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Introduction 3
The Well of Spells 

No one truly understands the origins of the Well of Spells. Although some ancient texts and akashic references speak of a “spell-

well” or spellsource, none reveal its beginnings. How could such a thing be? A few say that it must be the result of the death

of some god of magic, and the spells themselves are his still-flowing lifesblood.

T
his well is a source of magical knowledge—not a source of

raw magical power like the power cysts found throughout

the land, but a source of fully formed and completely

unknown spells. Although none can tell you where the lore comes

from, any mage can confirm that a never-ending font of new spells

is extremely valuable.

However, the well is also extremely dangerous.

The Well of Spells lies within the forest known as the

Harrowdeep, in a region that the local faen call the Glitterdark.

This strange area seethes with magical power, rendering spells that

detect magic useless—everything in the Glitterdark is magical. It

is the home of many mysterious and unique creatures, all with

mystical powers and abilities, and most with no love for intruders

into their forest. Even the faen avoid the Glitterdark unless they

have no choice.

The well itself lies within a rift in the earth that some say is

utterly bottomless. Certainly, no one has ever found its limits. The

spells of the spellwell appear as words and symbols that flow

upward from the rift onto the stones and soil around it. Touching

the physical manifestation of a spell causes it to discharge immedi-

ately, which can be extraordinarily hazardous. The only way to safe-

ly take part in the knowledge flowing from the Well of Spells is to

find a safe place nearby and study the words and symbols as best

you can, using knowledge of spellcraft or perhaps a spell to help

you read magic.

Eventually, when the spells have flowed a certain distance from

the well itself, they fade. No one has successfully determined

whether they are gone forever or are simply “recycled” by the well

and ejected again later. Most estimate that about six to ten new

spells come up out of the well every day, with as many as 20 to 30

visible at any given time. The spells slide up out of the well at vary-

ing speeds, most moving from 1 to 6 feet an hour.

But neither the shifting spells nor even the dangerous magical

beasts roaming the Glitterdark is the mystical explorer’s real con-

cern when visiting the Well of Spells. The real danger is the

strange effect known as reincorporation. Living crea-

tures near the well sometimes find all or parts of

their physical form disintegrated and instantly

replaced with unstable, magical matter. The

new material in their bodies functions—for

the most part—but at some random time

after this reincorporation, the matter changes

to a completely different form. Observed changes include glass,

iron, wood, dust, water, the flesh of another creature, the

rearranged flesh of the same creature, an entire different creature,

a mass of tiny insects, or even into energy which violently

explodes. This horrible phenomenon seems to affect some who

remain in the area for an hour, and all who spend more than three

to four hours within sight of the well.

In any event, the importance of the Well of Spells and the

lengths to which eager mages will go to reach it shows the overall

significance of spells in the lands of the Diamond Throne. This

book presents hundreds of spells and a new magical system to gov-

ern them. Did some come from the Well of Spells? Probably. But

most came from the diligent study and development of mages

throughout history. What you have before you is the grimoire of

Monte Cook’s Arcana Unearthed—a collection of the best-known

spells in the lands of the Diamond Throne.

What Is This Book?
Monte Cook’s Arcana Unearthed is a variant player’s handbook contain-

ing new character classes, races, spells, feats, plus alternate rule sys-

tems for spellcasting and other game functions. This volume, the

Arcana Unearthed Grimoire, collects all the new spells and the magic

rules from that book. Use these spells and rules to enhance your own

d20 System games. You can use everything in this book alongside the

3rd Edition or revised 3rd Edition Player’s Handbook.

This book will expand your available spellcasting options dramati-

cally. Here’s what you’ll find in each chapter of the Grimoire for

Monte Cook’s Arcana Unearthed:

Chapter One: Magic: Anyone who’s a little tired of the tradition-

al “prepare, then cast” method of handling spells will love the abili-

ty to alter a spell’s power and weave together minor spells into larg-

er ones. Also, spell templates let you customize spells to fit your

character.

