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Cantrips

Boil Water (Evocation)

Range: 0.3 m

Components: V, S

Duration: Permanent
Casting Time: 1 round

Area of Effect: One container
Saving Throw: None

With this cantrip, the wizard can heat the
water (or water-based liquid) in a container of
up to a quart to boiling. The wizard must con-
centrate on the container during the entire
casting. The cantrip is used mainly by herbal-
ists, who use it to create poultrices and
draughts quickly.d

Buggery (Conjuration/Summoning,
[llusion/Phantasm)

Range: 9 m
Components: V, S
Duration: Instantaneous
Casting Time: 1

Area of Effect: Special
Saving Throw: Negates

The wizard creates a number of small bugs
equal to his level. In the illusionist’s case, these
bugs are only illusionary, but with the conjurer,
they are real. If they are made to appear within
the pockets (or open orifice) of an individual,
a save vs. magic may apply to negate the
cantrip’s effects.l]

Compass (Divination)

Range: Special

Components: V

Duration: 2 rounds/level

Casting Time: 1

Area of Effect: One glowing arrow, 0.3 m
long

Saving Throw: None

This cantrip causes a glowing arrow to ap-
pear where indicated by the caster. It is a light
green colour, and points directly north. Will
work underground, as well as on sea, and is not
affected by lodestones (magnets).O

Count (Divination)

Range: Touch

Components: V, S

Duration: Permanent

Casting Time: 1 round

Area of Effect: One 1 m3/level
Saving Throw: None

Count verbally announces the number of
objects in the specified area (with a minimum
of one cubic metre), like grains of sand or
pieces of silver. Count can count 10/(level +

1) things, i.e. a first-level wizard can Count 100
things, a second-level one 1000 things, a third-
level one 10,000 things, and so on.[

Fart (Enchantment/Charm)

Range: 3 m

Components: V, S
Duration: 2d6 seconds
Casting Time: 1

Area of Effect: One person
Saving Throw: Negates

This spell causes the recipient to emit a loud,
raunchy, obnoxiously odoriferous fart for 2d6
seconds. The victim must make a Dexterity
check to avoid distraction.t]

Firefinger (Evocation)

Range: 0

Components: V; M

Duration: Instantaneous

Casting Time: 1

Area of Effect: The wizard's finger
Saving Throw: None

When cast, the Firefinger cantrip causes
flame to spurt several inches from the wizard’s
outstretched finger. Combustibles will be ig-
nited by the flame if they are dry.

The material component is pitch, which must
be rubbed on the finger prior to casting.O]

Impersonation (Illusion)

Range: 0

Components: V, S, M
Duration: 1 round
Casting Time: 1

Area of Effect: The wizard
Saving Throw: None

This cantrip allows the wizard to imperson-
ate any speaker with nearly perfect ability. The
wizard can only speak in languages he knows,
and must possess a small item recently in
close proximity to the original speaker (for
example, an article of clothing). The wizard's
audience will probably be greatly amused if
they can see who is speaking, or completely
fooled if not.O0

Invisible Scribe (Conjuration/Sum-
moning)

Range: 1 m
Components: V, S, M
Duration: Concentration
Casting Time: 4

Area of Effect: Special
Saving Throw: None

By casting this cantrip, the wizard brings into
existence a field of force able to write on nor-
mal materials with a quill pen. The wizard must
sit quietly for the duration of the writing, and
simply speaks what is to be written. The Scribe
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writes in a handwriting vaguely like the wizard's
in any language the wizard knows how to read.
It is fairly slow.

The material component for the spell is ink,
which is consumed in the casting.O

Jamye’s Appearing Ink (Alteration)
Reversible

Range: Touch
Components: V M
Duration: Special
Casting Time: 1

Area of Effect: Special
Saving Throw: None

This cantrip turns a small amount of ink (up
to one pint) into water. The ink remains clear
and colourless until it dries, at which time it
reverts to its normal state. The material com-
ponent is the ink itself.

The reverse, Jamye's Disappearing Ink, turns
up to a pint of water into an inky liquid that
evaporates like water, leaving no trace when it
dries.O]

Mini Missile (Evocation)

Range: 1 m + 1 m/3 levels
Components: S

Duration: Instantaneous
Casting Time: 1

Area of Effect: Special
Saving Throw: Special

This cantrip is a weaker version of the Magic
Missile. Casting generates one missile plus one
per level. Each is sufficient to kill creatures typi-
cally affected by an Exterminate cantrip; i.e,
those that normally have zero hit points. 10 Mini
Missiles will inflict 1 point of damage if a save
vs. spells is failed.O

Narek’s Shears (Alteration)
Reversible

Range: 0

Components: V, S
Duration: Concentration
Casting Time: 2

Area of Effect: One target
Saving Throw: Negates

Narek's Shears causes hair, fur, or fur-like
growth on the target to shorten by up to an
inch, possibly causing it to disappear. Its effect
on nearly bare skin is to completely prevent
growth for 2 days.

The reverse of this spell, Augmented Hairi-
ness, causes hair or fur to thicken and
lengthen by up to two inches. This increase is
permanent until the hair is trimmed or cut.
Neither form affects rugs, furs, or any other hair
or fur not on a living body. Unwilling targets get
a save vs. spell.O

Narin’s Mask (lllusion)

Range: 0



Components: V, S
Duration: 1 turn

Casting Time: 3

Area of Effect: The wizard
Saving Throw: Special

This spell causes others to not see the de-
tails of the wizard's face. Anyone paying atten-
tion to the wizard is entitled to a saving throw
vs. Spell. If the save succeeds, they realize that
they cannot discern some detail in the wizard’s
face; careful attention will then negate the
spell. A Dispel lllusion will cancel the spell
entirely.

Notice (Enchantment/Charm)

Range: 0

Components: V

Duration: Concentration
Casting Time: 1 round
Area of Effect: The wizard
Saving Throw: None

With this cantrip, the wizard can put himself
into a trancelike state in which he is highly
aware of the details of his surroundings. For the
duration of the trance, the wizard is at +2 per-
ception (or +4 if there is something particular
he is looking for), but cannot take any actions.
Also, he loses any Dexterity bonus to armour
class and takes a further -2 penalty, and is
likely to ignore most attempts at communicat-
ing with him. The wizard can break the trance
at any time, and can do so in response to a
remark he “didn’t hear’, an impending attack,
or whatever - it is assumed that his subcon-
scious will snap him out if really necessary.lJ

Pitch (Evocation)

Range: 0
Components: V
Duration: 2 rounds
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

This cantrip sounds a perfectly-tuned note
from out of nowhere. The note is centred on the
caster, and can be heard from a distance of 6
m. Things that block normal noise (walls, cur-
tains, Silence 4,5 m Radius, etc.) block this as
well.

This spell is useful for tuning instruments by
ear”, or with the help of a Tune cantrip. It is also
slightly disturbing to those around the caster,
as any single note would be if held out for two
rounds.

To cast this cantrip, the bard must speak out
loud the name of the note he wishes to hear,
such as ,Middle C*, ,B Flat", or ,Quarter-step
above the first F Sharp above High C*.O

Protection From Sun (Abjuration)
Reversible

Range: Touch
Components: V M
Duration: 3 hours + 1 hour/level

Casting Time: 2
Area of Effect: One person
Saving Throw: None

This cantrip protects the target from suffer-
ing sunburn even under very adverse condi-
tions. It does not protect against sun stroke,
sunblindness, or heat exhaustion. The reverse
of the spell allows the target to get a nice tan
by staying in the sun for only an hour or so in
any clime and on all but the cloudiest days.

The material component is a small amount
of coconut milk, which the wizard must rub on
a patch of bare skin.O

Remove (Alteration)

Range: Touch
Components: V, S
Duration: Permanent
Casting Time: 1 minute
Area of Effect: 1 m3/level
Saving Throw: None

Like Sort, Remove can remove a number of
things from a pile of things. The objects re-
moved are not gone, but placed on a pile ad-
jacent to the original pile. This cantrip has the
same restrictions and capacities as Sort
(g.v).O

Sanh’s Harmless Ray of Light (Evo-

cation)

Range: 6 m + 1 m/level
Components: V, S

Duration: One second
Casting Time: 1

Area of Effect: One creature
Saving Throw: Special

When cast, a ray of light is emitted from the
wizard's index finger, lasting about a second.
The colour is up to the wizard (sunlight can-
not be duplicated, as the ray is monochromatic,
like a laser). If aimed at a creature, a save vs.
spells is required. If the save succeeds, the ray
missed. If it fails, the ray hits, inflicting no dam-
age.

Only a critical failure (1) can result in any ill
effect. In that case, the victim was struck in the
eyes, and is dazzled for 1d6 tenths of a round
(-2 on all rolls). Of course, if the creature in
question is blind, or immune to such attacks,
there is no effect. At the DM's option, creatures
particularly sensitive to light may be dazzled
for a longer period of time.

Note: While the spell is magical, the light

generated is not, and therefore is not subject
to magic resistance.l

Scratch (Illusion/Phantasm)

Range: 3 m

Components: V, S

Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

-7-

Mage Spells Level 0

The victim of this cantrip will experience an
annoying itch on some portion of his body and
must save vs. magic or involuntarily attempt to
scratch the itch.O

Shoo (Abjuration)

Range: 0

Components: V, S
Duration: 1 hour/level
Casting Time: 1

Area of Effect: 9 m radius
Saving Throw: None

This spell allows the wizard to “shoo” away
annoying bugs and small pests.O

Silvadel’s Magic Feather (Enchant-
ment)

Range: 10 m
Components: V, S, M
Duration: Concentration
Casting Time: 1

Area of Effect: One feather
Saving Throw: None

This spell simply allows the caster to con-
trol a feather. This is very useful for writing
things secretly, or for tickling someone. It is
related to the Unseen servant spell. It lasts until
concentration is broken.

The material component for this spell is a
feather.d

Slap (Illusion/Phantasm)

Range: 3 m

Components: V, S

Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

The victim of this spell feels a forceful slap
across the cheek. Creatures must save vs.
magic or lose concentration of spells and be
distracted for one round, dazed by the blow.[]

Sobriety (Alteration)
Reversible

Range: Touch
Components: V, S, M
Duration: See below
Casting Time: 2

Area of Effect: One person
Saving Throw: Negates

Casting this cantrip removes all effects of
alcohol from the wizard or any one other person
he touches. It also instantly cures hangovers.

The material component is a fresh lemon,
juice from which must be squeezed on the
wizard's fingers before the casting. Unwilling
targets are granted a save vs. Spells. The du-
ration of this cantrip is permanent, until the



subject gets drunk again. If the spell is cast on
the wizard himself, a saving throw at -5 is re-
quired, since concentration is very difficult.

The reverse cantrip, Drunkenness, makes
the wizard or his chosen target drunk for about
an hour with no hangover. The wizard must
wave his hand before the chosen targets eyes
for the spell to take effect.

The material component is a sip of alcoholic
drink.O

Sort (Alteration)

Range: Touch
Components: V, S
Duration: Permanent
Casting Time: 1 minute
Area of Effect: 1 m3/level
Saving Throw: None

This cantrip separates the specified amount,
with a minimum of 1 cube metre, of any mix-
ture of dry materials: salt and pepper, for ex-
ample, or gold, platinum, and bronze. This
cantrip does not affect living things, and can-
not be used to separate materials bound to-
gether, i.e. mortar, plaster or stone.O

Sparks (Evocation)

Range: 1d4 feet

Components: S

Duration: Instantaneous
Casting Time: 1

Area of Effect: A few square feet
Saving Throw: Special

When this cantrip is cast, a shower of sparks
sprays forth from the wizard’'s hand. These
sparks are harmless unless cast in the pres-
ence of highly flammable or explosive sub-
stances.

Creatures particularly susceptible to fire
damage, such as trolls, may, at the DM’s op-
tion, suffer a point or two of damage from the
sparks. Such injury can be avoided with a suc-
cessful save vs. breath weapon at +4.00

Stepping Stones (Evocation)

Range: 0

Components: V, S

Duration: 1/10 round/level

Casting Time: 1

Area of Effect: 4 spheres, 0.3 m diameter
each

Saving Throw: None

This cantrip creates 4 spheres of force ap-
proximately 0.3 m in diameter. They can be
placed anywhere within 6 m of each other, and
last approximately 1/10 round per level of the
caster. Magical combat of just about any sort
will destroy these very useful discs so try not
to use them in combat.O

Stone (Conjuration/Summoning)

Range: 6 m

Components: V, S
Duration: Instantaneous
Casting Time: 3

Area of Effect: One pebble
Saving Throw: Special

This cantrip conjures up a small pebble in
any desired location within 20 feet of the wiz-
ard. The verbal component is a short phrase
describing the desired location (e.g.: “in John’s
shoe”). If the pebble will in any way affect an-
other creature, as in the above example, a sav-
ing throw is permitted to resist the spell.00

Taster’s Choice (Illusion/Phantasm)

Range: 9 m

Components: V, S

Duration: 1 round/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

Under the influence of this cantrip, an indi-
vidual at meal will taste whatever taste he in-
wardly desires.O]

Tune (Alteration)
Reversible

Range: 0

Components: Vor M

Duration: Instantaneous

Casting Time: 1

Area of Effect: 1.5 m radius sphere
Saving Throw: None

With this cantrip, the bard can bring one note
of an instrument in tune with either a hummed
note, the equivalent note played by a second
instrument (in which case the component of
the spell is that other instrument, which is ob-
viously not consumed in the casting; what
good would that do?), or the result of a preced-
ing Pitch cantrip (g.v.). The one note will end
up perfectly in tune with the reference note. As
many instruments as are in the area of effect
can be brought into tune at once.

A well-Tuned instrument (with two or more
Tuned notes) has the effect of making the
bard’s songs more melodious and enjoyable;
this has the game effects of reducing the sav-
ing throws of hostile creatures vs. the bard’s
mood-altering story telling by 1, as well as
making the bard’s morale-boosting song affect
the listeners for half again as long (i.e. one and
a half rounds per level) as it usually does.

Too many notes perfectly Tuned on an instru-
ment, however, will have a negative effect on
other bards in the area, who will realize that the
Tuned instrument has been magically altered
to sound so perfect. For each note above one
that the instrument has been Tuned, the hos-
tile bard personally gets a +1 to his saving
throw vs. the playing bard’s friendly effects.

Although the Tuning is instantaneous, the ef-
fects of the cantrip last for a while. In perfect
conditions (humidity on the low side, comfort-
able temperature, no rough handling), the in-
strument will stay Tuned for a week. In less than
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perfect conditions (typical adventuring abuse,
for example), the instrument will have to be re-
Tuned every day. If the instrument is taken
apart for storage, such as flutes or other
woodwinds are, the instrument will have to be
re-Tuned every time it is reassembled.

The reverse of this cantrip, Untune, causes
one note of the specified instrument to become
horribly out of tune. It also has the side effect
of turning the caster’s hands a birilliant red for
one turn after the cantrip is cast,
unfortunately.d]

Tweak (Illusion/Phantasm)

Range: 3 m

Components: V, S

Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Special

This cantrip causes the victim to feel the
sensation of being “tweaked” as if by an un-
seen forefinger and thumb. The portion of the
body being tweaked must be seen by the wiz-
ard and be uncovered by armour. The wizard
must either save vs. spell or make an Intelli-
gence check to avoid losing concentration.
Other intelligent, small, and medium sized
creatures must make the same save or check
or be distracted for one round. The wizard must
make a tweaking motion with his hand in or-
der to affect the spell.O0

Umbrella (Abjuration)

Range: 0
Components: V, S
Duration: 1 hour/level
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

As with all cantrips this one can be very
useful though not very powerful. It manifests
itself as a field of force that resembles an
umbrella. It lasts for up to one hour per level
of caster as a maximum though if the concen-
tration of the caster is broken for more than 1
minute it will fade away. It actually does have
some form and is ,worth* 6 hit points though
only magical weapons will affect it.00

Vision (Alteration)

Range: 0
Components: V, S
Duration: 1 turn
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

Allows the caster to see things in the dis-
tance up to three times better for the duration
of this spell. It will also allow him to see things
more clearly as they appear to be only one third
of the distance from them. It does cause some



problems though with trying to see things
close up. The spell duration may be ended at
any time.OJ
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Ahrvar’s Forgery (Alteration)

Range: Touch
Components: V, S, M
Duration: 1 round/level
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

With this spell, the caster is able to perfectly
duplicate the any style of handwriting of which
he has a sizable sample. The forgery is good
enough to fool even the closest scrutinisation,
although it does radiate faint magic.

