Requires the Arcane Background: Witch edge, at the usual cost of three.  The character must also have in her, or his, possession a copy of the cookbook "How to Serve Your Man."  These are often reprints of Annabelle Lee Devlin and were highly regarded as stellar collections of recipes (By both witches and cooks).
Casting the spells requires a roll of a new Knowledge-based aptitude called witchcraft.  The witch must also gather components for the casting of these spells.  Unless otherwise specified the amount used should be a significant portion of what is called for.  For example if you are to use a cow's tongue for a spell the witch will need to use as much as possible; no shaving off pieces to horde it for later use.  So unless the spell calls for a specific (Measured out in ounces, liters, drops, etc.) amount of a component, assume that the whole of the item must be used.
These components are typically used up during casting and have little to no beneficial use afterward (Marshal's say on what use can be derived).  A witch must find these components as she crosses the wastes and so can use the Scroungin' TN listed near the power as a basis for the TN needed in an environment conducive to easily finding the specified component.  For example, out in the sea one might easily find a Shark fin for a love potion, but harvesting it means it warrants a higher TN than a regular ol' TN(5); so it is instead a TN(11).  These TNs will be adjusted by the Marshal as he sees fit to conform to the environment the witch is currently in.
Current Spells Available (These spells can be found on pages 105-106 of the Hell on Earth: Wasted West guidebook---not the core, but the supplement one---and have been modified as follows, primarily by including speeds for those usable in combat):
Wind used in casting witchcraft spells recovers at the rate of one point per five minutes of rest.

Beast Speak: 
Speed: 0
Witchcraft: TN(5) (+2 per additional animal)
Wind Cost: 0

Scroungin': TN(3) (+2 per additional animal)
Range: Touch.
Components: Food appropriate to the animal the witch desires to speak to.

Effect: Beast Speak allows a witch to speak with an animal (Or more depending on the situation).  The animal must be calm and the witch must feed it by hand to gain its trust.  The Marshal should increase the TNs for scroungin' up the necessary amount of food as well as the castin' roll by +2 per additional animal that will be affected by this spell (Be realistic with the number of animals this can affect at once; there's only so many wolves you can feed at once).  Once the animal has eaten from the witch's hand, it remains calm until threatened or hurt and can carry on a conversation with the witch for about ten minutes.
The witch will have to use her Animal Wranglin' or Persuasion aptitude to get the animal to do something with the Marshal setting the TN needed.

When divulging information the Marshal is encouraged to treat most animals like small children, they're clever but they don't think about things the way people do.  Animals won't be able to identify weapons, whether people were carrying weapons, or whether or not a person was a doomsayer, mutie, law dog, etc.

Eldritch Blast:  
Speed:  0

Witchcraft:  TN(5).  
Wind Cost: 0

Scroungin':  TN(3).

Range: 10 Yards per success and raise, 5 yards per success and raise for skulls.
Components: Small round balls such as marbles, baseballs, or any other sufficiently round object.  These objects must be round, so footballs, rocks, etc. won't work.  The only exception to this rule is human skulls which seem to work just fine.

Effect:  The witch charges the object with magic causing it to take on an ethereal state; it also begins to glow noticeably.  The item remains charged between 40 and 80 seconds (Determined by the Marshal).  During this time the witch may use her 
Throwin': Unbalanced aptitude to hurl the object at her foe.  She does not so much physically throw the object as use her magic to propel and guide it, hence the long range increments tied to her witchcraft check.  Standard objects deal 3 d8 damage to the target, human skulls instead deal 4 d10 damage.  Damage from Eldritch Blast ignores non-sealed mundane armors as the witch's magic guides it to susceptible areas of the target as well as the ethereal state of the object when used.
These attacks are not particularly subtle as they tend to light up an area when hurled; some attacks with skulls even scream condemnations as they close in on the target.

Any object charged with magic becomes useless when the spell's duration expires (Typically the item crumbles to dust or otherwise breaks down significantly).

Healing Poultices and Potions:  
Speed: Thirty Minutes
Witchcraft: TN(5/ 11)

Wind Cost: 10 Wind.

Scroungin': TN(7/ 13)

Components: Eye of an amphibian, green leaves, hair, one cup of clean water, a few drops of the witch's blood.

