep price, always requiring a minimum

sacrifice of 1 point of permanent or temporary Spellburn.

The Healing School: Arcane practitioners who specialize as Wizards of Healing Magic gain explicit access to traditional

clerical restoration formulae.

Divine Intercession: A character can pray under the spiritual guidance of an ordained NPC priest. Any recovery achieved

this way represents a direct, miraculous act of the god rather than a player-driven spell. Because priests are peaceful

citizens rather than adventurers, they are treated as Level 0 NPCs with 1d4 Hit Points, remaining safe within their home

temples.

Healing Oriented Occupations

Characters possessing relevant background skills can provide crucial aid during rest intervals:

Alchemist: Proficient in gathering and identifying obscure alchemical materials ("eye of newt" and rare mineral deposits)

to distill basic tonics or combine poultices that stabilize or restore raw physical vitality.

Dwarven Apothecarist: Specializes in subterranean mineral salves, deep wound packing, and fortifying elixirs designed

specifically to counteract underground toxins, venomous bites, and severe deep-tissue crushing.

1. 

2. 

3. 

4. 

5. 

6. 

7. 

• 

• 
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Healer: The traditional backbone of secular medicine. Trained to staunch severe bleeding, clean and suture open slashes,

set fractured bones, and provide palliative comfort that grants patients the mechanical benefit of rest without requiring

complete immobility.

Herbalist: Possesses comprehensive expertise in regional flora. Able to harvest and boil curative roots, leaves, and barks

into fast-acting tinctures that accelerate natural recovery or eliminate non-magical sickness.

Mundane Triage & Apothecary Rules

Any player character  with the background occupation of Alchemist,  Herbalist,  or  Healer  can dedicate downtime or rest

intervals  to  executing  non-magical  treatments.  These  procedures  rely  entirely  on  secular  expertise  rather  than  cosmic

spellcraft, requiring a standard Occupational Skill Check (d20 + Intelligence Modifier) against the designated Difficulty

Class (DC) of the specific compound, herb, or surgery.

1. The Alchemist: Chemical Synthesis

Alchemists mix stable minerals, reactive acids, and concentrated elemental extracts to engineer restorative or stimulating

battlefield compounds. Synthesizing an item requires 1 hour of uninterrupted downtime, access to a functional Alchemy

Kit, and a raw silver or gold cost representing hazardous chemical reagents and specialized glassware.

DC Compound Name Reagent Cost Combat & Wound Remedy Effect

10 Oil of Vigor 5 silver pieces Wound Sealer: Can be rapidly smeared over a dying

character's mortal injuries. Instantly stabilizes the patient,

bypassing the need for an ally to roll a standard "Turn

Over the Body" Luck check.

15 Cauterizing Salts 1 gold piece Tissue Welder: Heals 1 point of physical damage

immediately upon application. Additionally, if applied to a

target who has suffered a Critical Hit, it instantly halts any

ongoing bleeding metrics or physical attribute penalties

imposed by that specific critical injury.

20 Phlogistonic Salts 3 gold pieces Smelling Salts: Snapped directly under the nose of an

unconscious, dying, or paralyzed character. The sudden,

violent cellular shock forces the recipient to instantly

stand up, regain 1d3 temporary Hit Points, and act

normally on the very next combat round.

2. The Herbalist: Wilderness Foraging

Herbalists navigate the organic bounty of the wilderness to grind fast-acting poultices and boil metabolic tonics. Gathering

active roots and flora requires 1 hour of active foraging within an appropriate wilderness ecosystem. Because these remedies

rely on raw, unpreserved biological matter, all herbal compounds rapidly decompose, completely losing their medical potency

and spoiling after exactly 2 days (48 hours).

• 

• 

Nyrwood Campaign House Rules 5



DC Remedy Name Environment Combat & Wound Remedy Effect

10 Soothe-Sap Paste Any Wilds / Rural Bruise Relief: A sticky, pungent resin mash that dulls

localized trauma and deep, throbbing tissue pain. Restores

1d3 Hit Points to a wounded living character.

15 Dream-Root Infusion Forests / Mountains Metabolic Accelerator: Shredded roots boiled into a

bitter evening tea. The recipient enters a profound, deep,

and heavily restorative state of sleep. Upon completing a

standard overnight rest, the character doubles their natural

healing recovery (recovering 2 HP per character level

instead of the standard 1 HP).