The caster merely casts the spell, and be-
gins writing. His handwriting will perfectly
match that of the sample, for the length of the
spell's duration. Those watching the caster
write will believe that the handwriting on the
page is actually that of the caster, unless of
course they witness the casting of the spell,
which may make them rather suspicious. The
caster need not be writing the entire duration
of the spell; he is free to stop and resume writ-
ing any number of times within the duration.
Also, the caster only needs the handwriting
sample to be copied during the initial casting
of the spell.

The material component of this spell is a
sample of the handwriting to be copied (con-
taining an example of every letter in the alpha-
bet to be used), and a writing instrument.C]

Alpha’s Acid Stream (Conjuration)

Range: 30 m

Components: V, S, M
Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Special

The spell causes a thin stream of purplish,
hissing acid to shoot forth from the caster’s
outstretched hand, out to the maximum range
of the spell. This acid causes 1d4 damage per
level of the caster, up to a maximum of 8d4. The
intended target may attempt a save vs. petrifi-
cation to dodge the jet of acid,

Modification to
saving throw:

Size of target:

Tiny +3
Small +1
Medium -
Large -1
Huge -2
Gargantuan -4

and if successful the jet of acid will have
been avoided, and will continue on in a straight
line out to the extent of its range. Any creature

in the path of the acid must save as above or
be struck by the spell. The Acid Stream can
affect only one target in any event.

The material component is a drop of any
acid.O]

Alpha’s Electric Arc (Evocation)

Range: 10 m + 10 m/level
Components: V, S

Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Special

This spell causes an arc of electricity to leap
from the caster’s extended fingertip. This elec-
tricity unerringly strikes one target of the cast-
er's choice, inflicting 1d4 damage, plus one
point per level of the caster (up to a maximum
of +12), with no saving throw. A target in metal
armour or wielding a large, mostly metallic
weapon (e.g. any sword, battle axe) must save
vs. spells and, if the save is failed, the bonus
(i.e. per level) damage inflicted by the spell is
doubled.O]

Alpha’s Hunting Hound (Conjura-
tion/Summoning)

Range: 10 m

Components: V, S, M

Duration: 12 turns + 6 turns/level
Casting Time: 1 round

Area of Effect: One creature
Saving Throw: None

This spell calls a canine creature to be a
helper and boon companion to the spell caster
for the duration of the spell. The type of hound
summoned depends upon the caster’s level,
but the hound will always understand verbal
commands given it, so long as they are 12
words or less and relatively simple. The hound
will further also be capable of tracking as if a
ranger of half the level of the summoner, and
can hunt sufficiently well to feed the spell-
caster for one day, provided there is game ex-
tant in the caster’s area.

The type of hound summoned is as follows:

Level: Type of hound:
1-3 Jackal

4-7 Wild dog

8-12 Wolf

13+ Dire wolf

If the caster takes a lower-level hound (or a
dire wolf when 18th level), it will have maximum
hit points, be +1to hit and on damage, track
at +1level, and can understand even relatively
complex commands of up to 50 words in
length.

The material component is a piece of fresh
meat.O]
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Alpha’s Sparkle Beam (Evocation)

Range: 0

Components: V, S, M

Duration: Instantaneous

Casting Time: 1

Area of Effect: 0.3 X 6 X 1.5 m cone
Saving Throw: Special

This spell draws upon the power of the Posi-
tive Material Plane and calls forth a ray of
golden light. Anyone in the area of effect of the
spell must save vs. petrification or be blinded
for 1 round. The true function of this spell, how-
ever, is its use against undead, creatures of the
Lower Planes, and those drawing power from
the Negative Material Plane or the Plane of
Shadow. Such creatures suffer 1d4 damage,
plus an additional 1d4 at every even level of
the caster (e.g. 4d4 at 8th), up to a maximum
of 8d4. These creatures may save vs. spells to
halve this damage.

The material component is a bit of crushed
sunstone.

Alpha’s Starlight (Evocation, Illusion)

Range: 5 m/level
Components: V, S, M
Duration: 1 turn/level
Casting Time: 1 round
Area of Effect: 1 m?/level
Saving Throw: None

This spellilluminates an area as a cloudless
outdoor night sky filled with stars. This light is
pale and wan, and dilutes vision mostly to
black and white. Full visual acuity is possible
only out to a range of 10 m, but general identi-
fication can be made out to 20 m.

Stationary figures can be made out at 40 m,
and movement detected out to 80 m. Interven-
ing cover will, of course, reduce sighting dis-
tances accordingly. This light does not interfere
with infravision, and there are ample shadows
within the area of effect to hide in. The illusion-
ary component of the spell creates the appear-
ance of an actual starry night sky. The area of
effect is stationary.

The material component is a piece of black
velvet and a few bits of glass.OJ

Alpha’s Wall of Darkness (Alteration)

Range: 60 m

Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: 3 X 3 m/level
Saving Throw: None

This spell brings into being a wall of black-
ness which cannot be seen through, even with
infravision or ultravision. It is dispelled instantly
by a Light or Continual Light (g.v.) spell. It has
no physical existence, and does not hinder nor
harm those passing through it. It does, how-
ever, block the passage of sound from one side
to the other, assuming that the spell is not cast



in such a way (such as in a field of grass) which
would otherwise allow sound to move around
the edges of the wall.

The material component is some pitch and
soot, or a lump of coal.00

Animal (lllusion/Phantasm)

Range: 9 m + 3 m/level

Components: V, S

Duration See below

Casting Time: 1

Area of Effect: One animal formed/level
Saving Throw: Special

An illusion of one or more small animals can
be brought into being by means of this spell.
The animals must be of a sort very familiar to
the magic user, and each can be no larger than
a fox, a rabbit, or a medium hawk. Animals cre-
ated can be of more than one type. The illusion
is visual and auditory, being much like a spe-
cialized form of the second level magic user
spell Improved Phantasmal Force.Ol

Animate Mist (Alteration)

Range: 30 m
Components: V, S, M
Duration: 2d4 rounds + 1 round/level
Casting Time: 1
Area of Effect: 6 m + 3 m/level
cube of mist or fog
Saving Throw: Special

This spell allows a wizard to shape a dense
mist or fog into any shape within the confines
of the area of effect. The shape can then be
animated. The details of the shape and the
complexity of the animation are poor at lower
wizard levels, but increase with experience. A
first-level wizard may be able to make a “hu-
manoid-shape” of a given size, but couldn’t
make it look like a dwarf. Similarly, he couldn't
animate it, but could displace it within the
spell’s range. By third level, the wizard can
animate the shape to the point where it could
look like a dwarf (but not a particular dwarf)
and talk.

The material component is a bit of dense
mist, fog or smoke. The spell can “add” mist,
but it can't create mist out of nothing. For ex-
ample, the smoke from a fire or a fog spell
works sufficiently.

Mist mages: When cast by a mist mage, the
mist-shape spell has the meta-magic ability of
increasing the effect or potency of other spells.
If Animate Mist is cast prior to a spook spell,
the spook can affect more creatures - usually
1 die more -, or a -2 penalty on the victim’s
saving throws can be added.O

Association (Divination)

Range: 0

Components: V, S
Duration: Instantaneous
Casting Time: 5

Area of Effect: 2 surfaces
Saving Throw: None

When casting this spell, the forensic wizard
must bring two surfaces into contact with one
another. Possibilities include the surface of a
jewel and that of a safe, or the surface of an
arrow and that of a bow. If the two surfaces
were ever before adjacent, the spell so indi-
cates, and if the surfaces were ever directly
connected as a single item, an even stronger
reading results.(J

Awaken (Evocation)

Author: August Neverman

Range: 0

Components: V, S, M
Duration: Instantaneous
Casting Time: 1 round
Area of Effect: 3 m radius
Saving Throw: Negates

This spell will wake a character (or charac-
ters) to full alertness instantaneously. It can be
set to trigger on a specific action such as a
word or action.

The material component is a horn (which
can be reused). Each being that may be woke
up must be named in the spell when cast.O]

Azalldam’s Fabricated Bridge (Con-
juration/Summoning)

Range: 0

Components: V, S, M

Duration: 2 round/level

Casting Time: 1

Area of Effect: 10 m/level X 5 m/level
bridge

Saving Throw: None

Using this spell, the caster conjures mate-
rial from the plane of shadows and uses it to
shape a semi-real bridge. This bridge is 5 m
wide and is 10 m long per level of the caster;
both ends of the bridge must rest on solid
ground. The bridge will support 100 pounds per
level of the caster; any additional weight will
cause it to collapse. The bridge will normally
last for 2 rounds per level of the caster, but the
caster may end the spell with a single word.

The bridge is not an illusion per se, and so
cannot be disbelieved; it may however, be dis-
pelled normally.

The material component for this spell is a
small wooden carving of a bridge; this carv-
ing is not consumed when the spell is cast.]

Baazblade (Enchantment)

Author: Axel & Marc Gerstmair

Range: Touch
Components: V, S, M
Duration: 3d6 rounds
Casting Time: 1

Area of Effect: Special
Saving Throw: None
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This spell allows the caster to enchant pierc-
ing and slashing weapons, so that they are not
affected by the imprisoning effect of a dying
Baaz.When a Baaz is killed by such a weapon,
no saving throw has to be made. The wizard
may enchant up to one weapon per three lev-
els, if it belongs to one of the following catego-
ries: small, medium. Any larger arm counts as
two weapons. For example, a 10th-level wizard
may enchant four long swords, two long
swords and one two-handed sword or two two-
handed swords.

The material component for this spell is a
pinch of dust from a killed baaz, which must
be trickled over the weapon.O

Buoyancy (Alteration)

Range: 0

Components: V, S

Duration: 1 hour/level

Casting Time: 1

Area of Effect: Creature touched
Saving Throw: Negates

This spell causes the person whom it is cast
upon to immediately float towards the surface
of any body of water. The person immediately
“falls” towards the surface of the water and
remain there. While the spell is in effect, the
person cannot be drowned by waves or
weather. The spell will lift 100 pounds per level
of wizard. Water breathing creatures which may
die in the air are allowed a save vs. spells to
resist the spell.0]

Cat Spirit (Alteration)

Range: Touch

Components: S, M

Duration: 1 turn/level

Casting Time: 5

Area of Effect: Creature touched
Saving Throw: Negates

The cat form spell grants many of the abili-
ties traditionally associated with cats, though
it does not significantly alter the features of the
recipient. The spell grants a +2 bonus to
stealth, as the recipient’s tread will be abso-
lutely quiet for the duration. The spell also
halves all damage taken from falls and allows
the recipient to land on his feet. Finally, it grants
the ability to grow claws, allowing each hand
to do 1d3 damage. It does not, however, im-
prove singing ability.

The material component is whiskers from a
cat.O

Clean (Alteration)

Range: Touch

Components: V, S, M

Duration: Instantaneous

Casting Time: 4

Area of Effect: One person or creature
Saving Throw: Negates



This particular version of Clean was re-
searched by Carlene the Rose a few years
earlier in her career, to maintain her appear-
ance with care.

When cast, the recipient is immediately re-
lieved of any dirt or filth from the body and
clothes. The skin is softened as if washed by
the finest soap and spiced perfumes. The hair
is set back to a current fashionable style as
envisioned by the wizard. These effects nor-
mally last until nature takes its toll upon the
recipient.

This spell also has a 5% chance per level,
applicable once, of cleaning the recipient of
any non-magical skin disease or parasites.

The material components are a small piece
of soap and a fairly freshly plucked rose or
similar flower.Ol

Coloration (Alteration)

Range: 3 m/level

Components: V, S, M

Duration: 1 day/level

Casting Time: 1

Area of Effect: 1 m?/level maximum
Saving Throw: Special

This spell causes a chosen surface to
change colour, glow, or both, be it a section of
wall, a box, a sword, or a creature (a saving
throw vs. magic will negate the effect if the
subject is unknowing or unwilling). Multiple
colours can be chosen (up to 256 different col-
ours and shades). If made to glow, the object
will emit light for a range of five feet.

The material component for colour is a small
amount of die or ink of the appropriate colour,
and to cause a glow the spell consumes a bit
of phosphor or a glowworm.O

Comeliness (lllusion/Phantasm)
Reversible

Range: 0

Components: V, S

Duration: 1 hour/level

Casting Time: 1 round

Area of Effect: Creature touched
Saving Throw: None (Negates)

A comeliness spell will increase a creatures
comeliness score (or decrease it if the reverse
is cast) by means of illusion. The change in
points is dependent upon the recipient’s
present comeliness:

Increase in Decrease in
Comeliness Comeliness
Present Change Present Change
Score Score

6orless 2-8 5 or less 1
7to12 2-7 6to7 1-2
1310 15 1-6 8to9 1-4
1610 17 1-4 10to 12 1-6
1810 19 1-2 13to 16 2-7

20+ 1 17+ 2-8

An unwilling victim receives a saving throw,
which, if successful, will negate.C]

Detect Poisoning (Divination, Necro-
mancy)

Range: 0
Components: V, S
Duration: 1 turn
Casting Time: 1 round
Area of Effect: Special
Saving Throw: None

With this spell, the forensic wizard can de-
termine if a corpse has been poisoned. One
corpse can be checked each round. The wiz-
ard can determine the means by which the
poison was administered and the place at
which it entered the body, and he has a 5%
chance per level of being able to exactly iden-
tify the poison.O

Diminutive Darkness (Alteration)

Range: 3 m/level

Components: V, S

Duration: 2d4 rounds + 1 round/level
Casting Time: 1

Area of Effect: 0.6 m radius sphere
Saving Throw: None (Negates)

This spell is very similar to the first level
magic user spell Darkness (see also the sec-
ond level magic user spell Darkness). It has
only a 06 m radius, however. This gives the
spell many different uses. For example, it can
be used to block the light of a torch, lantern,
magic sword, etc. This would prevent all sorts
of vision only within the 06 m radius, so one
could still see about with infravision or ultravi-
sion (or normal vision, if there is another light
source). It can blind a creature as a light spell
would without creating light that could alert oth-
ers, and also without obscuring the caster’s
own sight as would a normal darkness spell (if
cast upon a creature or its possessions car-
ried, the creature gets a saving throw, and if the
throw is made, the darkness appears 1.5 m be-
hind). The spell can cancel a light spell, but has
no effect on continual light or ambient light.O

Drowse (lllusion/Phantasm)

Range: 9 m

Components: V, S

Duration: 1 round/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: None

This spell creates the illusion in the victim
mind that she or he is extremely exhausted,
and in fact on the verge of collapsing and fall-
ing asleep. There is no saving throw. The vic-
tim will suffer a -4 to hit, -2 on AC, 50% vision
and 1/2 her or his normal movement rate for the
full duration of the spell. Spell casters will have
a chance of spell failure equal to 100% - 5%
per point of their prime requisite (use intelli-
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gence or wisdom). The spell can be negated
by Dispel lllusion or Dispel Exhaustion (but not
by Dispel Magic).O)

Electric Blades (Evocation)

Range: 0

Components: V M
Duration: Special
Casting Time: 1

Area of Effect: 2 blades
Saving Throw: None

This spell must be cast with a metal blade
of some sort in each hand. Both blades then
acquire a flickering blue glow. When a hit by
either blade is scored it causes 1-4 more points
of damage of electricity. If both blades hit the
same target in the same round the victim must
save versus petrification or be stunned for one
round. Each blade only shocks once and then
is normal again.

The material components for this spell are
two metal blades, which are not consumed by
the casting.O

Far Sight (Alteration)

Range: Touch
Components: V, S, M
Duration: 2 rounds/level
Casting Time: 1 round
Area of Effect: Special
Saving Throw: Special

This spell allows the target’s sight to be in-
creased up to five times (the target has con-
trol over this, but can change during the spell's
duration). The spell can be cancelled at any
time. While the spell is in effect, the target can-
not see anything close; after the spell is can-
celled, the target is disoriented for 1d4 rounds
and has a 5% chance per sight multiplier used
to fall unconscious for 1d6 rounds unless a
Constitution check is made.