Effect: A witch can make a concoction to heal wounds by tossing some ingredients into a big ol' pot and stirring them until they have boiled down.  The witch must use her own blood for these and therefore must expend some of her wind to prepare it.  Witches must use poultices to treat external wounds and potions to heal internal wounds.  Witches can also make special potions that are used only to counter poisons or potions that can only cure diseases.  So each category is a separate poultice or potion rather than a miracle all-in-one curative.  All such treatments use the first of the listed TNs to determine castin' and scroungin' TNs.  When the witch needs to gather components and make a treatment for a supernatural disease, poison, or wound they must use the second number listed in the TNs.  Remember, Marshal, the scroungin' TN is the base so feel free to modify it based upon availability in the local scene.
Any poultice or potion made retains its potency for 1d6 days (Determined by the Marshal) after which it becomes useless.

Love Potion No.9:  
Speed: Thirty minutes.

Witchcraft: TN(7)
Wind Cost:  6
Scroungin': TN(11)

Components: A few ounces of any kind of aphrodisiac: a shark's fin, a raw oyster, a green M&M, a rhino horn, etc; also some sweat from the witch or whomever the potion is being made for.
Effect: The potion causes a person of the opposite sex (or if made differently it causes a person of the same sex) to become almost completely enthralled with the witch, or the person that it was made for.  Once ingested the potion is effective for 1 d6 hours (Determined by the Marshal).  During this time the target is willing to do just about anything that the witch asks.  A victim won't knowingly commit suicide or take any overly self-destructive action (Although with some persuasion he could be convinced to fight overwhelming odds if he feels it is the right thing to do).  A good man won't kill his wife or children, but a violent one who doesn't really care for them might.  The extent of the control over the victim is up to the Marshal.
The potion lasts for 1 d6 days (Determined by the Marshal) after being made.
Ghost Shield:
Speed: 1/ Vamoosin'
Witchcraft: TN (5/ Opposed)
Wind Cost:  1 at casting, plus 1 per round sustained.
Scroungin': TN (3-13) 

3 in an active ghost-rock mine or seam, 11 in an "inactive"  (ruined) city, 13 in an "active" city with industry and spook juice 


stills.  There is little to no chance anywhere else unless the Marshal says otherwise.

Components:  At least 1 ounce of ghost rock at casting, plus 1 ounce per round sustained.
Effect: This spell creates an eerie shield of energy that the witch can use to turn aside nearly every form of attack known in the wastes.  The witch uses one ounce of ghost rock, spends one point of wind, and uses an action to make a witchcraft check.  If successful she forms an ethereal barrier that has a 50% chance (Determined by the Marshal) to completely stop any sort of damaging attack (Including falling damage, the effects of explosions, and other area attacks).  The witch may choose to sustain her shield at the beginning of each new round of combat by spending one point of wind and charging another ounce of ghost rock.  If either of these cannot be spent then the witch loses her shield immediately at the beginning of that round.
The witch can also use this power as part of a vamoosin' action.  She must discard her highest action card to vamoose as usual, spend the one point of wind, and charge the one ounce of ghost rock (Which she must have had in hand at the time of the attack).  The witch then replaces her dodge or fightin' roll with a witchcraft check.  If the witch's roll is higher than the attack roll then her ghost rock shield forms and automatically deflects that attack.  In situations where the witch is taking damage from a source that is not actually attacker her (falling damage, being crushed between two walls a la Indiana Jones, etc.) then the Marshal should set a TN based on the situation.

This power forms an easily visible (Sometimes with sounds and smells too) shield that the witch directs.  It does not prevent damage from poison gas, immersion in lava, etc.
 Sleep:  
Speed: 1

Witchcraft: TN(5)

Wind Cost: 0

Scroungin': TN(7)

Components: Any kind of powder (Salt, flour, fine sands, etc.) and "sleep" from the eye of a child, innocent, or virgin (Marshal's call).

Effect: As per the spell (p106).
NEW  SPELLS  TO  LOOK  FORWARD  TO: 

These spells will be available to those witches who find unauthorized publications related to the "How to Serve Your Man" cookbook.
Non-Veterans cannot begin play knowing any of these spells.  I will eventually divide them up in to volumes, each one containing 3-6 spells each.  You may uncover torn out pages of these manuals scattered across the waste, or you might just be lucky enough to uncover/ earn an intact one.
{By the way friend, your friendly neighborhood Librarian may be able to help you out in piecing together the pages you come across with some he already has scanned into his palm device---A wonderful thing this White Devil technology}

I am thinking that for some of these a Wind component will be included to keep them sane.  Likely it will be a set number for most, some may use a die roll which will be able to ace.  The benefit of letting it ace is that it will strengthen the spell itself, so the player doesn't feel so bad about losing that extra wind.  However the player cannot intentionally inflict more wind in order to empower the spell without increasing the casting TN.
Basically the witch loses herself during the casting and draws more blood than intended, but it empowers her spell.  If she focuses on doing it though it requires more of her concentration to replicate the same effect.  Probably raise the TN by two steps (5 becomes 9 and so on).