20 King's-Weed Extract Mountains / Caves Antidote Mash: A highly concentrated paste that clears

basic organic impurities. Restores 1d6 Hit Points to a

character. Alternatively, if pressed into a wound within 3

rounds of a poison injection or venomous bite, it grants

the victim an immediate, reactive reroll on their Fortitude

saving throw.

3. The Healer: Practical Barber-Surgery & Triage

Healers bypass laboratory gear and wilderness foraging entirely. Armed with bone saws, cauterizing irons, curved needles,

and sterile gut-thread, they manually force a ruined body back into structural alignment. Executing an aggressive medical

procedure requires 1 hour of intense, physically agonizing work and a fully stocked Healer's Kit.

DC Treatment Name Requirements Combat & Wound Remedy Effect

10 Field Stitching Needle & Gut-Thread

(1 sp)

Sew Up Cuts: The healer needles a gaping slash shut

without anesthesia. Instantly binds the flesh and restores

1d4 Hit Points to a conscious, wounded character.

15 Iron Cauterization Campfire & Iron Blade Cauterize Wounds: The healer presses a red-hot iron

implement directly into a mortal, open wound. This

violently stabilizes a dying character and drags them back

to full consciousness with exactly 1 Hit Point. The patient

is left permanently and distinctively scarred.

20 Kinetic Bone-Setting Wooden Splints &

Rags

Accelerate Healing: The healer brutally snaps splintered

bones back into structural alignment and massages blood

flow into crushed tissue. The patient immediately rolls

and recovers 1 full class Hit Die (HD) of hit points on the

spot. The patient must sit entirely still during the hour

required to perform this agonizing manipulation.

Universal Rule: The Diminishing Returns Save

A mortal body can only withstand a limited threshold of physical packing, metal branding, and chemical alteration before its

biological systems become overtaxed and begin to violently reject medical treatment.

The Safe Threshold: A character can safely benefit from exactly one Alchemical Compound, one Herbal Remedy, and

one Healer Surgery Treatment per game day with guaranteed mechanical success.

• 
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Pushing the Limit: For any subsequent mundane medical application of any type attempted on that same character

within the same game day (such as a second alchemical poultice,  an additional surgical stitching, etc.),  the patient's

constitution threatens to reject the care. The recipient must immediately roll a Fortitude Saving Throw.

The Difficulty Class: The base save begins at DC 13. The DC automatically scales up by +3 for each individual dose or

treatment successfully absorbed past the safe threshold on that day.

Save Outcomes & Consequences:

•  Success: The patient's  system successfully internalizes the treatment.  The compound or procedure yields its full

mechanical effect and healing as standard.

• Failure: The body violently rejects the care (stitches split open under physical stress, or the compound triggers a fit

of severe cold sweats and vomiting). The treatment is completely wasted, provides zero mechanical benefit, and that

specific  category  of  medicine  (Alchemy,  Herb,  or  Surgery)  cannot  be  attempted  on  that  patient  again  until  they

complete a full night's rest.

4. DEITIES AND DEMIGODS

The role of religion, divinity, and cosmic alignments in the house rule universe is governed by three operational principles:

Direct  Action: Gods govern the operational  variables of  the world directly.  Priests  act  as  guides,  philosophers,  and

historical intercessors, never as personalized magical conduits.

Luck: Luck points represent a direct, tangible gift from the gods. This resource is directly influenced by a character's

strict adherence to or betrayal of their chosen cosmic alignment.

Religious Diversity: Structural religious layouts vary across regions, promoting singular local deities, rigid monotheistic

dogmas, or vast pantheistic collectives.

5. CATEGORIZED SCHOOLS OF MAGIC

This section outlines the comprehensive tables of spells available to practitioners of each respective school of thought. Most

spells are shared across multiple disciplines. These explicit listings override the default "Kinds of Magic" section found on

page 106 of the Core Rules.

Guide to Table Notations (Asterisks):

The asterisks appearing on specific spell names mirror their functional usage within the core rules framework:

Single Asterisk (*): Indicates that the spell possesses cross-class utility or baseline mechanical alterations from its

standard casting rules. For instance, *Detect Magic* or *Detect Evil* traditionally cross over between Clerical and

Wizard listings in the source tables.