The material component for this spell is a
small round piece of glass which is consumed
in the casting.O)

Fellstar’s Flame Finger (Evocation)

Range: 25 m
Components: V, S
Duration: Instantaneous
Casting Time: 1

Area of Effect: One target
Saving Throw: 1/2

When this spell is cast, a thin bolt of sear-
ing flames shoots forth from the caster’s index
finger. This bolt will automatically hit a single
target inflicting 1d10 points of damage, plus 1
point per level of the caster, up to a maximum
of 1d10+10. A successful save vs. spell re-
duces this damage by half. If a save is failed,
possessions do not have to make a save, un-
less they were targeted specifically by the
spell, in which case the owner suffers no dam-



age, but the object must save vs. magical fire
(at +2) or be destroyed (only one object may
be targeted per casting).

Find Water (Divination)

Range: 1 mile, depth 3 m/level
Components: S, M

Duration: 2 rounds/level
Casting Time: 1 turn

Area of Effect: One twig
Saving Throw: None

When casting this spell, the diviner grasps
two ends of a Y-shaped twig. The remaining
end twists around to point in the direction of
the nearest source of fresh water within the
spell range. The branch can twist but twenty
degrees, and then the diviner will feel a tug in
the direction of the water. The diviner can
specify a minimum amount of water to seek
(greater than the amount in a human body; for
example). Also, he can restrict the depth at
which to seek the water.

The material component is a Y-shaped
twig.O

Flash (Evocation)

Range: 36 m

Components: V

Duration: 3 rounds

Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

Victims failing their saving throw are blinded
for the next round due to a flash of light that
appears in their eyes. All to-hit rolls for the next
two rounds are made at -2 due to spots in their
eyes.OJ

Flu (Alteration)

Range: 1 foot/level
Components: V, M

Duration: 1d6 days + 1 day/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell will cause the victim to get the flu,
which will last 1d6 + the level of the wizard in
days. The Flu is very contagious: anyone within
1 yard of the victim will also get the flu. With
subsequent victims, the flu is no longer con-
tagious, however. The Flu reduces surprise by
5%, and combat attack and defense rolls by
5% for the duration of the spell. The flu will start
1d4 hours after the victim has failed his sav-
ing throw.

The material component for this spell is a
handkerchief.O

Fool’s Spell (Alteration)

Range: 0
Components: Special
Duration: Instantaneous

Casting Time: 1
Area of Effect: Special
Saving Throw: none

Awizard can cast a Fool's Spell prior to cast-
ing any other spell in a given round; it costs the
wizard a +1 to initiative. When the spell's power
is called upon, it makes the next spell cast by
the wizard appear to be another spell. Exam-
ple: a wizard casts Fool's Spell followed by a
Domination spell in a court of law. Since other
wizards are watching, he makes the Domina-
tion spell look like a Comprehend languages
spell. Only Spell Tell can detect the use of Fool
Spell j

Freeze (Enchantment)

Range: 9 m

Components: V, S
Duration: Instantaneous
Casting Time: 1

Area of Effect: 0.2 m3/level
Saving Throw: None

This spell instantly freezes a quantity of
water in any shape the wizard desires. If a liv-
ing creature has any part of it inside the area
of effect, it can make a saving throw vs.
paralysation (with a +4 bonus) to escape, or
be stuck in the ice. The ice is nonmagical and
can be affected normally.0

Frost Touch (Evocation)

Range: Touch

Components: V, S

Duration: 1 round/level

Casting Time: 1

Area of Effect: Creature touched
Saving Throw: None

This spell delivers 1d6 points of damage. In
addition to this, you add 1 point of damage for
every level above first. Cold based creatures
are immune to this, and fire based creatures
take double damage.U

Glow (Alteration)

Author: August Neverman

Range: 0.6 m/level
Components: V, S, M
Duration: 1 hour/level
Casting Time: 5

Area of Effect: One creature
Saving Throw: Negates

This spell causes the object or person af-
fected to emit an eerie glow. The colour ranges
from blue to green. It cannot be dispelled but
it can be negated by a Darkness spell. The
saving throw is made at +1 per level (or hit die)
of the victim, but at a -1 per level of the wizard.
The glow is not bright enough to read with, but
is easy to spot in the dark.

The material components of this spell are
some fireflies.O
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Guilda’s Treacherous Tripwire (En-
chantment/Charm)

Range: Touch
Components: V, S, M
Duration: 1 round/level
Casting Time: 1

Area of Effect: One tripwire
Saving Throw: Negates

One wire (up to 3 m long) can be stretched
across a hall, or such. The wire becomes cam-
ouflaged—undetectable without find traps. The
first creature to attempt to pass must save vs.
wands (add dexterity defensive adjustment) or
be caught when the wire springs free. The wire
will twine tightly about the ankles of its victim,
tripping him. It must then be tediously untan-
gled (or sawed loose) which will take at least
30 seconds under ideal conditions. If hacked
loose in combat, it will take 1round, and the vic-
tim will take 1d4 damage unless an enchanted
blade is used (which will cut without effort).

Note that the wire is required, but not con-
sumed. The material component is a small
spring.[

Hallucinatory Steps (Alteration, Illu-
sion/Phantasm)

Range: 3 m

Components: S

Duration: 2d6 rounds + 1 round/level
Casting Time: 1 turn

Area of Effect: One creature

Saving Throw: Negates

This spell, when cast, will cause the affected
person to keep thinking there is a just one more
step (or stair) in front of them, you know, like
when you go up 10 flights and start forgetting
you have got to a landing and take that extra
step. It reduces movement rate by 5% and is
extremely annoying. This effect happens, even
when the affected person is walking on flat
ground.Od

History (Divination)

Author: Jim Gitzlaff

Range: Touch

Components: V, S, M

Duration: Special

Casting Time: 1 turn

Area of Effect: one object or place (max
90 m?

Saving Throw: None

This spell allows the caster to “tune in” to the
psychic impressions left on an object or small
area. The power gives the wizard the ability to
divine special purposes, famous owners, and
powerful alignment bends. The spell will not
identify a magic item per se, but would iden-
tify the signet ring of a long deceased noble
house as such. Furthermore, history doubles
the chance of a rare or unknown items value
being determined. This spell is most commonly



used on nonmagical plunder, books, and items
sold at auctions. Only a single touch is needed
to make the spell work.[

Human Torch (Evocation)

Range: 0
Components: V, S, M
Duration: 3 rounds
Casting Time: 2

Area of Effect: Caster
Saving Throw: None

This spell causes the caster and all his cloth-
ing to become engulfed in flames. These
flames do not harm the caster or his equipment
but cause 1d4 points of damage to anyone
within 1.5 m and an additional 1d6 to anyone
who actually touches him. The flames them-
selves are only about as hot as a torch but the
surrounding area will feel like a blast furnace.

The material component is a burning torch.O

Inaudibility (Illusion/Phantasm)

Author: Thom Watson

Range: Touch

Components: V, S, M

Duration: 1 hour/level

Casting Time: 2

Area of Effect: Creature touched
Saving Throw: Negates

This spell completely masks all sounds
made by the recipient: bodily functions such
as breathing and sleeping as well as sounds
made by striking another object (walking, for
example). Any object held by the recipient is
likewise silenced. Objects thrown, dropped, or
knocked over by the recipient are not under the
effect of the spell, however, and these may
make noise at the ends of their trajectories. An
unwilling victim receives a saving throw against
this spell.

The material component is a bit of cotton.d

Influence Other (Alteration)

Range: 0.3 m/level
Components: V, S, M
Duration: 1 round

Casting Time: 5

Area of Effect: One person
Saving Throw: Negates

On success of the spell, the wizard may
cause the victim to produce any of the follow-
ing bodily functions.

Giggle, belch, hiccup, sneeze, wink, spit,
pee, trip, fall, gag, congest, choke, stumble,
limp, nod, punch self, faint, nap, sleep, drool,
think, moan, screech, giggle, bark, hoot, cat-
erwaul, shout, yell, boo, whoop, cry, cheer, ap-
plaud, bawl, roar, whimper, shriek, scream, hiss,
heckle and any others you can think of.

Success of each is determined as 10%
chance of failure for each level the victim has
higher than the wizard (maximum 99%, mini-
mum 1%).

The material component is a genuine li-
cence of some sort, which is not consumed in
the casting.O)

Insolence (lllusion/Phantasm)

Range: 6 m

Components: V, S, M
Duration: 1 round/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

This spell causes its victims to sound and
appear crude, insulting and arrogant, in all that
she or he says or does, to all observers. The
victim, however, will not be aware that anything
is amiss. While the general meaning of what-
ever is said will be the same, the illusion
causes observers to see and hear a twisted
version in which the speaker is so insolent that
all reactions are checked at -50%. Additionally,
such speech might not be tolerated at all in
some situations (for example, automatic dis-
missal from a king’s court, or perhaps even
worse...). Even if the target makes her or his
saving throw, the attack will not be noticed
(unless the somatic and verbal gestures of the
caster are seen and recognized).

If an observer has reason to believe that
something is amiss, she or he gains as saving
throw if an attempt is made to disbelieve. Such
a saving throw is made at +4 if the fact that it
is an illusion has been communicated. If these
saving throws are failed, it still appears real.

The material component is a bit of dung or
spittle, which is wrapped in the magic user’s
hand. The hand is then subtly waived at the
creature to be affected. The verbal component
is a low guttural sound made in the throat.O]

Invisibility to Draconians (lllusion/
Phantasm)

Range: Touch

Components: V, S, M
Duration: Special

Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

When casting this spell, the wizard must
touch one creature in order to make it invisible
to draconians. Draconians can neither detect
the recipient by normal means nor infravision.
If the recipient does not speak, no noise can
be heard from moving, as if he is using Elven
Boots. Any other effects are similar to the nor-
mal invisibility spell.

Dragons are not affected by this spell; they
can see and hear the recipient normally. The
creature can also be seen by his companions
and any non-draconian.]

Jamye’s Melodramatic Music (Al-
teration, Conjuration, Enchantment/

Charm)

Range: 10 m + 10 m/level
Components: V, S, M
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Duration: 4 rounds + 1 round/level
Casting Time: 1

Area of Effect: One intelligent creature
Saving Throw: Negates

The spell causes the music to be played
whenever the victim performs certain actions;
such as entering a room, charging into battle,
or making an announcement. The type of
music is determined by the caster.

The material components for this spell are
a miniature golden horn, moustache wax, a
short length of rope, and a lace handkerchief.0J

Kazago’s Lock Pick (Alteration)

Range: 0

Components: S, M

Duration: 1 day + 1 day/5 levels
Casting Time: 1 round

Area of Effect: Caster

Saving Throw: None

This spell allows the bard to pick locks. The
bard’s Pick Pockets percentage roll becomes
an Open Locks percentage roll, and the bard
is treated as a thief in this respect for the en-
tire duration of the spell.

This spell is different from both the second-
level Knock spell and the Unlock cantrip in that
it can possibly affect much more than one lock,
and that its effects are far less certain. It is es-
pecially useful on fact-finding missions where
the bard is worried about coming across many
locked doors along the way.

The material components for this spell are
a set of thieves’ picks and tools, which are not
consumed in the casting.O

Last Image (Divination, Necromancy)

Range: 0

Components: V, S
Duration: Instantaneous
Casting Time: 1 round
Area of Effect: One corpse
Saving Throw: None

When the forensic wizard casts this spell, he
sees whatever the recipient corpse saw at the
very instant of death, with the intent of learn-
ing the identity of the murderer, or at least the
location of death. If the recipient was killed by
a gaze attack, the wizard suffers this attack as
well, but with a +4 bonus to his saving throw.OJ

Lesser Invisible Object (Illusion/
Phantasm)

Range: 3 m

Components: V, S

Duration: 1 turn/level

Casting Time: 1

Area of Effect: One object not larger than
81 dm3/level

Saving Throw: None



This spell causes an object to vanish from
sight, much like the second level magic user
spell invisibility (which affected only creatures).
The spell lasts only 2 rounds per level of the
caster or until the caster wills it to end. For ex-
ample, a quiver of arrows or a bow could be
made invisible and carried, and when desired,
a moments thought could make them appear.
Note that not even the caster can see the in-
visible object, so if she or he is to use it most
effectively, it may be necessary to make it
visible.[

Little Death (Necromancy)

Range: 18 m

Components: V, S

Duration: 1d4 + 1 rounds
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

This spell may be cast on any living (not
golem, undead, etc.) creature native to the
Prime Material plane and with 6+4 or less hit
dice. The victim must save vs. magic at -3 or
fall paralysed for 1d4 + 1 rounds.O]

Mental Notepad (Alteration)

Range: 0

Components: V, S, M
Duration: Permanent
Casting Time: See below
Area of Effect: Caster
Saving Throw: None

This spell allows the caster to store informa-
tion in the unused portions of his brain for later
recall. The information thus stored will be avail-
able for complete recall as if the caster was
reading the information from a parchment in his
hands. The caster is able to store up to two
pages of information in the brain through the
use of this spell. If at a later time, the caster
wishes to add more information, it change the
information that is current in his brain, then the
caster will be required to recast the spell and
re-memorize the information again. Note that
there can only be one spell active in the cast-
ers brain at anyone time.

The material component of this spell is a
lead crystal sheet of no less than 50 GP value
which disappears after the spell is cast.O0

Minor Annoyance (Illusion)

Range: 1.5 m/level
Components: V, S

Duration: 1 round/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

This spell creates the illusion (sound and
feel) of a mosquito flying into the victim's ear.
The victim will then act appropriately, which
usually means stopping and trying to get the
illusionary mosquito out of his ear, until either
a successful saving throw vs. spell is made, or
the spell expires.

The spell takes effect at the beginning of the
round after it is cast. This means that it cannot
be used to interrupt a spell, although it can be
used to keep spells from being cast in the
round(s) afterward.

The victim gets a saving throw at the time
of the casting, and then at the end of each
round thereafter.d]

Minor Mimicry (lllusion/Phantasm)

Range: Touch

Components: V, S

Duration: Special

Casting Time: 1

Area of Effect: Creature touched
Saving Throw: Special

This spell allows the magic user to make the
creature touched to appear as something else
for the duration of the spell. The illusion has
visual and minor auditory (such as crackling
of fire, mumbling, etc., similar to Improved
Phantasmal Force) components only. The form
is chosen by the magic user, and unwilling
creatures gain a saving throw. The illusion can
be as small as half the size of the creature
masked, and as large as something that would
fit within 8 dm?3 + 8 dm?® per level. Once the form
is taken, it remains almost stationary, with only
minor movement possible; for example, a troll
illusion could growl and make threatening
motions but could not walk and attack, and a
fire could dance and crackle but could not
spread. For this reason, objects are the forms
most often chosen. Movement is not possible
for the recipient creature if the spell is to be
maintained, as this would break the spell. If the
recipient remains still or nearly still, however, the
spell will last so long as the magic user main-
tains faint concentration (spell casting and
taking damage break the spell, but talking and
walking do not) and remains within 3 m per
level of the location of the recipient (obviously
not a problem if the magic user and the recipi-
ent are the same person). If the spell is bro-
ken for any reason, it will last a further 1-3
rounds + 1 round per level of the caster. The
illusion does not follow any movement made
by its recipient.O

Mist (Evocation)

Range: 20 m

Components: V, S

Duration: 2 rounds/level

Casting Time: 1

Area of Effect: Up to one 15 m cube/level
Saving Throw: None

Mist creates a huge fog cloud that can be
seen through, but reduces the range of vision
greatly. In normal use, all sighting distances (in
the Player’s Handbook) are halved. Vision can
be decreased to a third of its normal range by
reducing the area of effect to one cube (with a
75 m side) per level.

The shape of the cloud must be rectangu-
lar. For example, a second-level wizard could
create a Mist cloud of 30 x 15 x 15 m.
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Murder Weapon (Divination, Necro-
mancy)

Range: Touch
Components: V, S, M
Duration: 1 turn
Casting Time: 1 round
Area of Effect: Special
Saving Throw: None

The caster of this spell can check one
weapon per round to determine if it was used
to kill a specific corpse, of whom he has a
blood sample. A ,murder weapon* is one which
reduced the victim to zero hit points, or deliv-
ered the poison which did so.O

Orko’s Initial Marker (Conjuration/
Summoning)

Range: 5 m/level

Components: V, S, M

Duration: Special

Casting Time: 1 round

Area of Effect: One defeated creature
Saving Throw: None

When this spell is cast, it creates a giant
black (or other colour) magic marker to appear
and draw the wizard's initials on a defeated
victim. The marker will draw on any surface:
water, fire, magma, acid, etc. The wizard can
choose to alter the colour of the marker if he
wishes.