Suggestions are welcome.

"How to Serve Your Man: Volume Two.  All-Natural Recipes"  

Contains:  Animal Protector, Fey Step, Shape-Changing, Spirit-Trapping/ Transference,  & Weather Girl.
"How to Serve Your Man: Volume Three.  Find a Man Through Cooking"

Contains:  Amnesia/ Suggestion Potion, Eye of Agamatto, Scrying, & Truth Serum.
"How to Serve Your Man: Volume Four.  The Modern Woman's Cookbook"

Contains:  Countering Magics, Flight, Illusion, Iron Shield, & Wards.
Amnesia/ Suggestion Potion:
Speed: 30 Minutes
Witchcraft TN:  Opposed (Smarts)
Wind Cost: Special
Scroungin' TN: 9
Components: Something personal and important to the target, brain matter, dry leaves, some of the witch's blood.
Duration: Permanent.

Effect: The witch must choose when crafting the potion whether it will be an Amnesia or Suggestion potion as well as the age of the memory the potion will affect.  While not as precise as a psyker, witches can still make swiss cheese of a victim's mind by erasing periods of time from their life, or by giving them conflicting memories of the same time frame (Which the victim may not be able to distinguish the true memories in time to thwart the witch's plans).  
Victims of amnesia potions lose most non-basic memories within the time frame the potion was made for.  Unless the potion was made to affect the memories most important to the victim (place of birth, parents, spouse, etc) then those memories will still be present, if not thrown into a bit of chaos in the victim's mind due to the other connective memories being lost.

Victims of suggestion potions have new memories placed into their minds by the witch.  Once the victim has succumbed to the potion, he sits in a stupor unable to interact with the world.  During this time the witch can create any memory she desires to place within the victim's mind and whispers it to him.  This can be used for anything from keeping a Law Dog from arresting the witch after he just witnessed her stealing ghost rock, to making a man think that he's married to Judge Tolliver's niece.  

These potions remain potent for 1 d6 days after creating them (Determined by the Marshal).

Use this chart to determine the penalties and wind cost the witch incurs when crafting the potion.
___________________________________________________________________ 
|   Age of the Memory   |   Penalty to Witchcraft Roll*  |   Wind Cost    |

|      Less than 1 Hour      |                       0                       |           8           |
|      Less than 1 Day       |                      -2                       |          16          |
|      Less than 1 Month   |                      -4                       |          24          |
|      Less than 1 Year      |                      -6                       |          32          |
|    Less than 10 Years    |                       -8                      |          40           |
|          10+ Years**          |                     -10                      |          48          |
    *The witch takes this penalty when making memories that reach back the same amount of time.
    **Or deeply important to the character.
Animal Protector:  
Speed: 1
Witchcraft TN: 5
Wind Cost: 5 at casting, plus 1 per round sustained.
Scroungin' TN: (3-13)  (+2 per animal)

3 in an active ghost-rock mine or seam, 11 in an "inactive"  (ruined) city, 13 in an "active" city with industry and spook juice 


stills.  There is little to no chance anywhere else unless the Marshal says otherwise.

Components: An edible treat, a toy, or other item particular to the animal (Bone for a dog, catnip for a cat, etc); two ounces of ghost rock and a bit of the witch's blood.
Effect: The animal must first be under the effects of the Beast Speak  spell and willing to fight for you for this spell to work.
The witch must give the animal the item (if it is food she must feed it to the animal) while casting her spell which draws energies from the ghost rock and her own blood to imbue the creature with power for a short period of time.  This creates a visible bond that links the witch to the creature being affected.  This bond limits the range that the creature can move from the witch to 5 yards per level of the witch's witchcraft aptitude.
The witch may choose to continue to sustain the spell at the beginning of each round by spending one point of wind.

The witch may affect multiple animals at a time, up to her rank in the Witchcraft aptitude, by increasing the witchcraft TN by +2 per animal.  She must also expend another five points of wind per additional animal at casting, and one point of wind per additional animal each round to sustain it.