Double  Asterisk  (**): Denotes  spells  inextricably  bound  to  extraplanar  Patrons  and  corresponding  Spellburn

requirements (such as *Invoke Patron* or *Patron Bond*), requiring dedicated physical sacrifice to initiate.

• 

• 

• 

• 

• 

• 

• 
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Healing Spells

These  spells  are  available  to  Wizards  specializing in  the  Healing School  of  Magic.  Note:  Custom campaign spells  are

highlighted below.
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Level Original Class Spell Name Core Page

1 Cler Blessing 255

1 Wiz Cantrip 130

1 Wiz Charm person 131

1 Wiz Chill touch 133

1 Wiz Comprehend languages 136

1 Wiz Detect magic* 260

1 Wiz Enlarge 139

1 Wiz Feather fall 140

1 Wiz Find familiar 141

1 Wiz Flaming hands 142

1 Cler Food of the gods 262

1 Wiz Invoke patron** 144

1 Wiz Magic missile 144

1 Wiz Mending 147

1 Cler Paralysis 264

1 Wiz Patron bond** 148

1 Wiz Phlogistonic Bio-Welding House Rules

1 Cler Protection from evil 265

1 Wiz Read magic 152

1 Cler Resist cold or heat 266

1 Wiz Ropework 153

1 Wiz Sleep 155

1 Wiz Ward portal 160

2 Wiz Arcane affinity 162

2 Cler Cure paralysis 272

2 Cler Curse 273

2 Wiz Detect evil* 259

2 Wiz Detect invisible 165

2 Wiz ESP 166
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Level Original Class Spell Name Core Page

2 Wiz Fire resistance 169

2 Wiz Forget 170

2 Wiz Invisibility 172

2 Wiz Levitate 176

2 Wiz Locate object 178

2 Cler Neutralize poison/disease 277

2 Cler Restore vitality 278

2 Wiz Scare 191

2 Wiz Scorching ray 192

2 Wiz Strength 198

2 Wiz Wizard staff 199

3 Wiz Binding 270

3 Wiz Breathe life 202

3 Wiz Dispel magic 208

3 Wiz Eternal champion 214

3 Cler Exorcise 288

3 Wiz Fireball 216

3 Wiz Fly 217

3 Wiz Haste 221

3 Wiz Make potion 223

3 Wiz Paralysis 264

3 Wiz Planar step 225

3 Cler Remove curse 289

3 Wiz Runic alphabet, fey 227

3 Wiz Slow 228

3 Wiz Transference 232

3 Wiz Turn to stone 233

3 Wiz Water breathing 235

3 Wiz Write magic 236
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Level Original Class Spell Name Core Page

4 Wiz Lokerimon's assistance 241

4 Wiz Polymorph 243

4 Cler Sanctify/desecrate 298

4 Wiz Wizard sense 245

5 Wiz Magic bulwark 251

5 Wiz Mind purge 252

FEATURED CUSTOM SPELL: PHLOGISTONIC BIO-WELDING

Level 1 Wizard Spell | Healing School Specialization

Range: Touch (Self or Other) Duration: Instantaneous Casting Time: 1 Action Save: None

General Description: The wizard directly manipulates the luminous, semi-fluid elemental ether known as phlogiston

—the volatile,  primordial life-fluid of cosmic heat.  Channels of raw ether are aggressively injected into a broken,

bleeding, or physically compromised living organism. Exposed flesh meltingly fuses together like hot tallow, splintered

bones snap violently back into mechanical alignment with audible wet pops and crackling bursts of kinetic sparks, and

collapsed internal organs re-inflate like over-pressurized leather bellows.

All hit points recovered via this spell are determined by rolling the recipient's standard class Hit Dice (HD), including

their Stamina modifier as normal (minimum 1 point per die). If an effect grants healing over time during rest, these

additional Hit Dice are rolled when the rest condition is met.

Targeting Dynamics: Self vs. Other

Wielding a high-pressure plasma stream changes the experiential reality of the magic entirely based on who is on the

receiving end of the torch:

• Casting on Others: The wizard acts as an external biological mechanic, holding the arc away from their own body.

The procedure is violently loud and smells of scorched hair,  but the caster remains completely insulated from the

physical sensory feedback loop.