The material component for the spell is a
piece of black cloth.O

Painting (Illusion/Phantasm)

Range: 36 m

Components: V

Duration: Concentration
Casting Time: 1

Area of Effect: 6 m high cube
Saving Throw: Negates

By the means of this spell the caster can
create an illusion of whatever he wants, as long
as he concentrates and the illusion remains in
the area of effect. It is usually easy to recog-
nize what the illusion is supposed to be of, but
any creature that can do so can also recog-
nize that it is an illusion.O

Personal Magnetism (Alteration)

Range: 15 m + 3 m/level
Components: V, S, M
Duration: 5 rounds/level
Casting Time: 5

Area of Effect: Special
Saving Throw: Negates

By means of this spell, a mage is able to
endow a single target creature with a magical
field which causes all creatures within the area
of effect (of the same basic species) to be
drawn toward the target creature, much in the
say way that metal is attracted to a lodestone.



The spell will affect target creatures of up to 4
+ 2 HD. A saving throw (vs. spells) will totally
negate this spell, but the hit dice of the target
creature modify its saving throw in the follow-
ing manner:

Hit dice: Modification to save:
less than 1 -4

less than 2 -3

less than 3 -2

less than 4 -1

4 or more -

Creatures that have magical auras are totally
immune to this spell. This includes dragons,
cockatrice, etc.

If the spell dweomer successfully affects the
target creature it will then attempt to attract all
surrounding creatures of the same species,
causing them to move at their normal move-
ment rate (and locomotion) toward the target
creature. The area of effect is sphere around
the target creature which extends outward 3 m
per level of the spellcaster, up to a maximum
of a 30 m radius. The number of creatures
within the area of effect which the dweomer will
attempt to attract is equal to twice the current
level of the spellcaster. The mage is unable to
change this number in any way and may him-
self be affected by the dweomer (if of the same
species as the target creature) if caught within
the area of effect. For purposes of this spell,
hybrids are considered an individual species,
so half-orcs would only attract other half-orcs,
not other orcs and/or humans.

The area of effect is stronger near the tar-
get creature and therefore has more of a
chance to attract a being toward the target than
at the outer limits of the sphere. The outer 3 m
area of the sphere’s influence will always allow
creatures to save (vs. spells against the attrac-
tion normally. But, for every 3 m closer the
creature(s) is penalized by a cumulative -1
modifier to its saving throw.

Here are examples of a 1st level, 5th level,
and 10th level mage casting this spell:

1st level Mage

Range: Save:
Om -
10m 0
5th level Mage

Range: Save:
Om -
10m -4
20m -3
30m -2

40 m -1

50 m 0

10th level Mage

Range: Save:
Om -
10m -9
20m -8
30m -7

40 m -6

50 m -5

60 m -4
70m -3
80m -2

90 m -1
100 m 0

A successful saving throw against the attrac-
tion means that the spell is unable to attract
this creature toward the target creature.

Note that the mage may reduce the size of
the area of effect to less than he is able to af-
fect (in 3 m decrements) but the saving throw
modifiers are a product of the size of the area
of effect, not the level of the mage casting the
spell. This means that if a 10th level mage re-
duces the area of effect to a 3 m sphere it
would only be able to affect creatures within 3
m of the target creature and they would receive
a normal save, but he will still able to try to at-
tract 20 creatures toward the target whereas
the 1st level mage would only be able to attract
2. Also, remember that the area of effect is
three dimensional, and can affect creatures
through any material that does not shield
against magic (e.g., lead). Creatures that are
physically unable to become ,stuck” to the
target will stick to whatever physical object is
blocking their path, such as walls, floors, doors,
etc.

If any creatures become ,stuck” to the tar-
get creature, it and whatever is stuck to it be-
come entangled with each other, effectively
reducing their normal movement rate to O.
Creatures being drawn toward the target are
totally unable to attack, but may attack from the
mass with one attack form per round if the at-
tack does not require melee combat (e.g,,
breath weapon, gaze, etc.). If the combat form
requires physical contact, a ,stuck” creature is
only entitled to attack once per round and only
if it is first attacked by someone striking at it
while it is entangled. Attacks on entangled
creatures are at +4 to hit, and the creature(s)
are penalized -3 on the return attack. Also,
creatures so entangle lose all armour class bo-
nuses for dexterity.

The material component of this spell is a
lodestone of at least 2 GP in weight. It will dis-
integrate if the target creature successfully
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saves against the spell. Otherwise, it is reus-
able, and only need be touched during the
casting to act as a focus for the mage.

The source of this spell is Sarius
Mendlekine.O

Pilpin’s Mapper (Conjuration/Sum-
moning)

Range: 0

Components: V, S, M

Duration: 6 turns + 1 turn/level
Casting Time: 1

Area of Effect: Special

Saving Throw: None

This spell will create a map of the wizard’s
path for the duration of the spell. The map wiill
record basic features (e.g., doors, stairs, win-
dows, cliffs, rivers, etc.) on a piece of vellum
provided by the wizard. Unusual or special
features (e.g., statues, paintings, smells, and
noises) can be added at the will of the wizard.
The material components are a piece of vel-
lum (that the map is created on) and a vial of
ink. Neither is consumed in the casting, except
for some drips of ink.O

Source: Allan Longley

Pilpin’s Prompt (Conjuration/Sum-
moning)

Range: 0

Components: V, S, M
Duration: 1 week/level
Casting Time: 1

Area of Effect: The wizard
Saving Throw: None

This spell is used to remind the wizard of an
appointment or event. The wizard decides
when and what to be reminded of (within 1
week per level), and a voice only the wizard
can hear will deliver the reminder at that time.
The reminding message can be up to 20 words
long.

The material component is a small piece of
elephant hide.O]

Protection from Chaos (Abjuration)
Reversible

Range: Touch

Components: V, S, M

Duration: 2 rounds/level
Casting Time: 1

Area of Effect: Creature touched
Saving Throw: None

This spell is very similar to Protection from
Evil (g.v.) except in its purpose and intent; it
keeps out chaotic, as well as summoned or
enchanted creatures. It acts as magical armour
on the recipient; the protection encircles the re-
cipient at a one foot distance, thus preventing
bodily contact by creatures of an enchanted
or summoned or chaotic nature. Summoned
animals or monsters are similarly hedged from
the protected being.



Furthermore, any and all attacks launched
by chaotic creatures incur a penalty of -2 from
dice rolls to hit the protected creature, and any
saving throws caused by such attacks are
made at +2 on the protected being’s dice.

This spell can be reversed to become Pro-
tection from Law, although it still keeps out en-
chanted or summoned chaotic creatures as
well.

To complete this spell, the mage must trace
a1m diameter circle upon the floor/ground with
powdered obsidian for protection from law and
powdered glass for protection from chaos; or
in the air using burning incense or burning
dung with respect to law/chaos.]

Protection from Rain (Abjuration)

Range: 0
Components: S, M
Duration: 1 hour/level
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

After casting this spell, the wizard will remain
dry even if standing in the midst of a torrent.
The caster is protected from splashes and fall-
ing drops, but he is not protected from more
concentrated bodies such as puddles. The
water will simply bead and flow down an invis-
ible field which surrounds the caster and his
clothing at a distance of about one inch.

An oiled leather rag is the material compo-
nent of this spell.0

Quantas’ Target Bow (Enchantment)

Range: Touch

Components: V, S, M

Duration: 2d4 rounds + 1 round/level
Casting Time: 2

Area of Effect: One bow

Saving Throw: None

While this spell is in effect, any arrows fired
from the bow (which may not be a crossbow)
are +2 to hit a specific target. The caster must
be able to see the target, and call his shot. The
+2 only affects hits on the target, not on some-
one or something that gets in the way.

If the target is in melee, the target gets a +2
to it's size rating when the DM determines the
odds of hitting the target as opposed to those
around it. For example, if firing on a size six
giant who is in melee with a size two elf, there
would normally be a one in three chance to hit
the elf. With target bow in effect, the giant would
be raised to size eight, giving only a one in four
chance to hit the elf. Should the arrow go at the
elf anyway; it would not get its +2 to hit (since
the giant is the target).

Note that the arrow fired from the target bow
is in no way magical.

The material component is a feather from a
bird of prey, rubbed against the bow string.0]

Sand Skin (Conjuration)

Range: 0

Components: V, S, M
Duration: Special
Casting Time: 1 round
Area of Effect: Caster
Saving Throw: None

By this spell, the caster will cover himself
with sand that will repel damage. The caster will
be able to cover himself with enough sand to
block 8 + 1 per level points of damage. The
type of sand used causes the body to be
slightly shaded to that colour. The spell lasts
until all the points are used up. Multiple cast-
ing only raises you back to the maximum of a
single casting.

The material components for this spell are
ground granite, sandstone, or some other type
of fine sand.O

Sand Spray (Alteration)

Range: 6 m
Components: V; M
Duration: Instantaneous
Casting Time: 1

Area of Effect: Special
Saving Throw: None

By means of this spell, the wizard sends out
a spray of sand in a horizontal arc of 90 de-
grees in front of himself. This attack is resolved
on the fighter’s missile attack table. If success-
ful, it will blind 1d4 individuals in the field of fire
for one round. Those individuals blinded will
suffer a -4 penalty to their attacks, while giv-
ing the wizard and his companions a +4 gain
to their attack rolls - for the remainder of the
round - or give them a 2 round headstart to flee.

The material components for this spell are
ground granite, sandstone, or some other type
of fine sand.O

Sangfroid (Abjuration)

Range: 0
Components: V, S, M
Duration: 1 turn/level
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

This spell confers immunity to all “nuisance”
cantrips and first-level spells cast upon the
bard. In addition, it gives the bard a +4 bonus
to his saving throws vs. nuisance spells of sec-
ond level or higher.

Nuisance spells are those that do no dam-
age, but are designed to adversely affect the
bard’s concentration, train of thought, or
senses. Most lllusion and Charm spells fall into
this category, as do Blindness, Deafness, and
such spells that otherwise cause blindness or
deafness. All three variations of the Annoyance
spell (g.v) are included as well. There are more
such spells, but an exhaustive list here is un-
warranted.

This spell is primarily used while performing,
as it keeps outside events such as hecklers
and Taunt spells from interrupting the bard's
performance.
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The material component for this spell is a
chip of granite.C]

Sanh’s Ray of Light (Evocation)

Range: 6 m + 1 m/level
Components: V, S

Duration: Instantaneous
Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

This spell is a more powerful version of
Sanh's Harmless Ray of Light. If a save vs.
Magic is failed, the victim suffers 1d6 points of
damage plus one per level of the wizard. A
fumbled save results in the victim being per-
manently blinded in one eye and dazzled for
1d6 rounds (-2 on all rolls).

As per the cantrip, Sanh's Ray of Light is
basically a laser beam. The colour is chosen
by the wizard, but multichromatic light, such as
sunlight, cannot be duplicated. Since the beam
itself is not magical, magic resistance has no
effect against this spell.0

Sara’s Searing Skean (Summoning)

Range: 60 m + 10 m/level
Components: V, S, M
Duration: Special

Casting Time: 2

Area of Effect: One creature
Saving Throw: None

Sara’s Searing Skean summons a sprite from
the elemental plane of fire which is manifested
on the prime material plane as a flaming aura
surrounding a silver dagger in the possession
of the wizard. To invoke the Skean, the wizard
points the silver dagger at the intended target
and speaks a command word. The flame leaps
off the dagger and unerringly strikes the target
indicated by the wizard. Even if the target is
engaged in melee, it need only be seen by the
wizard in order for the spell to succeed.

The attack of the Skean results in damage
of 2 HP + 1d3 HP per level of wizard to a maxi-
mum of 9d3 at ninth-level. Also, flammable
objects such as paper or wood will be ignited
by the flames, and undead receive normal
damage from the attack. The sprite will not
travel through or over water, but does double
normal damage to creatures from the elemen-
tal plane of water which are otherwise “stand-
ing” in open air. The dagger does not harm fire
using creatures or creatures from the elemen-
tal plane of fire.

After its attack, the sprite normally returns to
the elemental plane of fire, however, there is a
5% chance that the sprite will remain, attack-
ing the nearest creature (possibly even the
wizard) on the next round. The sprite must
make this 5% roll each round it stays away from
the elemental plane of fire, and for each round
the sprite remains, the strength of its attack is
reduced by 1d3 until it dissipates. If the sprite’s
attack strength falls below 1d3, it will automati-
cally return to the elemental plane of fire. For



every level of the wizard's experience beyond
the first level, the probability of the sprite re-
maining is reduced by 1%.

The material component of this spell is a
silver dagger which may be re-used, and a
pinch of sulphur which is thrown into the wind.
The results of this spell on planes other than
the prime material plane are currently unde-
fined.O

Shadows (lllusion/Phantasm)

Range: 0 or 18 m (see below)
Components: V, S

Duration: Special

Casting Time: 1

Area of Effect: See below
Saving Throw: None

This spell has three different potential func-
tions, the choice of which may be made at the
time of casting:

i. The magic user may cast shadows upon
herself or himself, with this covering giving her
or him a chance of hiding in shadows as that
for a thief of equal level. The magic user can
take advantage of (or is penalized by) dexter-
ity and racial adjustments. This form of the spell
is only shadow enhancing, so an effort must
still be made to hide. It can be cast only on the
magic user’s person (a range of 0 for this func-
tion), and the magic user must remain still and
concentrate faintly to maintain the shadows.
This can only be of use where shadows already
exist. If the caster is also a thief, this spell can
be used to either give the chance of hiding as
described above or add a 2% per level (magic
user’s level) to the character’s normal thief
chances of hiding in shadows.

ii. This version causes a number of shadowy
forms to dart about up to 18 m distantina 6 m
square area, until the spell expires. This could
be most distracting, for it appears as though
there are humanoid and possibly animal forms
moving about. These shadows cannot exist in
sunlight or a continual light, but could still be
seen jumping between areas of cover.

iii. This version creates the illusion of a
number of humanoid forms, appearing exactly
as the undead shadow. Up to 1 form per level
can be made, appearing ina 3 m + 0.3 m per
level square area. The magic user has control
over each form's actions. While they may look
like shadows, they are completely powerless
(with the exception, perhaps, of causing fear
or uncertainty - a normal reaction for one con-
fronted with this situation). The magic user
must maintain concentration, and even then
the maximum duration of 3 rounds per level still
applies. If she or he breaks concentration, the
shadows will last 1-2 rounds longer before fad-
ing away.[]

Sharpen (Alteration)

Range: 0

Components: V, S, M
Duration: 3 months/level
Casting Time: 1 turn

Area of Effect: One weapon
Saving Throw: None

This keeps a sharp edge on any one
weapon for at least the time period specified,
provided the weapon is used normally only (i.e.,
in combat).O

Sigil (Conjuration/Summoning)

Range: Touch
Components: S, M
Duration: Permanent
Casting Time: 1

Area of Effect: One object
Saving Throw: None

The wizard may inscribe or write his personal
sigil, emblem, or seal over any nonmagical
item. The sigil will prevent the opening of any
door, chest, or lock until dispelled, and any
person touching the item inscribed with the
sigil (other than the wizard) will receive 1d4
points of damage.l

Skeleton (Necromancy)

Range: Touch
Components: V, S, M
Duration: Permanent
Casting Time: 1 hour
Area of Effect: One corpse
Saving Throw: None

With this spell, the necromancer can turn
one humanoid corpse into a skeleton. The skel-
eton may then be controlled as per animate
dead. A mage may only have in existence
through us of this spell one skeleton per level.

Hit points of the skeleton are determined
randomly. Disposing of skeletons with insuffi-
cient hit points is possible, if expensive. When
a skeleton created by this spell is damaged,
the damage cannot be repaired.