On a success the animal being affected has its Quickness and Strength die types increased by two steps, its Nimbleness and Vigor die types are increased by one step each.  Raises may be used to grant the creature one level from any of the following abilities to a maximum of two levels in any ability:

Armor (1-2), Cloak o' Evil (1-2), Fearless, Insubstantial, Razor Skin (1-2).
Countering Magics: 

Speed: Vamoosin'
Witchcraft TN:  Opposed (Target's Castin')
Wind Cost: 3
Range: 20 yards per level of witchcraft.

Scroungin' TN: N/ A
Components: Some of the witch's blood.
Effect: By disrupting the concentration of an enemy spellcaster, the witch can force them to squander their precious resources.

This spell is specifically used to counter the supernatural effects of Doomsayers, Sykers, Witches, and other characters who cast their powers like spells.  The witch spends her highest action card to make a vamoosin' as usual, but rolls her witchcraft instead.  If her total exceeds that of the enemy caster, then the foe's spell fizzles (It still requires all the usual costs from him though).  If the witch wins with a raise, double the costs required by the enemy caster (Double strain, wind, material costs, etc.).
Eye of Agamatto!:  {Heh}

Speed: 2
Witchcraft TN: 7
Wind Cost: 2
Range: 10 yards per level of witchcraft.

Duration: 10 minutes per level of witchcraft.

Scroungin' TN: 5
Components: A stick naturally formed as a wishbone, a wishbone, a dog's nose, an eagle's eyes, or other typically sensitive locator.
Effect: By charging the item with her magic, the witch can release it to seek out a particular power type (Magic from a doomsayer, trace energies of a syker, etc.).  The witch must choose a specific power type for the spell to be used on.  If there are traces of the selected power within the range of the locator, it will alert the witch to it.  She may then make an Academia: Occult roll to identify the power.  The witch gains a +2 to this roll for every raise she had on her witchcraft roll to cast the spell.
Powers that can be detected with Eye of Agamotto include: Archaic powers (Hucksters and Witches), Black Magic, Doomsayer magic, Junker Spirit Tech, Syker powers, and Templar magic.
Fey Step:
Speed: 1
Witchcraft TN: 5
Wind Cost: 3, plus one per 10 minutes sustained.
Scroungin' TN: 5
Components: Feet of an animal or bug legs native to the region and any kind of powder-based irritant (Pepper, chili powder, etc.). 
Effect: On a success the penalty to the witch's speed for crossing rough terrain is reduced by one-quarter and the TN to track her is increased by +2.  With a raise the penalty to her speed is reduced by one-half (total) and the TN to track her is increased by +6 (Total).  With two raises the witch can move freely through rough terrain, her movement is no longer reduced, and tracking her becomes impossible without supernatural abilities (That mutie with a pork-nose doesn't count).
Bear in mind that this spell affects one specific terrain type at a time.  So if your witch goes running through a snowy forest after casting it once and the terrain transitions to the ice-covered and barren rocky slope of the same mountain, she will need to cast it again for the new terrain.

Flight:
Speed: 1
Witchcraft TN: 7
Wind Cost: 2, plus 1 per round sustained.
Scroungin' TN: 3 (7 for natural hallucinogens, 11 for pharmaceuticals)
Components: Feather, wings of an animal/ bug, or a dose of a hallucinogen.
Special:  The witch must ingest the hallucinogen and thereby suffers its usual effects and drawbacks.  Also if the witch has a broomstick she may cast this spell without any other components and the broomstick does not become useless as components normally would.

Effect: The witch can fly up to a distance of 5 yards per level of witchcraft she has each round.  This movement replaces her remaining movement for the round and is divided up across her action cards as normal.  While flying the witch may still "Pick Up the Pace", but she suffers an amount of wind loss equal to the result of the d4 instead of one.  While flying the witch may not use the "Run" option for her movement.  The witch, and anyone she may be carrying, suffers the "Firin' while mounted" penalty on all attacks, even melee, while flyin'.  If she carries enough weight to reduce her movement to one-quarter or less, the spell fails and she immediately falls.
Illusions: 

Speed: 1
Witchcraft TN: Opposed (Smarts)
Wind Cost: 1 per target affected, plus 1 per target affected each round sustained.
Range Increment: 5 yards per level of witchcraft

Scroungin' TN: 5 (7 for natural hallucinogens, 11 for pharmaceuticals)
Components: Hallucinogens, or Coyote eyes (or other appropriate trickster animal eyes).
Effect: The witch selects a number of targets for her illusion spell up to her level in the witchcraft aptitude.  The witch's player details the intended effects of the illusion for each target (This can differ, though it does incur a penalty to the opposed roll; see below).  The witch then makes a single witchcraft roll and compares it to the result of each target's smarts roll.  The targets gain a bonus to their rolls to the range increment penalty for the distance between each target and the witch.  The witch takes a penalty to her roll for creating different illusions for separate targets.  Each separate illusion, beyond the first, incurs a -2 to her witchcraft roll.
For example if a witch were to affect four targets and creates one illusion for the first two targets, a second illusion for the third target, and a third illusion for the fourth target, she would suffer a -4 to her witchcraft roll for creating a total of three illusions.