Chapter Two: Spells: This book offers dozens of pages of new

spells, each complete with guidelines for heightening and diminish-

ing its effects and for creating a magic item from it.

Bonus source material and ideas to augment the informa-

tion in Monte Cook’s Arcana Unearthed appear on

my website. Find the 
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links to these free web enhancements at the book’s product page

online at <www.montecook.com/mpress_MHB1.html>.

This rulebook is protected content except for items specifically

called out as Open Game Content on the title page. For full details,

please turn to page 92. Open content is not otherwise marked in

the text of this book.

Spell Flexibility
Spells in the Arcana Unearthed Grimoire are not just set, unchange-

able programs, but flexible, customizable options for players. Each

spell can be diminished or heightened to produce a spectrum of

effects. It can be laden to hold more

power. It can be woven with

other spells to cast a

more powerful spell.

Adding spell templates

can change the

nature of a spell and its effects. Casters can add in new material

components to change the effects.

Magic is fluid and subject to the whims of the individual caster,

thus it remains always mysterious and fascinating.

What Other Books
Do I Need?
You don’t need any other books to take advantage of the new spells

and magic rules that follow. However, the text of the Arcana

Unearthed Grimoire  makes reference to various character classes,

races, and feats found in Monte Cook’s Arcana Unearthed. You will

need that book if you’d like to learn more about these references,

though it’s not essential that you do so.

Arcana Unearthed is available only in a print edition. However,

if you’d like to sample just its spellcasting classes, races, and

feats, Monte Cook’s Arcana Unearthed: Way of the Staff is avail-

Monte Cook’s Arcana Unearthed: Grimoire4
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able now in electronic (PDF) form. Nonspellcasting classes,

races, and feats are collected in Monte Cook’s Arcana Unearthed:

Way of the Sword PDF. Both of these books are d20 System titles

from Malhavoc Press that, like this one, excerpt portions of the

larger volume.

Throughout this book, you will find mentions of some basic

game concepts (such as certain conditions or specific magic items)

explained more fully in the DMG. You will also read some refer-

ences to monsters found in the MM.

The setting that serves as a backdrop for the new rules in Arcana

Unearthed is called Dor-Erthenos, the Lands of the Diamond

Throne. If you’d like more setting details, look for The Diamond

Throne from Malhavoc Press. This sourcebook contains prestige

classes, magic items, and monsters intended to be used with the

rules in this book. It also contains more back-

ground material regarding the setting where all

these giant warmains, sibeccai oathsworn, and

verrik witches live. Of course, the book is writ-

ten so that you can design your own campaign

world with it, creating your own setting filled

with unfettered, akashics, sprytes, litorians,

and so on.

The rules in this book are entirely com-

patible with other fantasy roleplaying sup-

plements you might already own. In fact,

Monte Cook’s Arcana Unearthed DM’s

Screen and Player’s Guide offers conver-

sions to help you translate your existing

campaign material, as well as character

sheets and an extra-wide horizontal

screen. Plague of Dreams from Fiery

Dragon Productions and Siege on

Ebonring Keep from Mystic Eye

Games offer introductory adven-

tures, but you can also use fantasy

adventures meant to go along with

the core rules. Monster books like

the Creature Collection series and

Tome of Horrors from Sword &

Sorcery can add a nice variety,

and Counter Collection IV: The

World of the Diamond Throne

from Fiery Dragon

Productions adds to the gam-

ing experience with full-color

counters. If miniatures are

more your style, check out

the Arcana Unearthed line

from Iron Wind Metals.

Introduction 5
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Magic
Magic is a vital part of the fantasy world, and an important part of every character’s career—particularly spellcasters’. This chapter

details all the facets of casting spells and dealing with their effects.

F
irst, there are a few magic-related special terms you should

keep in mind as you read this chapter and as you review

Chapter Two: Spells. Some of them you may be familiar with,

and others may be new to you.