The material component of this spell is a

salve that requires 50 GP and 24 uninterrupted
hours to create.0]

Skulkskin (Illusion/Phantasm)

Range: Touch

Components: S, M

Duration: 1 turn/level

Casting Time: 1

Area of Effect: Creature touched
Saving Throw: None

Similar to the effect of the skulk’'s renown
ability, this spell enables the recipient to
change colour so as to blend with her or his
background; however, unlike the skulk’s abil-
ity, it changes not only the skin colour, but the
colour of any items worn or carried also. The
chance of successfully hiding depends on the
activity of the recipient, as shown on the fol-
lowing table:
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Movement Rate Chance of Success

0 (stationary) 80% + 2%l/level

Upto 1 60% + 2%/level
Upto 3 40% + 2%/level
Upto 6 20% + 2%f/level
Upto 9 2%/level

The recipient may attack without ruining the
spell, and will surprise on a 1-4 in 6 if success-
fully hidden from view. Once seen, a creature
cannot successfully hide from an observer until
first moving out of its line of sight. Note that
chances to detect invisibility (DMG page 60)
apply against this spell.

The material component is a bit of skin from
a colour-changing creature (such as a chame-
leon, troglodyte, skulk, pseudo-dragon, etc).O

Snapshot (Invocation/Evocation)

Range: Sight
Components: V, S, M
Duration: Instantaneous
Casting Time: 0

Area of Effect: One page
Saving Throw: None

With this spell, the wizard causes an image
of whatever he sees, even thermal images and
magical auras, to appear on a sheet of parch-
ment or vellum (the material component of the
spell).O

Spirit Command (Enchantment/
Charm)

Range: 30 m

Components: V

Duration: 1 round

Casting Time: 1

Area of Effect: One creature
Saving Throw: None

This spell enables the mage to command a
spirit or extra-planar creature with a single
word. The command can be uttered in a lan-
guage the creature can understand (or a lan-
guage the creator could understand if it is a
summoned spirit). Spirits and creatures with 6
or more hit dice receive a save; spells save at
their caster’s level (if the caster is at least of
sixth level).O0

Starshine (lllusion/Phantasm)

Range: 0

Components: S, M
Duration: 1 turn/level
Casting Time: 5

Area of Effect: 9 m radius
Saving Throw: None

This spell causes the immediate area
around the wizard to become dimly illuminated
as if by starlight, enabling clear vision of up to
thirty feet, with indistinct vision at up to sixty
feet. The spell will only work in near to total
darkness, and will cause the ceiling of indoor



caverns to appear as a constellation, taken
conveniently from the wizard’'s memory. The
material component for this spell is a silver
piece.l]

Static Charge (Alteration)

Range: Touch

Components: V, S, M
Duration: 4 rounds/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell causes the victim to have a seri-
ous static charge for the duration of the spell.
The static charge causes the affected creature
to be very edgy and irritable. The saving throw
is at +1 per level (or hit die) of the victim - but
at -1 per level of the wizard.

The material components are a glass rod
and wool.OJ

Swim (Alteration)

Range: Touch

Components: V, S, M

Duration: 1d6 turns + 1 turn/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: None

When cast on a willing creature who cannot
swim, that being is granted the ability to swim
tirelessly for the duration of the spell. If the
recipient can swim, he tirelessly swims at dou-
ble his normal swimming speed for the dura-
tion of the spell. Note, this spell does not grant
the ability to breathe underwater.

The material component is the fin of any fish,
or the leg of any amphibian.O

Time of Death (Divination, Necro-
mancy)

Range: Touch
Components: V, S
Duration: Instantaneous
Casting Time: 9

Area of Effect: One corpse
Saving Throw: None

This spell allows the forensic wizard to esti-
mate the time of death of the recipient corpse
to within 5% if the corpse has been dead no
more than one day per level of the caster, to
within 20% otherwise.O

Tree Swipe (Alteration)

Range: 9 m + 3 m/level
Components: V, S, M

Duration: 1 round + 1 round/3 levels
Casting Time: 1

Area of Effect: One fully grown tree
Saving Throw: None

By use of this spell, the caster will control a
tree branch for the duration of the spell. The
caster can make the branch wave, attack, fan
a small breeze, etc. If the branch attacks, it
does so as a fighter of the same level as the
caster and will do 2d6 damage. This spell
works only on full-size trees.

The material components needed are a tree
branch, a verbal ,smack” and a swing of the
arm.O

Tricks (Illusion/Phantasm)

Range: 0

Components: V, S, M
Duration: 1 round/level
Casting Time: 1

Area of Effect: 3 m radius
Saving Throw: Special

The wizard creates a number of various mi-
nor illusions such as coloured sparkles, puffs
of smoke, or small floating objects equal to his
level. Creatures of low and semi-intelligence
(Intelligence scores of 2-7) must save versus
spell or become involuntarily fascinated for 1d6
melee rounds or until attacked (DM’s discre-
tion), while even creatures of higher Intelli-
gence or lower Intelligence may become dis-
tracted. Tricks is most commonly used for the
purpose of entertaining an audience.

The material components are some pebb-
les.O0

drlic’s Unwholesome Meal (lllusion/
Phantasm)

Range: 0

Components: V, S, M

Duration: 1 turn + 1 turn/level
Casting Time: 5

Area of Effect: 2 portions + 1 portion/
level

Saving Throw: Negates

This spell is used to disguise existing food
or to create a completely illusionary meal. The
illusion will have full visual, thermal, touch and
smell components.

With the former usage, a bland meal can be
made to appear in all respects as a royal feast
(or vice versa), and even spoiled food or poi-
son can seem irresistible. The serving vessels
and utensils can also be disguised. (Spoiled
foods will often cause nausea, and as a gen-
eral rule, if a save versus poison is failed, a
character will be incapacitated for 3-18 rounds
following a 2-16 round onset time. Allow a 25%
or greater chance (depending upon what was
eaten) for more serious poisoning lasting 4-48
hours. Both Slow Poison and Neutralize Poison
would be effective in countering these symp-
toms.) A saving throw vs. spells is not given
until the creature actually begins to consume
the affected meal, and this is made at -4 un-
less a close examination of the food is made.
If failed, the diner will believe the illusion to be
real, and will have no cause for alarm. If the
save is successful, the creature will see the
meal’s true form, and will be aware of the pres-
ence of an illusion.
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If a complete illusionary meal is consumed,
a victim will believe that his hunger and/or thirst
has been satiated, but only for as long as the
spell duration. A saving throw is allowed, be-
ing the same as that of the former application
of the spell.

The spell requires the magic user to sprin-
kle a pinch of gold dust over the food (or air)
where the illusion is to be created.[]

Waterproof (Alteration, Evocation)

Range: Touch

Components: V, S, M

Duration: 1 turn/level

Casting Time: 1

Area of Effect: Creature or item touched
Saving Throw: None

This spell creates an invisible, thin mem-
brane around the recipient and any objects in
his possession, through which water cannot
pass, except at the mouth (water breathing, for
example, is not hindered if it is in effect, but it
is not otherwise provided by this spell). Its
purpose is to protect and keep dry objects that
could otherwise be damaged or destroyed by
water (spellbooks, torches, tinderboxes, etc.),
since precipitation merely beads and rolls off
the recipient and bodies of water do not pen-
etrate the barrier. The spell does not confer any
special abilities to survive or breathe underwa-
ter, but it will keep the wizard and his posses-
sions dry while there.

If used against a creature native to the el-
emental plane of water, the spell inflicts 1d4
points of damage on a successful attack roll.
The wizard may affect an additional man sized
creature for every extra level of experience.

The material component of the spell is a
duck feather or a small square of oilcloth.O

Wimbly’s Wonderful Web (Conjura-
tion, Evocation)

Range: 10 m/level
Components: V, S, M
Duration: 2 rounds/level
Casting Time: 1

Area of Effect: One creature
Saving Throw: None

This spell, when cast, creates one strand of
a very sticky web material similar to the kind
spiders use to wrap up their captured prey.
When the strand hits a creature, it immobilizes
them for the duration of the spell. When the
spell wears off, the weblike material ceases to
be sticky and the creature can easily escape.

During the spell, the webs require at least a
21 strength or better to break, or an edged
weapon doing at least 2 points of damage per
level of the caster. If this is not done carefully
then the entangled creature takes 3/4 full dam-
age if the would be helper misses the webs or
half damage if he does not. The webs would
take 1/4 or 1/2 damage respectively. The webs
could be more easily burned off but the en-
trapped creature would take 2-7 damage from
the burning webs. The webs for this case are
considered Armour Class 0



In order for the target creature to be hit, the
caster attacks as a monster of equal hit dice.
Dexterity bonuses are added to the caster’s
roll, if any.

If the spell misses the target creature, then
an other creature behind the target may be hit
(the spell travels in a straight line out to its
maximum range or until it hits something).

The material component for this spell is
some spider webs which disappear when the
spell is cast.O

Wither (Necromancy)

Range: 30 m
Components: V, S, M
Duration: Instantaneous
Casting Time: 1

Area of Effect: 9 m?/level
Saving Throw: Special

This spell kills all normal vegetation within an
area of 9 m? per level of the caster, who deter-
mines the shape of that area at the time of
casting. Trees receive a saving throw of 11, and
special plants such as treants suffer but 1d6
points of damage.

The material component is acid, sprinkled
over the whole area of effect. Casting time is
exclusive of this administration.O

Wizard Glue (Enchantment)

Range: Touch
Components: S, M
Duration: Permanent
Casting Time: 1

Area of Effect: 1.8 m?/level
Saving Throw: None

Wizard Glue will hold one relatively flat sur-
face to another, a mirror to a wall for example.
The strength of the bond is 20 pounds per level
of the wizard, up to 120 pounds. Dispel Magic
will end the spell, and a strength of 10 or greater
can break a 20-pound bond. A strength of 12
can break a 40-pound bond, a strength of 14
can break a 60-pound bond, and so forth. If the
item held by the glue is brittle, it may be shat-
tered in the separation.

Honey is the material component of this
spell.0
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Aerate (Alteration)

Range: 0

Components: V, S, M

Duration: 1 turn (+ 1/level) see below
Casting Time: 1

Area of Effect: 1 creature/level

Saving Throw: Negates
Specialist/School: Elementalist, Altera-
tion, Abjuration

This spell will cause the victim to change into
a small cloud which will descend into a ground
covering mist. The intended victim must be
touched by the caster. The caster can touch
one victim per round up to the maximum
number affected for his level. The intended vic-
tim is allowed a saving throw vs polymorph to
negate. The spell causes no pain, discomfort
or actual damage, however a system shock roll
must be made (with a +5 bonus) or the crea-
ture will remain a mist forever. The natural du-
ration of the spell is listed above. The spell can
be cancelled by the caster, a Dispel Magic from
a mage of equal or higher level to the caster,
or the caster may set a specific duration at the
time of casting. This last option is particularly
useful if the mage casts the spell on himself.
When the spell expires or is cancelled, the vic-
tim will be restored. The mist can be dispersed
over an area of 9 m? per level of the caster and
the victim will still be restored successfully. This
is the most dangerous of the four elemental
polymorph spells for if the mist is dispersed
more than this, the victim cannot be restored
until all the mist is brought within these limits.
The mist tends to spread rapidly if not con-
tained within a sealed room for example.

The material component of this spell is a
burning twig or incense.]

Acid Water (Alteration)

Range: 20 m
Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: 5 I/level
Saving Throw: None

This spell turns water into an acidic sub-
stance. If a creature touches this stuff, it takes
2d4 damage. If the acid is drunk; it will take 4d4
damage. The caster can do anything in or to
the substance without taking any damage.O

Ahrvar’s Instant Offensiveness (En-
chantment/Charm)

Range: 120 m
Components: V, S
Duration: 2 rounds/level
Casting Time: 1

Area of Effect: One person
Saving Throw: Negates

This spell effects any single intelligent being
it is cast upon. By intelligent being, it is meant
any creature with a rudimentary form of spo-
ken language. This includes humans, demi-
humans, humanoids, intelligent monsters, etc.

The victim receives a saving throw vs. spell
to avoid the effect, with the appropriate adjust-
ments due to Wisdom. If the victim fails his
save, the victim's speech immediately be-
comes offensive to all who can understand the
language the victim is using. The victim, how-
ever, only hears what he thinks he is saying,
and may become extremely curious as to why
everybody is mad at him. The words of the vic-
tim become so offensive, in fact, they act as a
low-power Taunt spell, with those hearing and
comprehending the victim's speech making a
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save vs. magic at +4, or else be consumed with
a mindless desire to bash the victim's head in.
Each person within hearing of the victim will
hear whatever would be considered most of-
fensive by them. The caster is the only one able
to hear what is actually spoken by the victim,
and is thereby immune to the taunt effect.

The components of this spell are the com-
mand word, and a subtle pointing motion by
the caster, at the target.O]

Ahshay’s Mystic Mutable Aura (Illu-

sion/Phantasm)

Range: Touch

Components: V, S, M

Duration: 1 day/level

Casting Time: 1 round

Area of Effect: One object or person
Saving Throw: Special

This spell creates a magic aura around an
object similar to the one from Nystul's Magic
Aura. However, it hides not the magic property,
but the alignment of the target. The caster can
specify which alignment he wants the object
to radiate as well as the strength of the radia-
tion. The higher the level of the caster the more
radical alignment he could place on the object
or person. Note that this aura does not change
the alignment (if present) of a person or object.

This spell foils such spells as Detect Good/
Evil, a paladins Detect Evil ability and the spell
Know Alignment. It does not change the effect
of the Protection from Good/Evil spells. Note
that the priest version of True Seeing or a Gem
of True Seeing will see through this spell. If the
object or person acts in a different way than is
indicated by the aura, other people will get a
disbelieve check. A mage with the true sight
spell will now get a true reading off a detect evil.

The material component of this spell is a
sheet of thin silk in an appropriate colour to the
alignment being cast. It is consumed
completely.O]

Alpha’s Moonlight (Evocation)

Range: 5 m/level
Components: V, S, M
Duration: 1 turn/level

Casting Time: 1 round

Area of Effect: 3 m/level radius
Saving Throw: None

This spell creates an area of soft blue-grey
light, apparently coming downwards from
above. This light effectively washes out all col-
our, but clear vision is certainly possible within
the area of effect. Vision is also possible out to
10 m beyond the spell’s radius, but such vision
is dim and shadowy at best. The moonlight
does not interfere in any way with infravision,
but the nature of the light is such that creatures
adversely affected by bright light suffer only
half the normal penalties when within the
Moonlight and none when within its shadowy
fringes. The Moonlight spell may be centred on
the caster, in which case it moves with him.
Otherwise, the spell must be cast on an area
and is stationary.



The material component of this spell is a
moonstone that has been exposed to actual
moonlight for a full night.C)

Alpha’s Rainbow Beam (Evocation)

Range: 10 m + 5 m/level
Components: V, S, M
Duration: Instantaneous
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell draws upon the power of the
Quasi-Elemental Plane of Radiance and brings
forth a beam of pure light. The colour of the
light making up the beam is normally randomly
determined by a roll of a d8. However, the
caster has a chance equal to 5% per level of
being able to select the colour of the beam (the
caster may not select a multi-hued beam. Such
occurs only as the result of an aberration in the
magic). The colours of the beams are as fol-
lows:

1d8 Colour of beam:

red (cold)

orange (heat)

yellow (acid)

green (poison)

blue (electrical)

indigo (holy water)

violet (force)

multi-hued beam - roll twice ig-
noring 8’s

ONO O WN =

The beam does a base of 2d6, plus an ad-
ditional point of damage for each level of the
caster (e.g. a 7th level caster would inflict 9-19
(2d6+7) points of damage). Any creature re-
sistant to the attack form indicated by the col-
our of the beam takes NO damage, while a
creature vulnerable to the specific attack form
(such as heat vs. a yeti) will suffer double dam-
age. A saving throw indicates that the beam
has missed and the intended victim is unaf-
fected. Note that the beam may hit a target
other than the one intended. Once the beam
hits a solid object, it stops, even if that object
is transparent. Any creature suffering damage
from the spell must make item saving throws
if appropriate.

The material component of the spell is a
small clear gem or crystal prism worth at least
50 GRPO

Alpha’s Spark Shower (Evocation)

Components: V, S, M

Duration: 1 round

Casting Time: 2

Area of Effect: 1,5 x 6 m long x 3 m base
wedge shape

Saving Throw: 1/2

The caster extends his arms and speaks the
spell, and a sheet of sizzling purple sparks
shoots forth from the caster’s hands. These
sparks cause 1d4 electrical damage per three

levels of the caster, rounded up, to a maximum
of 5d4. Those wielding metal weapons (swords,
etc.) or wearing partially metal armour (ring,
scale, chain) save at -2 and suffer +1 point of
damage per die. Those wearing full metal ar-
mour (splint, banded, plate, etc.) save at -4 and
suffer double damage.

