
The Liber Heresiac was perhaps once a single book; 
the legends speak of a tome penned on the hide of the 
corporeal body of one of the Divine Sisters with the 
blood of a Demogorgon by the mage known only as 
the Dark Prophet, but no manner of divinations or 
lore has yet revealed the truth. The only this that 
seems clear is that these formula were created by 
someone willing to make very dark deals indeed to 
gain a weapon against the Trinity. 

Today, the Liber Heresiac refers to a selection of 
spells that are handed down from one magic-user to 
another. It is done quietly and secretly, because even 
knowing of these spells will arouse the suspicion of 
the Trinity Church, and actually casting them is 
deemed an utter heresy punishable by death. Even 
other religions frown upon their use, since they 
symbolize so clearly the divide between sorcery and 
the divine, and will generally let practitioners be 
handled by the Trinity Church. 

Ward of the Heresiac 
Magic-User Level 1 
Duration: 1 Round/level 
Range: Touch 

Upon casting this spell, the caster or recipient is 
warded from that which is sacred to the Trinity 
such as clerics and their magic, as well as any 
holy relics and their effects. This spell has no 
effect on laypersons of the faith; it requires 
something with an overt and clear connection. 

The effects mimic those of other Protection 
spells closely; any target affected suffers a 
penalty to hit equal to the level of the caster, and 
the recipient is granted a +1 modifier per caster 
level to saves vs any magic cast by a Trinity 
cleric (beneficial or not, and damaging spells 
cause half damage on a failed save and no 
damage on a successful save). 

Beings and manifestations of the Trinity, such as 
angelic visitations and creatures summoned by a 
cleric of the church, cannot physically touch the 
recipient of this spell at all. 

Siphon Malefica 
Magic-User Level 2 
Duration: Instantaneous 
Range: 30’ + 10’/level 

This spell interferes with the connection 
between a Trinity cleric and his/her deity, and 
instantly removes D8 levels of clerical spells 
from the clerics remaining memorized spells 
(save vs Magic for half). 

The cleric targeted selects which spells to lose, 
but must match the rolled amount as closely as 
possible. No loss can be avoided; if the only 

possibility is to pay this cost with a higher-level 
spell than required, then the cleric must still do 
so. 

For example: Elsbetha has two spells left in her 
repertoire for the day when she is struck by a 
Siphon Malefica; one level 3 spell, and one level 2. 
The D6 shows a 4, and she fails her save. In this 
case, she must lose both spells, even though their 
total exceeds the amount rolled.   

Stream of Taint 
Magic-User Level 5 
Duration: Instantaneous 
Range: 40’ 

This spell sends out a stream of demonic taint 
and hatred from the caster’s hands in a cone 40’ 
long and 40’ wide. This stream causes D8 points 
of damage per caster level to all living creatures 
(constructs and undead are unaffected), but the 
damage is halved against any creature not 
sacred to the Trinity. 

Those affected may attempt a saving throw 
versus Breath Weapon to lessen the effect; those 
already suffering half damage save for none, 
while those suffering full damage save for half. 

Ex Communia 
Magic-User Level 7 
Duration: Instantaneous 
Range: 30’ 

This dreaded spell is the reason why the Trinity 
church hunts known students of the Liber 
Heresiac without pause; if a mage manages to 
learn this magic, he is able to wreak havoc on the 
church and possibly break the advantage divine 
magic has over the arcane in the Heartlands. 

The spell is simple enough – if cast at a cleric of 
the Trinity, he/she must attempt a save vs Magic 
at -4. If this fails, the cleric’s link to the Trinity is 
severed for all times. This does not drain any 
levels, but removes all spellcasting ability from 
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that point onwards. There is no known cure or 
reversal. 

Exactly how the spell does this is not known, but 
it is clear that it is somehow tied to beings of a 
demonic origin. One theory is that the spell 
actually binds a demonic being into service to 
stand guard over the target’s metaphysical 
connection with his/her deity. A kind GM could 
allow for this theory to be true and let a planar 
quest where this being is slain restore 
spellcasting abilities if this spell should be cast 
on a PC.  

Heretic’s Rift 
Magic-User Level 9 
Duration: Instantaneous 
Range: 0 

If this spell has ever been cast through history, 
then no records of it exist. It is an ultimate 
affront to the Trinity and all it stands for, and 
also incredibly dangerous for all life on the 
material plane. 

This spell requires the caster to be present in a 
site most sacred to the Trinity church; the larger 
and more important the site, the better. The 
casting itself takes 7 hours, and during this time 
all servants of the Trinity within 7 miles will 
become acutely aware of what is happening, 

feeling it as an affront to their senses and also 
feeling a compulsion to intervene. 

If no one is able to prevent the ritual from being 
completed by killing the caster or ejecting 
him/her from the holy site, then the connection 
the site has with the Trinity will be perverted 
and redirected to the demonic planes, which has 
a number of different effects. 

The site will become sanctified to the demonic 
powers and lose all ties to the Trinity. All 
servants of the Trinity within 7 miles will also be 
possessed by a minor demon. 

If cast at a major church (DM’s discretion, but 
should be located in a town or city) and if at 
least one servant of the Trinity church with 
spellcasting abilities was sacrificed during the 
casting, then a major demon will be summoned 
to the site, and will be able to manifest in the 
church indefinitely unless the connection to the 
demonic planes is severed. The former servants 
of the Trinity will be at this creature’s beck and 
call. 

If cast at a cathedral or major center of worship 
(again, DM’s discretion, but there should be at 
most one of these per nation) then up to 7 major 
demons can be summoned this way, by making 
that same amount of sacrifices. 
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