Components: Spell components are aspects of a spell that can be

verbal (spoken), somatic (motions or gestures), material (various phys-

ical ingredients), mental (thought only), or a focus (a specific object of

power). Whether a character needs a certain type of component to cast

a spell depends on his class or perhaps a spell template. Rarely, a spe-

cific required material or focus is mentioned in the spell description.

Diminished Spell: A spell cast using a spell slot one level lower

than normal is called a diminished spell. Diminished spells have spe-

cial effects explained in the spell’s description.

Heightened Spell: A spell cast using a spell slot one level higher

than normal is called a heightened spell. Heightened spells have spe-

cial effects explained in the spell’s description.

Laden Spell: A spell cast using two slots of the spell’s level rather

than just one is called a laden spell.

Spell Slot: The various character class tables in Monte Cook’s

Arcana Unearthed show how many spells of each level a character

can cast per day. The number of spell slots is modified by bonus

spells awarded for high ability scores.

Spell Resistance: Spell resistance may negate the effect of certain

spells when cast on someone with this special ability.

The Eight Schools of Magic: Every spell belongs to a school of

magic. They are: abjuration, conjuration, divination, enchantment,

evocation, illusion, necromancy, and transmutation.

Knowing and Readying
a Spell
Before a spellcasting character can cast a spell, the player must

determine which spells she knows and has readied.

Simple, Complex, and Exotic Spells
There are three categories of spell: simple, complex, and exotic.

Each category signifies how difficult a spell is to learn and cast, and

how common it is among all spellcasters. If a character has access

to a category of spells, she has all of the spells in that category on

her list of known spells.

Simple spells are the easiest and most common. They require the

least amount of understanding of the true nature of magic and the

simplest words and gestures (if components are required). They are

the spells that teachers and masters most commonly teach their

students or apprentices.

Complex spells require a real understanding of the fundamental

underpinnings of magic. They call for a more focused state of mind

and more complex words and gestures. Most nonspellcasters can-

not even mimic (in fun or in a disguise) complex spellcasting—the

words and gestures are too bizarre to form. Only magisters can cast

complex spells without taking a special feat.

Exotic spells are the most complicated and the rarest spells of all.

Often, these are new spells, recently conceived by an individual,

and the knowledge hasn’t yet had time to spread. In fact, at some

point, as the exotic spell becomes more common, spellcasters might

develop it further and figure out a more straightforward way to cast

it. Thus, over many decades, or even generations, an exotic spell can

become a complex or even a simple spell. (This, however, is usually

out of the scope of a single campaign). Exotic spells are often very

personal—only rarely do two spellcasters know the same exotic

spells. Thus, many of them become “signature” spells that a partic-

ular caster is known for. Any spell that a caster creates personally

through research is automatically an exotic spell.

Casters learn the spells they have access to by reading books,

studying scrolls, and from studying under others. This study is

assumed to have occurred before the campaign, or during campaign

down time. Casters do not need to maintain a “spellbook” or any

other token, although many have a nice library of books of spells

and magic.

Readying Spells
All casters must ready spells before they can cast them. This simply

means choosing the spells they will be able to access when the time

comes to use their spell slots to cast them. In effect, the caster is

mystically “boning up” on the spells she wants to be able to cast.

Once a spell is readied, it does not become “unreadied,” unless the

caster readies a new set of spells that does not include this spell.

This is true even when a character gains a new level and access to

new spells—she does not change her readied spell selection until

she readies the new spells.

To ready new spells from those available to the caster, she must

spend a full hour in study and meditation, after which time she can

change which spells she has readied. Most of the time, it is

assumed that the character has access to some appropriate books or

notes on spells and magic during this period. DMs should feel free

to make the readying process take longer or become impossible if

the character is away from her notes or if conditions are not at all

conducive to concentration and study.

For example, Yareth the mage blade, at 2nd level, can ready three

0-level spells and two 1st-level spells (he gets a bonus due to his

Chapter One
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