• Casting on Self: The wizard connects the live etheric line directly into their own somatic circuit. Enduring the deeply

surreal,  highly disturbing theater of watching their own skin bubble,  hiss,  and solder itself back together causes a

massive sensory overload. For 1d6 minutes afterward, the wizard's voice echoes with a bizarre, buzzing metallic reverb,

and their vision shifts entirely into an inverted thermal spectrum where cold environments look pitch black and living

creatures glow like neon street  signs.  This provides absolutely no mechanical  bonuses or penalties—it is  purely a

jarring, cosmic side-effect of self-inflicted phlogistonic engineering.

Nyrwood Campaign House Rules 11



Spellburn Advantage: Fueling the Furnace

When a wizard utilizes spellburn to cast this spell, they are flinging their own physical cellular mass into the etheric

engine as clean fuel. This raw sacrifice purifies the erratic streams of phlogiston, yielding a focused advantage to the

healing outcome:

• For each point of physical ability score (Strength, Agility, or Stamina) sacrificed to fuel this cast, the wizard may

reroll a single "1" rolled on any of the recipient's healing Hit Dice. The new result must be kept, even if it is another 1.

Unused rerolls from spellburn points are lost once the healing pool is finalized.

Judge's Note: The caster  achieves the specific effect  matching their  spell  check roll.  However,  due to the highly

malleable and custom-tailored nature of phlogistonic restructuring, the wizard may freely choose to manifest any lower

success result instead of the maximum roll achieved if a less intense biological restructure is desired.

Manifestation (Roll D4)

D4 Visual Manifestation Effect

1 A stream of blinding, boiling neon-orange plasma jets from the wizard's fingertips, completely encasing the target

in a crackling, fluidic cocoon of raw etheric power during reconstruction.

2 The wizard's skeletal structure glows blindingly green through their translucent flesh as an immense, concussive

WHUMP sound rattles the immediate area, instantly filling the air with the sharp scent of ozone.

3 The caster violently vomits up a dense cloud of shimmering violet vapor that unceremoniously funnels down the

target's throat and into their open wounds, knitting tissue from the inside out.

4 The recipient's entire body rhythmically expands and contracts like a pneumatic forge bellows, spraying harmless,

static blue electrical discharge from every pore until the biological weld is completed.

Misfire (Roll D4)

D4 Misfire Result

1 The phlogiston violently leaks into the surrounding terrain! The immediate 10-foot radius centered on the caster

becomes heavily slicked in an extremely slippery, iridescent, and highly flammable etheric grease (Reflex save DC

12 or fall prone; ignites instantly if exposed to fire).

2 The wizard suffers a gaseous inversion! The wizard's torso balloons up to three times its normal volume for 1 hour.

They gain 30 lbs, cannot wear armor, and their movement speed is reduced by half, though they bounce around

harmlessly and float slightly if dropped.

3 Thermal backdraft. Instead of injecting vital heat, the cosmic ether violently drains all thermal energy from the

immediate area. Both the caster and the intended target suffer 1d4 points of cold damage as their eyebrows and

eyelashes instantly frost over.

4 The erratic life-fluid leaks into an inanimate possession. A random mundane item on the wizard's person (such as a

scroll tube, component pouch, or left boot) sprouts a gibbering, toothy mouth and a blinking eyeball for 24 hours,

constantly screaming bizarre wizardly complaints.
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Corruption (Roll D4)

D4 Corruption Result Effect

1 Minor: The caster's fingers become permanently stained a glowing, luminous neon-orange that persistently smells

of caramelized sugar and sulfur, glowing softly in dark spaces.

2 Minor: The caster's blood supply becomes permanently phlogistonic. Whenever they bleed or take physical

damage, their blood bubbles violently like boiling oil and emits wisps of thick, sweet white smoke.

3 Major: The caster's eyes undergo full thermal mutation, transforming into glowing, pupil-less neon-yellow orbs.

This grants darkvision out to 60 feet but inflicts a permanent -2 penalty to Personality checks with standard,

superstitious townsfolk.

4 Major: One of the caster's limbs becomes permanently rubbery and semi-translucent under direct sunlight, visibly

revealing swirling, multi-colored currents of raw etheric power pulsing and churning beneath the skin.
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Spell Check Results
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Spell Check

Roll
Result Effect

1 Catastrophic Collapse, Loss, Misfire & Corruption: The magic backfires exponentially. The spell is lost

for the remainder of the day, and the wizard must immediately roll on both the Misfire table and the

Corruption table.