The material component is a bit of fur, glass,
and copper.O

Alpha’s Star Gaze (Evocation)

Range: 60 m

Components: V

Duration: Instantaneous

Casting Time: 2

Area of Effect: One creature/2 levels
Saving Throw: Special

This spell causes a blazing white sheet of
light to issue from the caster’s eyes. This sheet
will envelop a number of creatures based on
the caster’s level. Those who fail a save vs. pet-
rification will be blinded for a full turn. Those
who do save are merely dazzled (-2 on to hit
and AC) for 1 round, having looked away just
in time. Dark dependent creatures such as
drow and gray dwarves save at a -4 vs. this
spell, and the duration of its effects are
doubled.O]

Alpha’s Starblades (Conjuration)

Range: 10 m + 10 m/level
Components: V, S, M

Duration: 1 round/2 levels

Casting Time: 2

Area of Effect: One creature/3 levels
maximum

Saving Throw: None

This spell creates one magical star-shaped
bladed weapon for each three levels of the
caster, up to a maximum of seven. The caster
may then throw these as weapons, out to the
spell's maximum range. They are treated as
Slashing weapons with respect to effective-
ness vs. armour, and the caster’s to hit rolls with
them are at +3, in addition to any bonus for
high dexterity. Each Starblade that strikes
causes 2d4 damage, +2 vs. creatures with
powers drawing on the negative material plane
or plane of shadow.

The material component is a small silver
star.O

Ambient Light (Alteration)

Range: 60 m

Components: V, S, M

Duration: 1 turn/level

Casting Time: 2

Area of Effect: 12 m radius globe
Saving Throw: None

This spell is in many ways similar to the first
level spell Light (g.v.). With an Ambient Light
spell, while there is a centre for its sphere of
effect, there is no point of light at this centre -
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the intensity of the light is consistent through-
out the entire globe. The light is even behind
objects or walls, in a closed chest, in fact, eve-
rywhere in the area of effect. Therefore, abso-
lutely no shadows exist. The spell has a
number of interesting effects because of this;
for example, if cast in a hallway, the light would
extend through a door or wall into an adjacent
room (or even into secret tunnels below the
hall) up to the full area of effect. Just beyond
the 12 m radius globe, reflected light from the
actual area of affect lights up 4 m further. This
is much dimmer than the globe, is very shad-
owy (if there is something to cast one), and
fades off into complete darkness (assuming,
of course, the area would be dark without this
spell). One obvious advantage of the spell is
to make hiding in shadows impossible within
the area of effect.

Annoyance (lllusion)

Range: 1.5 m/level
Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Special

This is a more powerful version of the first
level spell Minor Annoyance (q.v.), in that it
creates the illusion of a bumblebee flying into
the victim’'s ear. The victim only gets one sav-
ing throw; if successful, the annoyance lasts for
only one round. The spell’s effects start at the
beginning of the next round, just like Minor
Annoyance.

The material component of this spell is a
dead insect. If an actual dead bumblebee is
used, the victim’'s saving throw is made at -2.0

Anvil Fall (Alteration)

Author: Thom Watson

Range: 10 m/level
Components: V
Duration: 1 round/level
Casting Time: 1

Area of Effect: Special
Saving Throw: Negates

When this spell is cast, the creature(s) or
object(s) affected immediately assume the
mass of solid lead. A falling or flying object or
creature affected starts to plummet, and dam-
age taken from falling is doubled, i.e., 2d6 per
3 m fallen, to a maximum of 20d6 from a height
of 30 m. The Anvil Fall affects one or more
objects or creatures in a 3 m cube, as long as
the maximum original weight of the creatures
or objects does not exceed a combined total
of 200 pounds plus 200 pounds per level of the
wizard.

A Feather Fall cast upon a creature or ob-
ject under the influence of an Anvil Fall will only
negate the latter, and the creature then re-
ceives only normal falling damage. An addi-
tional Feather Fall would then be needed to



achieve the normal effect of that spell, and two
such spells could probably not be cast in time
by a single wizard.

Like a Feather Fall, an Anvil Fall works only
upon free-falling, flying, or propelled objects,
and cannot affect a sword blow or a charging
creature.l]

Azalldam’s Fabricated Boat (Conju-
ration/Summoning)

Range: 0
Components: V, S, M
Duration: 1 turn/level
Casting Time: 2

Area of Effect: Special
Saving Throw: None

This spell is similar to Azalldam’s Fabricated
Bridge except it shapes a boat from the con-
jured shadows instead of a bridge. The caster
may create a boat of 45 m? per level (up to a
maximum of 90 m?). The boat will support 100
pounds per level of the caster; any additional
weight will cause the boat to capsize. The spell
will last 1turn for each level of the caster, or until
the caster ends it.

Similar to the Fabricated Bridge spell, the
boat may not be disbelieved, but may be dis-
pelled.

The material component for this spell is a
small wooden carving of a boat; this carving
is not consumed when the spell is cast.O]

Bigby’s Tickling Fingers (Evocation)

Range: 1 m + 1 m/level
Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Special

When cast, this spell creates a pair of dis-
embodied hands which proceed to tickle a
victim of the wizard's choosing. Each round, the
victim must save vs. spells or suffer a -4 pen-
alty to all rolls. If the save is failed, the victim
may cast no spells that round. The wizard may
select a new victim each round. If the wizard's
concentration is broken while the spell is in
effect, the spell is terminated.

The hands cannot be physically attacked,
only Dispel Magic type attacks or breaking the
wizard's concentration will destroy the hands.

The material component is a pair of gloves
and a feather.OJ

Byen’s Arrow (lllusion/Phantasm)

Range: Touch

Components: V, S, M

Duration: 6 turns/level

Casting Time: 1 round/arrow
Area of Effect: One arrow/2 levels
Saving Throw: None

Several decades past, Byen, the famed as-
sassin/illusionist of the City of Yorkad, created
this spell so as to be able to execute certain

,assassinations” which would seem com-
pletely real but in which the victim would (hope-
fully) not be killed. Byen's Arrow creates a very
powerful illusion that is modelled exactly after
an actual arrow. The caster must take a real
arrow, of fine quality, and spend one entire
round chanting and weaving her or his hands
along the edge of the arrow. To complete the
casting, the caster must prick her or his finger
with a splinter of wood and smear it upon the
arrowhead. The arrow is then actually replaced
by an illusion, that has full visual, audible, tac-
tile, thermal, and olfactory components. An
attempt to disbelieve can be made, but the
save is made a -2 DM (or +2 if informed of the
illusion); however, in most circumstances, there
will be no reason to suspect anything is amiss.
The magic user can ,enchant” up to 1 arrow
for every two levels she or he possesses, each
arrow taking one round of preparation.

The arrows must be shot in a normal man-
ner (i.e. the magic user must have someone of
a class able to make use make use of a bow
to shoot them). Such a user will in no way sus-
pect that the arrows are illusionary from just ex-
amining them. If these arrows hit a target, the
illusion continues so that the target will bleed
illusionary blood, an will feel illusionary pain.
Unless the victim for some reason attempted
to disbelieve and this attempt was successful,
the victim will take the full 1-6 damage from the
arrow, plus any applicable bonuses for
strength, specialisation, a magic bow, etc. Only
25% of this damage is actual, but even after
the illusion fades (which happens in 5 rounds
+ 1 round per level after being hit) the victim
will still suffer form shock and a loss in confi-
dence and composure. Hit points lost because
of these arrows that were not part of actual
damage will be recovered at a rate of 1 HP per
round of rest or 1 HP per turn of even mild ac-
tivity, but not at all for strenuous activity. Crea-
tures brought below zero HP because of this
illusionary damage will be unconscious and
must make a system shock survival roll of else
die of shock, losing 1 HP per round until reach-
ing -10, unless they receive aid. Even creatures
that can be hit by only by silver, iron or magi-
cal weapons will suffer from all the above ef-
fects unless they have some special resistance
to illusions (or have reason to be suspicious
and disbelieve).

Note that Byen's Arrow will work on light and
heavy quarrels of high quality as well as on
arrows.

The material component for this spell is an
arrow or quarrel of fine quality (s.a.).00

Carrion’s Foul Stench (Evocation)

Range: 30 m

Components: S, M

Duration: 1 round/level above first
Casting Time: 3

Area of Effect: 6 m cube

Saving Throw: Negates

This spell in many respects duplicates the
effects of the second-level spell Stinking Cloud.
Except where noted, this spell duplicates the
effects of Stinking Cloud.
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It has a slightly longer casting time and a
duration which is shorter by one round, but it
has the advantage of lacking a verbal compo-
nent: the material components are waved in
the air and the spell's gestures made, but oth-
erwise the spell is utterly silent.

It produces a thin grey cloud of vapour
which reeks of rotting flesh and the odours of
the tomb.

The material component for this spell is a bit
of zombie or ghoul flesh or a small strip of
carrion crawler hide.

If ghast flesh is substituted saves versus this
spell will be at 1.0

Cause of Death (Divination, Necro-
mancy)

Range: 0

Components: V, S, M
Duration: Instantaneous
Casting Time: 1 turn

Area of Effect: One corpse
Saving Throw: None

With this spell the forensic wizard can de-
termine if the corpse has received damage
from any of the causes listed in the table be-
low, and which cause actually reduced him to
zero hit points. This spell involves dissection of
the corpse, and the material components are
amagnifying glass and a set of scalpels. These
are not expended by the casting.

Cause Notes and secondary
information

Exposure exposure to cold, fire, heat,
or lightning; drowning

Falling or height fallen from

hanging

Disease or  organs affected, parasites

old age involved

Magic applies only to magic mis-
sile or necromantic effects

Wound wound inflicted by bludg-

eoning, piercing, or slashing

The DM may introduce a chance of failure if
the body is greatly decomposed, and he might
give false information based on nature of the
trauma. A corpse swatted by a dragon’s tail, for
example, might show the same indications as
one which fell from a great height, and a poi-
soned corpse usually looks like one which died
of disease. The prudent forensic wizard always
detects poison just to be sure.0]

Chameleon (lllusion/Phantasm)

Range: Touch

Components: V M
Duration: 1 round/level
Casting Time: 1 round
Area of Effect: One creature
Saving Throw: None



This spell alters the coloration of the recipi-
ent’s skin, clothes, and gear to match that of
the surrounding background, so that he is dif-
ficult to spot and attack. The affected creature
cannot normally be spotted at distances of
further than 30 m, and at closer distances, he
is 20% unlikely to be seen when moving, and
thieves are given a 20% bonus to hide in shad-
ows if remaining still (even in sunlight). Further,
missile weapons suffer a -4 penalty to hit. The
material component for this spell is some cha-
meleon skin.O

Charm of Healing (lllusion/Phan-
tasm)

Range: Touch

Components: V, S, M
Duration: 5 rounds/level
Casting Time: 1 round
Area of Effect: One creature
Saving Throw: None

Charm of Healing allows a wizard to con-
vince the recipient of the spell that they have
been cured of some damage. The spell “heals”
1d4 points of damage plus an additional point
for every three levels of the wizard, this curing
is in-fact illusionary and only lasts for the du-
ration of the spell. Note where the recipient of
this spell has suffered illusionary damage then
the hit points recovered are permanent (i.e,,
equivalent to priestly cure spells).

The material components for this spell are

a piece of coral, a bandage and a few drops
of pure spring water.0J

Cheffield’s Major Feast (Alteration)

Range: 30 m

Components: V, S, M

Duration: Permanent

Casting Time: 5 rounds

Area of Effect: 4 people fed/level
Saving Throw: None

When this spell is cast into a large pot or
onto an appropriate number of plates it brings
into being enough food to feed four per level
of the caster for one meal. The food is nourish-
ing and filling, the drink is cool and refreshing.
The food may not taste the best in the world
but it certainly fills the cracks. It also makes,
when chilled and rewarmed, exceptional lefto-
vers.

This spell requires a handful of rice which is
cooked over a low boil while the caster mut-
ters ,cooks in just 5 minutes.”

The spell was created by a magic user
whose abilities as a chef far surpassed those
of his spell casting. He is known far and wide
as a chef of great skill.O

Circle of Power (Evocation)

Range: Special
Components: V, S
Duration: Special
Casting Time: Special

Area of Effect: Special
Saving Throw: None

This powerful spell allows a group of mages
to work in conjunction to create a special area
of effect (the circle) into which one mage (or
possibly two) may enter and have their work-
ing level of experience increased. A minimum
of four mages is required to initiate the spell,
and the spell must be cast by the mages of the
circle, not read or used from any device.

First, the mages form a circle and begin
casting the spell. The spells from each mage
must then synchronize into a rhythmic chant-
ing effect. This means that it will take as many
rounds as the highest level member of the cir-
cle to make the circle synchronize and become
operative. From that point on, a mage may
enter the circle and have his working level of
experience increased by the total combined
levels of the circle spellcasters minus one level
for each member of the circle. Once entered,
the central mage may rest and study as a
higher level mage, but may not use new spell
levels, just the higher memorisation capabili-
ties, spell range, duration increases, etc. If the
total number of levels bestowed reaches 20,
another mage may step into the circle and di-
vide the increased level benefits between him-
self and the first mage with all odd remaining
levels becoming useless and therefore ig-
nored.

Any members of the circle who are injured
immediately fall away from the circle’s synchro-
nisation and the central mage(s) lose(s) the
benefits of that member’s levels one turn later.
New mages may join into the circle at any time
(taking an equal number of rounds as their
experience level to synchronize with the circle),
though, and since the effects of being in a cir-
cle will not wear off for one full turn other cir-
cles may be formed which the mage may en-
ter to retain his current working level (or in-
crease of decrease it according to the levels
of the new circle).

Members of the circle may chant (from the
synchronisation point) for a period of turns
equal to the combination of their intelligence
and constitution scores divided by two and
then added to their current experience level.
The circle members (but not the central
mages) gain a magic resistance to any attacks
against the circle which would silence the spell
equal to the total experience levels of the cir-
cle members.

The source of this spell is the Telnorne
Mageocrat.O

Claws (Alteration)

Range: 0

Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: None

When cast, this spell causes a vicious set
of serrated claws to grow on the hands of the
recipient. The recipient must be willing, and a
being not already possessing claws. These
claws vanish in one round per level of the wiz-
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ard. They double the number of attacks nor-
mally afforded, and damage is 1d6 plus any
Strength bonuses. The recipient may use no
other weapons, nor cast somatic spells.

The material component is the claw of a
griffin.0

Cloud Walk (Alteration)

Range: Touch

Components: V, S, M

Duration: 1d6 turns + 1 turn/level
Casting Time: 3

Area of Effect: Creatures touched
Saving Throw: None

This spell allows the recipient to walk on any
form of fog, cloud, or smoke as if it were solid.
The recipient may move at normal movement
rate, plus the movement rate of the smoke
(thus a rising column of smoke from a fire might
carry the recipient up at 12 movement rate).
The smoke must be reasonably thick, reduc-
ing visibility significantly. This spell will not al-
low walking on fine mist.

The material component is a hair from a
nightmare.O

Coin Toss (Alteration)

Range: 9 m

Components: S, M

Duration: Instantaneous
Casting Time: 2

Area of Effect: One metal coin
Saving Throw: None

Coin Toss gives an electrical charge to a
single metallic coin, which is then thrown at the
target. The casting of the spell appears to be
rather innocuous, but a bit theatrical (i.e., tak-
ing approximately 10 seconds to take a coin
out of a purse). Only a wizard who has this
spell, someone actively using the spellcraft
proficiency (and states it), or someone who
has fallen victim to this spell before will recog-
nize that Coin Toss is being cast. Upon com-
pleting the spell, the wizard throws the coin at
the intended victim, requiring an attack roll.
Treat metal armour as AC 10, but allow for any
magical or Dexterity bonuses. If the victim is
actively trying to catch the coin, consider it an
automatic hit (“Take my last gold piece, thief!”).
If the attack is successful, the victim takes 1
point of damage per wizard level (up to a
maximum of 16 HP). If the coin is gold or an-
other good conductor, add 1to the damage roll.
If the victim is wearing metal armour, add 1d4
to the damage roll.