The witch's witchcraft roll sets the TN for any affected target to recover from the illusion, though they must first interact with it in some appropriate manner or observe the illusion doing something inappropriate for it in order to make another smarts roll.
Witch's can concoct potions that create the same effect as the spell but affect only a single target.  The witch must select the description of the illusion, pay the wind cost for the casting, and the wind cost for the entire duration.  It also takes the witch 30 minutes to prepare a single potion.  Her witchcraft roll to create the potion sets the TN for the victim who consumes it.

Iron Shield:
Speed: 1/ Vamoosin'
Witchcraft TN: 5
Wind Cost: 1, plus 1 per round sustained
Scroungin' TN: 3
Components: 4 ounces of Iron (Plus 4 ounces per round sustained)
Effect: The witch uses her magic to convert a small amount of iron into a shield to protect her.  She must spend one wind at casting and have 4 oz. of iron in-hand to use it.  A successful castin' provides the witch with light armor (-5) per success and raise.  The witch may choose to sustain the spell at the beginning of each round by expending one wind and having at least 4 oz. of iron for the component cost.  This spell forms a glowing metallic shield that the witch directs with her hands to protect herself.  Its protection works just like that of the Ghost Shield power.
The witch can also cast this spell as a Vamoosin' action by discarding her highest action card and rolling her witchcraft.  If her total is higher than that of the attack, her Iron Shield comes up and affects the incoming attack as though it had one raise higher than normal.  After that attack the shield acts as normal.

Scrying:
Speed: Special
Witchcraft TN: Special
Wind Cost: 5, plus 1 per round (5 seconds) sustained.
Duration: 5 minutes, plus any further sustained rounds.

Scroungin' TN: Special
Components: Something that belongs to the target (Clothing, hair, etc.), some of the witch's blood.
Effect: The witch uses a belonging of the intended target to view him from afar.  This spell requires an appropriate and clean surface to view through.  This could be a crystal ball, a small pool of still water (nothing large, Marshal's decision), etc.
The witch must stare into the pool until the spell is cast, she cannot be disturbed or do anything that would break her concentration (Marshal's call).  The time needed to cast the spell depends on the distance between the witch and the target.  On a success the witch can view her target through the viewing surface.  With a raise she can also hear the sounds that emanate from within 5 yards of the target.  Further raises increase the range by 5 yards each.

The target gets a Smarts check (TN equal to the TN for the range) to notice that he is being scried upon.  With a success the target has a suspicion that he is being watched.  With a raise he knows he is being watched.  With two raises he knows that he is being watched through arcane means.
The time required, and the associated TN, are unknown to the witch before she begins casting (Though she can certainly guess the distance if she has had recent contact with the target).  If the witch has information about her target that would help to narrow her search (He's a drunkard and a womanizer, so search the bars and whorehouses first sort of thing) then the Marshal may give her a bonus on her witchcraft roll and/ or reduce some of the time needed to find the target with the spell (Though no more than a +4).
Using the example above a witch seeking a target 1,000 miles away may receive a +2 to her roll and take 1 d6 hours to find him.
__________________________________________________
|             Distance             |          Time         |     TN    |

|               1 Mile                |      5 Minutes    |       5     |
|             10 Miles              |     15 Minutes    |       7     |
|             25 Miles              |     30 Minutes    |       9     |

|             50 Miles              |        1 Hour        |      11    |

|           100 Miles              |        3 Hours       |      13    |

|        1,000 Miles              |        6 Hours       |      15    |
Shape-Changing:  

Speed: 4
Witchcraft TN: 9
Wind Cost: 6, plus 3 per hour sustained.

Special:  The wind expended to sustain this spell can be recovered as normal for a witch so long as she has the time 


                required to be able to rest properly.

Scroungin' TN: 5
Components: Animal pelt, clothing that belongs to the person to be impersonated, etc.