2-4 Loss, Failure & Misfire: The phlogiston erupts erratically out of containment. The spell fails completely, is

immediately wiped from the caster's memory for the remainder of the day, and the wizard must roll on the

Misfire table.

5-7 Loss & Failure: The plasma matrix implodes and turns to slag. The spell fails completely and is lost from

the caster's memory for the remainder of the day.

8-10 Simple Failure: The ether fails to ignite, venting away safely as a gentle, tepid breeze. The spell fails, but

the wizard successfully maintains control of the formula and retains the spell in memory.

11-13 Mild Etheric Coaxing: The wizard introduces just enough volatile thermal phlogiston to gently excite the

target's cellular matrix. Heals 1 Hit Die of hit points. The patient's skin becomes intensely hot to the touch,

and they emit a heavy odor of burnt toast for 1 hour.

14-15 Energized Bio-Overnight Rest: The kinetic fluid seals minor lacerations and forces simple bone fractures

back into position with a loud, sickening crunch. Heals 1 Hit Die of hit points immediately. Furthermore, the

recipient's natural restorative state is vastly energized; they recover an additional 1 Hit Die of hit points

during their next standard overnight rest.

16-17 Vigorous Gaseous Inflation & Cellular Purification: Primal vital fluid violently courses through the

subject's circulatory system, fusing damaged muscular tissue and fully setting complex broken limbs. Heals

2 Hit Dice of hit points immediately. Simultaneously, the cascading thermal energy flushes the recipient's

body, completely destroying all mundane biological diseases, infections, and rotting plagues including the

total, miraculous reconstruction and healing of tooth decay, gum abscesses, and dental structural

degradation. The treated limbs appear severely sunburned and emit a soft, neon-green luminescence in

darkness for 24 hours.

18-19 Phlogistonic Reconstitution & Day-Rest Overdrive: The boiling vital fluid fills the recipient's internal

cavity, vaporizing internal hemorrhaging and cauterizing ruptured deep arteries. Heals 2 Hit Dice of hit

points immediately and eliminates any blindness, deafness, or muteness resulting entirely from physical

trauma. Additionally, their natural recovery systems enter overdrive: for the next 48 hours, they heal an extra

2 Hit Dice of hit points whenever they complete a full day or night of rest. The target enters a state of

euphoric hysteria, laughing uncontrollably for 1d4 rounds.

20-21 Sub-Atomic Blast-Welding: A brilliant wave of crackling plasma restores the body. Heals 3 Hit Dice of hit

points immediately. In addition to standard physical mending, the chaotic essence rapidly regenerates

recently severed minor appendages (fingers, toes, ears, teeth) through a bubbling, translucent slime that

solidifies into fresh, healthy flesh over the course of 1 minute.

22-23 Plasma-Core Overdrive: A blinding flash of pure kinetic-vital energy perfectly rebuilds entirely shattered

bone structures and shredded internal organs. Heals 4 Hit Dice of hit points immediately. The target is so

violently re-energized by the fluid that they receive a +2 bonus to Initiative and a +1 bonus to all attack rolls

for 1 hour.

24-26 Etheric Cellular Re-Arrangement: The wizard executes architectural biological miracles. Heals 5 Hit Dice

of hit points immediately. This effect can permanently reattach a completely severed limb if held firmly

against the stump during casting. The target's superficial genetics get slightly scrambled, causing them to

grow a thick patch of bright purple fur or shimmering reptile scales that sloughs off completely after 24

hours.
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Spell Check

Roll
Result Effect

27-29 Ultimate Molecular Restructuring: The phlogistonic flood entirely flushes the target's physical vessel.

Heals 6 Hit Dice of hit points immediately. It completely incinerates all mundane poisons, toxins, and

venomous infections, and instantly straightens and mends any withered or long-standing crippled limbs.

30-31 Hyper-Vitalization Matrix & Radiant Plasma Splash: The caster forces an absolute, overflowing density

of life-essence into the subject. Heals 8 Hit Dice of hit points immediately and fully restores up to 1d4

points of physical ability score drain (Strength, Agility, or Stamina) previously suffered. Due to the over-

pressurized density of the phlogiston loop, a brilliant shockwave of loose vital energy violently detonates

outward from the impact point: anyone (friend or foe alike) standing within a 10-foot radius of the primary

recipient is instantly caught in the raw plasma spray and recovers 2 Hit Dice of hit points as their own

ambient wounds spontaneously fuse and knit.