The material component is the coin being
throw, which is consumed in the casting.O]

Continual Sparks (Alteration)

Range: 0

Components: V, S

Duration: Permanent

Casting Time: 2

Area of Effect: One small object or area
Saving Throw: None



A modified form of the Continual Light spell,
Continual Sparks causes an object or area not
greater than a few square inches to continu-
ously emit electrical sparks. These do no dam-
age, but are a tremendous source of ignition
around flammable substances.

Avariant of the spell causes a spark to strike
anything coming within 3 cm of the area af-
fected. A small metal ball with both Continual
Sparks and Continual Light is a highly effec-
tive device for eliminating bothersome
insects.l]

Dancing Fire Light (Alteration, Evo-
cation)

Range: 60 m + 10 m/level
Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: Special
Save: 1/2

This spell - except as noted - is the same as
Dancing Lights (out of TSR’s Player’s Hand-
book). The lights are orange-like in colour and
give off heat. If the caster concentrates on the
balls, he can have them attack doing 1-3 points
of damage per ball (4 balls maximum). All the
balls must attack the same target in any given
round. Optionally, the caster can form one
mass that looks like a fire elemental and can
attack once per round and does 3-9 points of
damage. The heat can set fire to flammables.

The material components needed are a
piece of flint and either a bit of phosphorus or
withwood.O

Death Armour (Necromancy)

Range: 0
Components: V, S
Duration: 1 round/level
Casting Time: 3

Area of Effect: Caster
Saving Throw: None

While this spell is in effect, any creature who
touches the caster with exposed flesh (to cast
a spell, for example) will suffer 1d8 points of
damage. The spell will not protect the necro-
mancer from damage, nor does it have any ef-
fect on an armed opponent, but it will affect
undead, and the death master adds one point
to damage inflicted with his bare hands.O]

Death’s Dark Grasp (Conjuration/

Summoning, Necromancy)

Range: 10 m + 10 m/level
Components: V, S, M

Duration: 1 round + 1 round/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Special

This spell is a variant of Maximillian's Earthen
Grasp from the Tome of Magic. Except where
noted, this spell duplicates the effects of
Maximillian's Earthen Grasp.

When this spell is cast, rather than produc-
ing an earthen hand, this spell causes many
undead arms to spring from the ground under-
neath the target’s feet. If the target’s save is
successful, then the arms sink into the earth
and the spell progresses as per the spell de-
scription. If the target fails his save, undead
forms resembling zombies burst up from the
ground, lashing out at the target to grasp and
hold him with unyielding strength.

The armour class of the arms or creatures
is 6 (as opposed to the AC 5 in Maximillian’s
Earthen Grasp). The hit points of the undead
forms created are equal to twice the wizard’s
normal hit points up to a maximum of 40 HP.
The undead forms created are unturnable, and
at the end of the spell’'s duration will sink down
into the earth from whence they came.

If this spell is cast in a graveyard, the soil of
the graveyard will be more likely to produce the
undead forms in a quick, unexpected manner.
Thus saves vs. this spell would be at -1 and the
chance that the undead hands or forms reap-
pear under the target'’s feet after a successful
save throw is 10% per level of the wizard rather
than 5% per level which is the usual chance
for this occurrence if cast in other
environments.ld

Detect Chaos (Divination)
Reversible

Range: 60 m

Components: V, S

Duration: 5 rounds/level
Casting Time: 2

Area of Effect: 0,3 m wide path
Saving Throw: None

This spell is similar in all respects to the
second level mage spell Detect Evil/Good
(g.v.), except that the mage is detecting for
Chaos/Law.O

Detect Dragonkind (Divination)

Range: 0

Components: V, S

Duration: 1 turn/2 levels

Casting Time: 2

Area of Effect: 20 m + 10 m/level radius
Saving Throw: None

While the duration of this spell, any kind of
draconian, including dragons can be sensed
by the caster. Invisible and polymorphed
dragonkind can be sensed regardless of their
alignment or size. Only special magical items
grant them a total immunity to the spell effect.
By casting the spell the mage only learns the
exact direction and distance of nearby crea-
tures, not their number or type. The caster can
concentrate on one direction (north, east,
south, west) per round. It should be mentioned
that dead and transformed dragonkind can be
detected, too.O
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Detect Illusion (Divination, Illusion/
Phantasm)

Range: 0

Components: V, S, M

Duration: 3 round + 2 rounds/level
Casting Time: 1

Area of Effect: Special

Saving Throw: None

The wizard can see what is illusion and what
is not, and can pass this ability to others by a
joining of hands.

The material component for this spell is a
feather-duster, which is consumed in the
casting.O

Detect Magic II (Divination)

Range: 0

Components: V, S

Duration: 3 rounds/level

Casting Time: 2

Area of Effect: 1,8 m + 0,6 m/level path,
0,6 m wide

Saving Throw: None

This spell is just like TSR's Detect Magic spell
except it is more sensitive, has a longer range
(1,8 m+ 0,3 m per level for the TSR version), and
the caster will be able to determine accurately
what kind of magic (alteration, divination, con-
juration, etc.) is in effect if the magic is within
18 m + 0,3 m per level. This spell will not blind
or hurt someone if in an area of extreme magic,
the caster will simply know that stronger magic
is in effect.d)

Detect Phase (Divination)

Range: 5 m/level
Components: V, S, M
Duration: 1 round/level
Casting Time: 2

Area of Effect: Caster
Saving Throw: None

When this spell is cast, the caster can see
and perceive any creature that is out of or in a
different phase than that of the caster. This
means that the caster will see clearly such
creatures with special defences as displace-
ment, blinking, duo-dimension, astral, or ethe-
realness and those who can shift out of phase,
such as a phase spider. Furthermore, if the
caster has means to attack such creatures, he
will have none of the ill effects that normally oc-
cur when trying to attack (i.e. the caster would
know the exact location of a displacer beast,
or where the phase spider is etc.). The infor-
mation cannot be communicated to his fellows
by words.

The material component of this spell re-
quires a lens of calcite crystal which must be
viewed through for the spell to have effect. It
does not disappear at the end of the spell.

Some Mages have made spectacles of cal-
cite crystal so they would have their hands free
to do other things after casting the spell.)



Detect Spirit (Divination)
Reversible

Range: 20 m + 5 m/level
Components: V, S

Duration: Special

Casting Time: 5

Area of Effect: One creature or object
Saving Throw: None

Detects the presence of a soul spirit or
mentality in any body or object (enchanted
swords, etc.), and whether or not the mind
controlling the body is its ,native”. Thus, it will
not detect charming or hypnosis but will de-
tect possession. Only the fact of a mind is de-
tected, not its nature. If it is cast on a normally
invisible spirit (such as an Invisible Stalker or
Unseen Servant), the caster can see the crea-
ture as a visible force for one turn per level.

The reverse, Obscure Spirit, has a range of
touch and conceals a single mind or spirit from
detection by this spell for 24 hours.O

Disease (lllusion/Phantasm)

Range: 30 m

Components: V, S

Duration: Special

Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

Similar to spells such as Blindness and
Deafness, a Disease spell will cause its target
to believe that she or he has contracted a real
(natural) disease. Even though the spell affects
the mind, the victim believes so strongly in the
disease that boils, pains and any other symp-
toms normally associated with the affliction will
be imagined, putting the individuals health
under considerable stress.

If the target has recently been in a situation
where contracting a disease is quite likely
(such as living in filthy surroundings, falling into
sewage or garbage heaps, attacks from giant
rats or othyugs, etc.), a saving throw is made
at a penalty of -4; on the other hand, if a char-
acter has recently had a Cure Disease cast
upon herself or himself, is immune to normal
diseases, or has some other strong reason to
believe that she or he could not possibly have
contracted a disease, then a saving throw at
+4 or higher (probably +8 if normally immune)
is allowed.

Once the spell takes effect, it is permanent
until the inflicted receives a Dispel lllusion. The
disease is determined randomly from the ta-
ble in the DMG, with the full effects described
inflicting the target.O)

Dispel Silence (Abjuration)

Range: 10 m/level

Components: S, M

Duration: 1 round/level

Casting Time: 2

Area of Effect: 4,5 m radius sphere
Saving Throw: None

When cast, this spell automatically dispels
any magical silence within its area of effect.
Furthermore, no silence spell will have effect
within the area of effect for the duration of the
spell.

The casting of this spell requires a small sil-
ver bell, chime, or gong, which must be struck
twice, at the end of each segment of casting.
The device must be worth at least 50 GR and
is consumed in the casting.O

Disposal (Evocation, Alteration)

Author: Thom Watson

Range: 0

Components: V, S

Duration: 1 day/level
Casting Time: 2

Area of Effect: 0.25 m circle
Saving Throw: Special

The casting of this spell evokes a hole, 0.25
m in diameter, in the wizard's hand. The hole
may be placed on any surface; anything sub-
sequently dropped into it (an item must be
smaller than the hole’s diameter; since this is
neither an extra-dimensional space nor a
sphere of annihilation, items larger than that are
not “sucked” into it) vanishes and is teleported
to the bottom of the nearest sewage system
(moat, sewer, large body of water, etc.). It is
especially effective for disposing of garbage,
kitchen waste, body wastes, etc., and may be
used in the garderobe of an area otherwise
devoid of plumbing. Magical and living items
(of at least animal Intelligence; normal insects
and non-sentient plant life are therefore not
considered “living” for this purpose) receive a
saving throw to resist the teleportation. (There
was no plumbing in Kestrel's tower, hence this
spell saves on traipsing up and down all those
stairs with a chamberpot).O]

Draconiangliding (Alteration)

Author: Axel & Marc Gerstmair

Range: Touch

Components: V, S, M

Duration: 1d6 turns + 1 turn/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: None

By casting this spell the mage bestows him-
self or one creature with the ability to glide like
a draconian. The recipient must spread his
arms, while semi-material wings grow from
them to a total wingspan of 3 metres.

The spell only affects large or smaller crea-
tures including their equipment. The recipient
is capable of gliding four metres per one me-
tre height. The bestowed creature is not able
to gain height. It cannot stop gliding, while it is
not on ground, but he may accelerate by turn-
ing his wings downwards. The glider must be
aware of having a crash, if he does not turn his

-24 -

Mage Spells Second Level

wings upwards 5 metres above ground. Oth-
erwise, he suffers 1d6 points of damage per 3
metres falling height up to a maximum of 20d6.

The normal speed is 18, while nosediving is
at 30, manoeuvrability class is D. The wings
support 20 pounds per level of the caster.

The material component for this spell is a
part of a draconian’s wing, which is consumed
by casting this spell.O

Dream Control (Enchantment/Charm,
Phantasm)

Range: 0.3 m/level
Components: V, S, M
Duration: Special

Casting Time: 1

Area of Effect: One creature
Saving Throw: Negates

This spell causes the victim to have dreams
exactly as the wizard lays them out. Night-
mares, messages, fantasies are all possible
actions in the dreams. These dreams will seem
real. If the person finds out about the source
of the dreams it is likely that he will not take
kindly to them. The chance of success is 5%
per level of the wizard minus 10% per level of
victim (less 5% per degree of extremeness of
the dreams as determined by the DM). This
spell can deprive the victim of a good night’s
sleep with the same chance of success, thus
preventing him from regaining spells overnight.
The victim must have been touched at some
time by the wizard to use this spell. If the spell
is negated, the wizard cannot try to control the
dreams of the same victim again until he has
gained a level.

The material component for this spell is an
ornamental cushion, arduously decorated, of at
least 20 GP value.OJ

Dreamoore’s Explosive Missile (Al-
teration/Evocation)

Range: 0
Components: V, S, M
Duration: Special
Casting Time: 2

Area of Effect: Special
Saving Throw: Special

This spell actually has two variations. The
first produces a special dart which the magic-
user hurls toward its target. The dart has a +3
,{o hit* bonus at 10 m or less, +2 at 20 m, and
+1at 30 m. A successful hit does 3-6 damage
points +1hit point per caster’s hit die. The sec-
ond version enchants an ordinary arrow or
quarrel, making it magical for hitting purposes,
and delivering double normal damage +1 hit
point per caster’s level.

Both versions also have a residual blast ra-
dius, inflicting 2d4 damage, or 1d4 on a save
vs. magic. Any item struck directly by an explo-
sive missile must save vs. crushing blow to
avoid damage. The explosive missile must be
used within three rounds of creation, otherwise
it detonates and does damage to those imme-
diately around it.



The material components are sulphur, dia-
mond dust, and the appropriate missile being
enchanted. The first version requires a 10 GP
silver dart as it's missile.OJ

Dreamoore’s War Disk (Evocation)

Range: 60 m
Components: V, S
Duration: Special
Casting Time: 2

Area of Effect: Special
Saving Throw: None

The war disk is a small hand hurled missile
which the magic-user throws toward its target.
It's ,to hit" bonus is +3 at less than 20 m, +2
from 20 - 40 m, and +1 from 40 - 60 m. The
caster must declare which version he is cast-
ing prior to the throw. The first type hits only
once for 1d4 base damage + 1 hit point per
level of the caster. The second may be thrown
once per round for 1d4 + 1 point of damage
per successful hit and automatically returns at
the end of the round. Its duration is one round
per level.O]

Duck (Enchantment/Charm)

Range: 10 m

Components: V, S

Duration: Instantaneous

Casting Time: 1 (but takes up the entire
round - s.b.)

Area of Effect: One creature

Saving Throw: None

By this spell, the caster helps the defence
out on himself or another creature. If the caster
sees an attack coming, the caster can cause
the creature to be suddenly moved out of the
way so as to cause the attack to miss. This will
only work against body (claws, bit, etc.) or hand
held weapons. The creature that has been
moved must then take 5 segments readjusting
his position before it can attack again.

The caster must prepare for this spell, and
must declare at the end of the previous round
that he is casting this spell. The caster then
waits until the monster attacks, and throws the
spell.

Creatures that have never had this done to
them before must make a save vs. petrification
or be stunned for 2 rounds.O

Dumbness (Illlusion/Phantasm)

Range: 30 m

Components: V, S

Duration: Special

Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell causes the recipient creature to
become completely dumb, believing that she
or he is unable to speak by means of voice in
any way (cf. Blindness, Deafness). This effect
can only be removed by Dispel lllusion, or by

the will of the caster, and is permanent until
such time. The victim does get a saving throw
verses spell to avoid the effect.

Note: this spell could be very effective
against creatures such as androsphinxes,
dragonnes and harpies.(

Dust Warriors (Conjuration/Summon-
ing, Necromancy)

Range: 5 m/level

Components: V, S, M

Duration: Special

Casting Time: 3

Area of Effect: 20 m long square
Saving Throw: None

The material component for this spell is a full
set of teeth from a man-sized or larger carni-
vore which must be cast on an area of earth,
rock, raw stone, sand or gravel as the spell is
cast. The spell generates 1 skeleton + 1 per 2
levels which rise from the area. They will fight
for the caster until they are turned or destroyed,
the caster is slain, rendered unconscious or
moves out of spell range of the group, or the
magic is dispelled. They last only while there
is someone to attack (including each other, if
necessary) - any round in which there are no
targets available the skeletons will fade back
into dust.

If dragon’s teeth are used as the material
component, each skeleton will have bonus hit
points equal to the age category of the dragon
(count 4 HP = 1 HD for turning and attack
purposes). Furthermore, they will be immune
to the attack type of the dragon’s breath
weapon.[d

Elemental Burst (Alteration)

Components: S, M
Range: 18 m

Casting Time: 3
Duration: Instantaneous
Saving Throw: None
Area of Effect: 3 m cube

This spell causes wood or stone to burst
violently, fire to flare, or small volumes of water
of air to become turbulent, possibly knocking
people and objects over within a radius of 6 m.
Wood and Stone will do 1d8 and 1d10 points
of damage respectively to victims within three
metres of burst. Fire will do 1d6 points of dam-
age to victims within 3 m of the fire and 2d6 to
those within one metre. When the fire version
is used, there is a 50% chance of flammable
objects within three metres of catching fire.O

Excite Fire (Alteration)

Range: 6 m

Components: V; M

Duration: Instantaneous
Casting Time: 1

Area of Effect: One fire source
Saving Throw: %2

-25-

Mage Spells Second Level

This spell causes fire to hurl itself at a vic-
tim for up to five feet per point lost for a maxi-
mum of sixty feet. Upon contact with the vic-
tim, the fire does 1d4 points damage per level
of the wizard minus Range loss and divided by
two if save versus spell is successful. Since the
fire is dragged from a source, that fire is effec-
tively lost from the source. Candles supply 1
point each, torches can supply 6 points, flasks
of lighted oil supply 12 points, and average
sized fireplaces or campfires supply 30
points.O

Expose Magic (Divination)

Range: 10 m/level
Components: V, S
Duration: Instantaneous
Casting Time: 4

Area of Effect: Special
Saving Throw: None

This spell will inform the caster of all of the
details of a single spell cast within one round
per level - including the destination of a tel-
eport, the target of a charm spell, the name of
a spell without obvious effect, etc. The spell
does not invalidate illusion magic - the spell will
return an answer consistent with the illusion (i.e.
that a Fireball was cast rather than a Spectral
Forces) unless the caster has already disbe-
lieved successfully.0]

Exterminate (Abjuration)

Range: Touch

Components: V, S, M

Duration: 1 turn/level

Casting Time: 2

Area of Effect: Creature touched
Saving Throw: None or special

Exterminate negates Call Insect, protects
one person against Insect Plague, and gives
+6 on saves vs. Summon Insects. Dispel Magic
requires a mage of twice the caster’s level.
Magic resistance applies only to the creature
touched.