Special: A specially treated coyote pelt can be used without destroying it at the conclusion of the spell.  This requires 


              gathering components to cure the hide properly and preserve the fur and eyes of the creature.  This is a 


              TN(11) scroungin'.  The process takes the witch 1 d6 hours to perform (Determined by the Marshal).

Effect: This spell allows the witch to alter her form to that of another person, or even an animal, of roughly the same size.  The spell also alters the witch's voice to represent that of her new form.  The witch must then use her Perform: Actin'  aptitude to impersonate the person or animal she has taken the form of (Opposed by the viewer's Scrutinize).
Base the familiarity of anyone viewing the witch impersonating an animal as how familiar the viewer is with that particular animal.
If the witch is killed while in a different form, her body will return to normal at the end of the spell's duration.
____________________________________________​​​​​​​​​​​____________
|                            Familiarity                        |      Penalty       |
|                  Seen once or twice                  |           -0           |
|      Acquaintance; studied casually        |           -3           |
|                               Friend                            |           -5           |
|         Close friend; studied in-depth         |            -7           |
|                             Intimate                          |            -9           |
Spirit-Transference/ Trapping: 

Speed: 1 d6 hours
Witchcraft TN: Special
Wind Cost: 6 per hour spent castin'
Scroungin' TN: 9-13
Components: Something to free or imprison a spirit (Old Monopoly "Get Out of Jail Free" card, Ghost-Buster ghost trapper, etc.); when trapping a spirit the witch must have an acceptable cage, jar, or other restraint for the intended spirit.
Effect: The witch can either trap or free a spirit with this spell.  To free it she must make a witchcraft roll against the result of the roll made to imprison the spirit.  If the witch's roll is higher she succeeds.  To capture a spirit the witch makes a witchcraft check opposed by the spirit's Spirit roll.  If the witch's roll is higher she succeeds.
Truth Serum:
Speed: 30 minutes.
Witchcraft TN: Opposed (Smarts)
Wind Cost: 3
Duration: Special
Scroungin' TN: 9
Components: Hallucinogens or Liquor and a few cat's claws or horse tongue.
Effect: This potion causes the victim to answer questions without regard to the sensitive nature of them.  The witch makes a witchcraft roll when she brews the potion.  When the victim ingests it, he must make a Vigor roll to oppose it.  For each success and raise the witch has over the victim's Vigor result, she can extract some useful information from him (The Marshal determines just how much and how useful the information is).
Wards:
Speed: 1 Minute
Witchcraft TN: 5
Wind Cost: 0
Range: 20 yards per level of witchcraft.

Scroungin' TN: 5
Components: Items that could normally be used to alert someone to a presence, or to the unauthorized use of an item (ink, a hair, 


string, cans, bells, software, etc.).  The component must be appropriate to the item/ area being warded (Marshal's call).
Effect: This spell simply alerts the witch, through arcane means, that something is nearby or has used something without permission, etc.  For example it could be used to ward a campsite with a few bells tied to nearby bushes.  The witch would receive a mental warning of something's approach even though she may not be able to hear the actual bells.  The witch might also place a hair across a door frame to notify her if someone opens the door.  Even though a thief may have noticed the hair and replaced it before leaving, the witch would be alerted that someone had entered the room through that doorway.
The spell alerts the witch with a mental ringing, unique to each ward as set by the witch.  The Marshal should make a Cognition roll for the witch at a TN(3), factoring in distraction and sleep as usual.  The alarm will sound at the beginning of each round for one minute (12 rounds) or until the witch acknowledges it and mentally ends the spell.
The witch must be within range of the ward when it is triggered to receive the alarm.
Weather Girl:
Speed: 1 Minute
Witchcraft TN: Special
Wind Cost: Special
Scroungin' TN: Special
Components: Special
Effect: The witch can choose one of the following effects when she casts this spell.
Predict Weather TN: 5       Wind Cost:  0         Scroungin' TN:  3            Components:  Dirt, leaves, or cloth.

The witch can predict the weather for the next six hours.  Raises increase her foresight by six hours each.

Influence Weather:   


Increase TN: 5        Wind Cost:  4

Decrease TN: 9      Wind Cost:  8

Scroungin' TN:  7             Components:  Unused ammunition (Increase), or an empty vessel (Decrease)


These are basic TNs, the Marshal should modify them as he sees fit for particularly potent or weak storms.

Seal Shelter TN: 9    Wind Cost:  1 per minute sustained.      Scroungin' TN: 9      Components:  Some form of sealant (Wax, caulk, etc.).