32+ Cosmic Phlogistonic Ascension: The target is entirely atomized and reconstructed in a glorious explosion

of cosmic fire. The target is instantly healed to full maximum hit points, all maimings or permanent injuries

are completely erased, and their skin takes on a metallic bronze sheen that grants them immunity to critical

hits and a +2 bonus to AC for the next 24 hours.

Elemental Spells

These spells are available to Wizards specializing in the Elemental School of Magic.
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Level Original Class Spell Name Core Page

1 Wiz Animal summoning 129

1 Wiz Cantrip 130

1 Wiz Chill touch 133

1 Wiz Choking cloud 134

1 Wiz Color spray 135

1 Wiz Comprehend languages 136

1 Wiz Detect magic* 260

1 Wiz Enlarge 139

1 Wiz Find familiar 141

1 Wiz Flaming hands 142

1 Wiz Force manipulation 143

1 Wiz Invoke patron** 144

1 Wiz Magic missile 144

1 Wiz Magic shield 146

1 Wiz Patron bond** 148

1 Wiz Read magic 152

1 Wiz Spider climb 156

1 Wiz Ward portal 160

2 Wiz Arcane affinity 162

2 Wiz Fire resistance 169

2 Wiz Invisibility 172

2 Wiz Invisible companion 173

2 Wiz Knock 175

2 Wiz Levitate 176

2 Wiz Locate object 178

2 Wiz Ray of enfeeblement 190

2 Wiz Scorching ray 192

2 Wiz Shatter 193

2 Wiz Spider web 196
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Level Original Class Spell Name Core Page

2 Wiz Strength 198

2 Wiz Wizard staff 199

3 Wiz Binding 270

3 Wiz Breathe life 202

3 Wiz Dispel magic 208

3 Wiz Emirikol's maelstrom 213

3 Wiz Eternal champion 214

3 Wiz Fireball 216

3 Wiz Fly 217

3 Wiz Gust of wind 219

3 Wiz Haste 221

3 Wiz Lightning bolt 222

3 Wiz Planar step 225

3 Wiz Runic alphabet, fey 227

3 Wiz Slow 228

3 Wiz Sword magic 229

3 Wiz Turn to stone 233

3 Wiz Water breathing 235

3 Wiz Write magic 236

4 Wiz Control fire 238

4 Wiz Control ice 239

4 Wiz Polymorph 243

4 Wiz Transmute earth 244

5 Wiz Hepsoj's fecund fungi 247

5 Wiz Lokerimon's hunter 249

5 Wiz Mind purge 252

5 Wiz Replication 253
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Eldritch Spells

These spells are available to Black Magic Wizards specializing in the Eldritch School of Magic.
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Level Original Class Spell Name Core Page

1 Wiz Animal summoning 129

1 Wiz Cantrip 130

1 Wiz Chill touch 133

1 Wiz Choking cloud 134

1 Wiz Comprehend languages 136

1 Wiz Detect magic 260

1 Wiz Feather fall 140

1 Wiz Invoke patron** 144

1 Wiz Patron bond** 148

1 Wiz Read magic 152

1 Wiz Ropework 153

1 Wiz Runic alphabet, mortal 154

1 Wiz Sleep 155

1 Wiz Spider climb 156

2 Wiz Arcane affinity 162

2 Wiz Detect evil* 259

2 Wiz Detect invisible 165

2 Wiz ESP 166

2 Wiz Invisible companion 173

2 Wiz Levitate 176

2 Wiz Locate object 178

2 Wiz Magic mouth 180

2 Wiz Monster summoning 184

2 Wiz Nythuul's coat 186

2 Wiz Phantasm 187

2 Wiz Ray of enfeeblement 190

2 Wiz Scare 191

2 Wiz Scorching ray 192

2 Wiz Spider web 196
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Level Original Class Spell Name Core Page

2 Wiz Strength 198

2 Wiz Wizard staff 199

3 Cler Animate dead 285

3 Wiz Binding 270

3 Wiz Consult spirit 204

3 Wiz Demon summoning 206

3 Wiz Dispel magic 208

3 Wiz Eldritch hound 211

3 Wiz Emirikol's maelstrom 213

3 Wiz Eternal champion 214

3 Wiz Fireball 216

3 Wiz Fly 217

3 Wiz Gust of wind 219

3 Wiz Haste 221

3 Wiz Lightning bolt 222

3 Wiz Paralysis 264

3 Wiz Planar step 225

3 Wiz Runic alphabet, fey 227

3 Wiz Slow 228

3 Wiz Sword magic 229

3 Wiz Transference 232

3 Wiz Turn to stone 233

3 Wiz Water breathing 235

3 Wiz Write magic 236

4 Wiz Control fire 238

4 Wiz Control ice 239

4 Wiz Polymorph 243

4 Wiz Transmute earth 244

5 Wiz Hepsoj's fecund fungi 247
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Level Original Class Spell Name Core Page

5 Wiz Lokerimon's hunter 249

5 Wiz Magic bulwark 251

5 Wiz Mind purge 252

5 Wiz Replication 253

Enchantment Spells

These spells are available to White Magic Wizards specializing in the Enchantment School of Magic.
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Level Original Class Spell Name Core Page

1 Wiz Animal summoning 129

1 Wiz Cantrip 130

1 Wiz Charm person 131

1 Wiz Chill touch 133

1 Wiz Choking cloud 134

1 Wiz Comprehend languages 136

1 Wiz Detect magic 260

1 Wiz Ekim's mystical mask 137

1 Wiz Enlarge 139

1 Wiz Feather fall 140

1 Wiz Find familiar 141

1 Wiz Invoke patron** 144

1 Wiz Mending 147

1 Wiz Patron bond** 148

1 Wiz Read magic 152

1 Wiz Ropework 153

1 Wiz Runic alphabet, mortal 154

1 Wiz Sleep 155

1 Wiz Ventriloquism 158

1 Wiz Ward portal 160

2 Wiz Arcane affinity 162

2 Wiz Detect evil 259

2 Wiz Detect invisible 165

2 Wiz ESP 166

2 Wiz Fire resistance 169

2 Wiz Forget 170

2 Wiz Invisibility 172

2 Wiz Invisible companion 173

2 Wiz Levitate 176
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Level Original Class Spell Name Core Page

2 Wiz Locate object 178

2 Wiz Magic mouth 180

2 Wiz Mirror image 182

2 Wiz Monster summoning 184

2 Wiz Nythuul's coat 186

2 Wiz Scorching ray 192

2 Wiz Spider web 196

2 Wiz Strength 198

2 Wiz Wizard staff 199

3 Wiz Breathe life 202

3 Wiz Consult spirit 204

3 Wiz Dispel magic 208

3 Wiz Eldritch hound 211

3 Wiz Emirikol's maelstrom 213

3 Wiz Eternal champion 214

3 Wiz Fireball 216

3 Wiz Fly 217

3 Wiz Gust of wind 219

3 Wiz Haste 221

3 Wiz Lightning bolt 222

3 Wiz Make potion 223

3 Wiz Paralysis 264

3 Wiz Planar step 225

3 Wiz Runic alphabet, fey 227

3 Wiz Slow 228

3 Wiz Sword magic 229

3 Wiz Turn to stone 233

3 Wiz Water breathing 235

3 Wiz Write magic 236
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Level Original Class Spell Name Core Page

4 Wiz Control fire 238

4 Wiz Control ice 239

4 Wiz Lokerimon's assistance 241

4 Wiz Polymorph 243

4 Wiz Transmute earth 244

5 Wiz Hepsoj's fecund fungi 247

5 Wiz Lokerimon's hunter 249

5 Wiz Magic bulwark 251

5 Wiz Mind purge 252

5 Wiz Replication 253

Nature Spells

These spells are available exclusively to Druids.

Nyrwood Campaign House Rules 25



Level Original Class Spell Name Core Page

1 Wiz Animal summoning 129

1 Cler Blessing 255

1 Wiz Comprehend languages 136

1 Cler Darkness 258

1 Cler Detect evil 259

1 Cler Detect magic 260

1 Wiz Find familiar 141

1 Cler Food of the gods 262

1 Cler Holy sanctuary 263

1 Cler Paralysis 264

1 Cler Protection from evil 265

1 Wiz Read magic 152

1 Cler Resist cold or heat 266

1 Cler Second sight 267

1 Cler Word of command 268

2 Cler Banish 269

2 Cler Binding 270

2 Cler Cure paralysis 272

2 Cler Curse 273

2 Cler Divine symbol 275

2 Cler Lotus stare 276

2 Cler Neutralize poison/disease 277

2 Cler Restore vitality 278

2 Cler Snake charm 280

2 Cler Stinging stone 282

2 Cler Wood wyrding 284

3 Cler Bolt from the blue 287

3 Cler Exorcise 288

3 Cler Remove curse 289
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Level Original Class Spell Name Core Page

3 Cler Speak with the dead 290

3 Cler Spiritual weapon 291

3 Cler True name 293

3 Wiz Write magic 236

4 Cler Cause earthquake 296

4 Cler Sanctify/desecrate 298

4 Cler Vermin blight 300

5 Cler Righteous fire 301

5 Cler Weather control 302

5 Cler Whirling doom 303

6. CHECKPOINT: APPENDIX N ARCHETYPES

To cross-examine the validity of these house rules, this section reviews iconic figures from pulp fantasy to see if they fit more

cleanly within this framework than standard rules as written allow:

Aragorn: Clearly demonstrates significant healing expertise, yet acts predominantly as a frontline martial asset. Because

dedicated "Rangers" are not numerous enough to justify a dedicated character class, these rules model Aragorn perfectly

as a Warrior possessing the background occupation of either Healer or Herbalist.

Elrond: Revered as the premier medical specialist in Middle-earth. These house rules cleanly represent Elrond as an Elf

character who has dedicated their arcane casting progression to the Healing School of Magic.

Elric of Melniboné: A definitive archetype of the  Eldritch (Black Magic) Wizard.  His operational dependence on

catastrophic forces and his extraplanar entity patron, Arioch, are dynamically handled using  Invoke Patron and  Patron

Bond mechanics. His legendary vampiric runic blade, Stormbringer, is represented via the Sword Magic spell, which is

natively accessible to the Eldritch school.

The Gray Mouser: An exceptional example of a  Wizard of Enchantment (White Magic), modeling his innate wit,

misdirection, and manipulative flair through spells designed to alter perception and mental clarity.

Ged (A Wizard of Earthsea): Easily mapped as a  Wizard of Elemental Magic, highlighting his core mastery over

names and direct manipulation of physical natural balances.

7. APPENDIX: FUNNEL HOUSE RULES

These specific mechanical restrictions apply strictly to Character Funnel play sessions (Level 0 characters):

Each participating player is dealt one randomized roster sheet containing four Level 0 characters. Players are permitted to

trade character sheets freely, provided both parties are in mutual agreement.

• 

• 

• 

• 

• 

• 
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Players  select  exactly  three  active  characters  to  initiate  the  adventure.  The  remaining  character  is  designated  as  a

"Reserve" and circled on the sheet. In the disastrous event of a Total Party Kill (TPK), the collective group is permitted a

final, last-ditch attempt to complete the objective using their accumulated reserve characters.

For all four generated characters (including the inactive reserve), players must define: 

Name: Can be a simple moniker or descriptive nickname.

Alignment: Must  choose between Chaotic,  Neutral,  or  Lawful.  This choice will  carry definitive roleplaying and

mechanical weight.

Description: Brief overview including visual styling, apparel, age, or distinctive accents.

Players must designate one of their three active characters as the group's Leader, marking them with a visible star. In the

event of that character's death, a surviving team member must immediately be promoted to leader and starred.

All Level 0 characters under a player's control operate on a singular initiative profile. The player rolls initiative for their

block using their current designated Leader's Initiative modifier. As a result, it is strategically advantageous to place the

character with the highest reflex modifier in leadership roles.

Combat tactics for Level 0 characters reflect their total lack of military experience—resembling five-year-olds on a soccer

field. Characters move collectively as a loose clump. On spatial tactical maps, a single combined token may represent a

player's complete character cluster.

Regardless of disparate professional backgrounds or social status, all four generated characters under a player's sheet are

assumed to reside together within a single shared shack.

• 

• 

◦ 

◦ 

◦ 

• 

• 

• 

• 
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