To negate this spell, both victim and insects
have to make their saves.O

Fellstar’s Flamehand (Evocation)

Range: Touch

Components: V

Duration: Special

Casting Time: 2

Area of Effect: One creature
Saving Throw: 1/2

When cast, this spell causes the caster’s
hands to glow with a soft red light; if the caster
scores a hit in combat, his hand will discharge
a sheet of flames that will engulf the target. The
victim suffers damage equal to 1d10 + 1 per
level of the caster (a successful save vs. spell
reduces the damage by one half). This spell
may be used twice per casting (once for each
hand); both charges must be used within 5
rounds plus 1 round per two levels of the



caster; after this time, any remaining charges
are lost. Two attacks may not be made in the
same round unless the wizard is normally ca-
pable of doing so; in this case, two separate
L,to hit” rolls must be made, and each suffers a
-2 penalty.

The flames from this spell will ignite any
combustible material; these flames may be
extinguished the following round, if no other
action is taken.O

Fiery Eyes (Enchantment/Charm)

Range: 0

Components: V, S

Duration: 3 rounds + 1 round/3 levels
Casting Time: 2

Area of Effect: The Wizard

Saving Throw: None

By means of this spell, the wizard causes his
eyes to glow with an unnatural light, causing
beams to shoot forth up to ten metres, caus-
ing a single creature or object 1d4 points of fire
damage per round when he focuses his eyes
on for more than three rounds. Further, all crea-
tures in area of affect must save vs. magic or
be distracted and lose initiative for the first
round. If cast in conjunction with Hypnosis,
Hypnotic Pattern, or Mass Suggestion, victims
suffer a -1 penalty on saves if they are looking
at the wizard. After the spell is affected, the
wizard does not need to concentrate to main-
tain its effect.O)

Fog Phantom (Conjuration/Summon-
ing)

Range: 0
Components: V, S, M
Duration: 1 turn/level
Casting Time: 3

Area of Effect: Special
Saving Throw: None

This spell creates a vaguely human shaped
pillar of fog. The fog phantom can do no dam-
age, but it can be controlled remotely by the
wizard. The Phantom moves at 0.3 m + 0.3 m
per level of the wizard. The wizard can “see”
and “hear” through the Fog Phantom. This spell
requires complete concentration: disturbances
will cause the termination of the spell before
the end of its duration. The Fog Phantom can-
not pass through cracks or the like. Strong
winds and intense heat or cold will cause the
Fog Phantom to disintegrate.

The material component for this spell is
some smoke.d

Fossilize (Alteration)

Range: 0

Components: V, S, M

Duration: 1 turn (+ 1/level) see below
Casting Time: 1

Area of Effect: 1 creature/level

Saving Throw: Negates
Specialist/School: Elementalist, Altera-
tion, Abjuration

This spell will cause the victim to change into
a stone statue which will collapse into a pile of
pea-sized gravel. The intended victim must be
touched by the caster. The caster can touch
one victim per round up to the maximum
number affected for his level. The intended vic-
tim is allowed a saving throw vs polymorph to
negate. The spell causes no pain, discomfort
or actual damage, however a system shock roll
must be made (with a +5 bonus) or the crea-
ture will remain gravel forever. The natural du-
ration of the spell is listed above. The spell can
be cancelled by the caster, a Dispel Magic from
a mage of equal or higher level to the caster,
or the caster may set a specific duration at the
time of casting. This last option is particularly
useful if the mage casts the spell on himself.
When the spell expires or is cancelled, the vic-
tim will be restored. The gravel can be dis-
persed over an area of 9 m? per level of the
caster and the victim will still be restored suc-
cessfully. If the gravel is dispersed more than
this, the victim cannot be restored until all the
gravel is brought within these limits.

The material component of this spell is a
small stone.O

Frostfire (Alteration)

Range: 10 m/level
Components: V, S, M
Duration: 2 turns/level
Casting Time: 2

Area of Effect: Special
Saving Throw: Special

Through the use of the frostfire spell, the
wizard is able to change the normally hot ra-
diance of fires to a cold radiance. Two effects
may be produced through the use of this spell.
The first is a total absence of heat radiation (c.f.
light spell); the flame will continue to burn and
give off light, but no heat is produced. The
second category will inflict frost damage to
anyone who comes into contact with them. For
example, a torch normally causes 1d3 points
of heat damage. If the cold version of the spell
is cast upon the torch, it will now inflict 1d3
points of cold damage to anyone struck by the
torch. The flames subjected to this spell be-
come tinged with blue for the duration of the
spell.

As a rule, the wizard can affect an amount
of flame equal to one torch or four candles for
every level that the caster possesses. For the
purposes of this spell, a small campfire is con-
sidered to be equal to three torches, a bonfire
equal to six, and a wall of fire to eight. If fire
under the effect of a forstfire spell goes out, the
effects of the spell cease immediately.

As a last option, this spell may be cast upon
fire-dwelling or fire-using creature such as an
efreet, fire elemental, etc. The being is allowed
a saving throw; success indicates that the spell
has no effect, but a failed saving throw causes
the victim to suffer 2d4 hp of damage. Only one
creature can be affected by this use of the
spell.

The material components for this spell are
a piece of ivory and a pinch of soot if the heat-
less version of this spell is cast. If the cold
version is used, a piece of ice and a crystal of
at least 10 gp value are required.O
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Garithrall’s Hideous Leech (Conjura-
tion/Summoning)

Range: 150 yards
Components: V, S, M
Duration: Special

Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This is a variant of Melf's Acid Arrow. Unless
otherwise noted this spell mimics many of the
properties of Melf's Acid Arrow.

When this spell is cast, a small black sphere
a few inches across appears in the wizard’s
hand. The wizard then proceeds to hurl this
sphere at the target of the spell. If it does not
strike the target or is not thrown immediately
after its creation the sphere fades into nothing-
ness.

If it hits successfully, on the spot which the
sphere struck appears a huge, black, shiny
leech-like creature which bites into the target
and begins to drink the target’s blood. This
leech can even bite into creatures hit only by
+1 or better magical weapons. The creature
cannot be removed by anything short of a
Dispel Magic or the wizard’s own hand until it
has had its fill of the target's blood and is sated,
at which time the creature falls to the ground.
The number of rounds this takes and the dam-
age inflicted due to the blood drain are as per
Melf's Acid Arrow. The creature’s bite carries an
anesthesia which makes the target oblivious
to its presence if it is struck by suprise. The
target will, however, notice that it is growing
progressively weaker and may make a Wisdom
check every round to spot the creature.

As previously mentioned, when the creature
is sated (or if the wizard removes it before this
occurs), it will fall from its target where it may
be collected later by the wizard. The creature
will survive for up to one hour after being re-
moved from the target during which time it re-
tains its immunity to all attacks save Dispel
Magic and the wizard’s hand. After one hour it
will dissolve into a small puddle of blood. Be-
fore the end of this hour, the wizard may force
the leech to dissolve itself at any time or alter-
nately bleed it slowly if he has a dagger or simi-
lar weapon on hand (again, only a weapon
wielded by the wizard will be effective against
this creature). The blood may be collected in
whatever receptacle the wizard has available
for later use in poisons, potions, other spells,
sympathetic magicks, etc.

If the target of the leech is not a creature of
flesh and blood that would be harmed by the
leech’s blood drain, then the bite of the leech
will inflict only 1d4 points of damage before the
leech falls off the target. Although it should be
obvious, it is worthy of note that this spell does
not damage the target’s items as it does not
shower the target in acid as does Melf's Acid
Arrow. Also note the shorter range of this spell.

The material component for this spell is a
leech which has fed upon the wizard’'s own
blood and has afterwards been lanced with a
hot needle and killed.O



Gold to Gems (Alteration)
Reversible

Range: Touch
Components: V, S, M
Duration: Permanent
Casting Time: 1 round
Area of Effect: 200 gp/level
Saving Throw: None

By means of this spell, the wizard converts
a number of gold pieces, minus some random
percentage, into a single gem of equal value.
The wizard places the gold pieces in the left
pan of an ordinary balance, speaks a com-
mand word, and the coins vanish. A single gem
appears in the right pan, equal in value to the
amount of coins minus 1d10%. This extra
amount is the material component. The wizard
can convert up to 200 gold pieces per level per
use of the spell. Thus, a fifth-level wizard could
convert up to 1000 gold pieces into a single
gem.

The reverse of the spell, Gems to Gold, con-
verts a single gem (subject to level limits),
placed in the right pan of the balance, into gold
coins of equal worth, minus 1d10% of the value
of the gem. If too many coins, or a gem of
greater value than the wizard can convert at
his current level, are placed on the balance, the
spell is lost but nothing is expended materially.
The type of gem obtained cannot be specified
by the wizard.O

Guilda’s Sneakabout Light (Altera-
tion)

Range: 50 m

Components: V, S, M

Duration: 1 turn + 1 round/level
Casting Time: 2

Area of Effect: 1.5 m radius sphere
Saving Throw: None

Creates a dim, floating light of variable inten-
sity that follows the caster. At its brightest, it is
enough to read with good eyesight, and it can
be extinguished and restored at will during the
duration. No light produced by the spell es-
capes the 1.5 m radius, preventing the caster
from being given away by his light—so this
spell is ideal for thieves. Note that background
light penetrates the area of effect freely, so the
caster is in no way concealed by this spell.0

Hair Growth (Evocation)
Reversible

Range: Touch

Components: S, M
Duration: 1 turn/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell causes hair to grow (the reverse
eliminates all hair) on the victim. The victim’'s
hair will grow at a rate of 3 cm per turn for the
duration of the spell.

The material component for the spell is a
hair, and a pair of scissors or a sharp knife for
the reverse, Hair Razor (Alteration).O)

Hand of Ithiqua (lllusion/Phantasm)

Range: 30 m

Components: V, S

Duration: 3 rounds/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

Atarget of the Hand of Ithiqua, failing to save
vs. magic will be pinned to the ground by an
invisible force. The force is illusionary, but will
seem completely real to the victim, so that she
or he will be unable to move. The victim will be
pinned to the ground at a location of the magic
user’s choice, and despite any struggling will
have a movement of O regardless of strength.
The subject will be very prone, +4 to be hit (with
no AC adjustment for dexterity) and -4 to
attack.OJ

Heat Feet (Alteration)

Range: 20 m

Components: V, S, M

Duration: 1 round/level

Casting time: 3

Area of Effect: One creature/level
Saving Throw: Special

This spell causes the affected creatures’
footgear to become very hot, blistering the vic-
tim’s feet. Because of this, the target fights with
a -2 to hit, a +2 penalty to it's armour class,
loses any dexterity bonuses, and moves at 5/
6 of it's normal speed. The reduction in move-
ment rate lasts until the blisters have healed.
Creatures that are immune to fire don't suffer
any of these effects. Flammable footgear must
save vs. normal fire or be ruined; footgear that
saves is merely a bit charred.

Alternatively, this spell can be used to coun-
ter the effects of natural cold. In this mode, the
spell will keep the affected creatures’ feet com-
fortably warm for 1 turn per level of the caster,
even in snow or ice.

The material components for this spell are
two leaves of stinging nettle and, of course,
footgear.OJ

Horizontal Rope Trick (Alteration)

Range: Touch
Components: V, S, M
Duration: 2 turns/level
Casting Time: 2

Area of Effect: Special
Saving Throw: None

When cast on the end of a length of rope,
that end may be tossed away from the wizard
(being subject to gravity), where it will remain
hanging in midair at its furthest point from the
wizard for the spell's duration. Five persons
may climb the rope and hide at its end (in ex-
tra-dimensional space), unseen, drawing the
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slack with them as they go. Also, the spell may
be used as a make-shift grappling hook when
there is nothing for a hook to catch onto. The
rope may be thrown upwards up to Strength
metres at most and generally less if accuracy
is desired. Horizontal throws may be twice this
number if there is a ten foot radius of swing
room.

The material components for this spell are
a paper Moebius ring and a string of yarn.O

Hydrate (Alteration)

Range: 0

Components: V, S, M

Duration: 1 turn (4 1/level) see below
Casting Time: 1

Area of Effect: 1 creature/level

Saving Throw: Negates
Specialist/School: Elementalist, Altera-
tion, Abjuration

This spell will cause the victim to change into
a pillar of water will collapse into a puddle of
water. The intended victim must be touched by
the caster. The caster can touch one victim per
round up to the maximum number affected for
his level. The intended victim is allowed a sav-
ing throw vs polymorph to negate. The spell
causes no pain, discomfort or actual damage,
however a system shock roll must be made
(with a +5 bonus) or the creature will remain a
puddle of water forever. The natural duration of
the spell is listed above. The spell can be can-
celled by the caster, a Dispel Magic from a
mage of equal or higher level to the caster, or
the caster may set a specific duration at the
time of casting. This last option is particularly
useful if the mage casts the spell on himself.
When the spell expires or is cancelled, the vic-
tim will be restored. The water can be dis-
persed over an area of 9 m? per level of the
caster and the victim will still be restored suc-
cessfully. If the water is dispersed more than
this, the victim cannot be restored until all the
water is brought within these limits.

The material component of this spell is a
drop of water.OJ

Imitation (Illusion/Phantasm)

Range: 0

Components: V, S

Duration: 2 turns + 1 turn/level
Casting Time: 2

Area of Effect: Caster

Saving Throw: Special

This spell is similar in nature to Change Self
(9.v), but allows the magic user to assume the
form of a specific creature. There is, however,
a chance that the form will not be accurately
imitated, with some inconsistency or fault be-
ing noticed by the observer(s). The chance of
an observer detecting this ruse is as follows:



Observer’s Base chance Modifier for
familiarity of detection  caster’s
with assumed familiar-
ity

form

Very well known 25% -5%

Seen often 15% +0%
Seen occasionally  10% +10%
Seen once 5% +20%
Never seen 0%* N/A

*This is recognizing a nonspecific form as a
false one.

Additional Modifiers:

+5% per level of the viewer

-5% per level of the magic user

+20% if listener attempts to determine
authenticity

+10% if only seen occasionally

+5% if seen once or never seen

-1% per 30 cm of distance

The chance of detection should be rolled
upon initial contact, once for every three turns
of exposure or one turn of direct conversation,
and once for an attempt to determine authen-
ticity. The spell may not be immediately recog-
nized as an illusion, even if a fault is detected,
for it could be seen as a disguise or a physi-
cal change (as with a doppleganger). Note
that strong physical contact could reveal the
spell, as the illusion is only visual. Also, unless
a Voice spell is also used, observers could
become very suspicious. The size of the altera-
tion can be 50% of actual. Note that the
change is entirely illusionary (unlike Alter Self)
— no actual physical properties are gained
whatsoever and special abilities (gaze attacks,
horror effects, etc.) cannot be reproduced so
as to have these special effects.l]

Improved Find Familiar (Summon-

ing)
Reversible

Range: 1 mile/level
Components: V, S, M

Duration: Special

Casting Time: 1 up to 24 hours
Area of Effect: One creature
Saving Throw: Negates

This spell attracts a familiar to act for the
wizard. The wizard may attract a familiar of up
to 1/2 his hit dice. The wizard may specify the
type of creature preferred but not the specific
creature. Hence they can specify “a cat” but
not specify “Mrs. Pike's Ginger Tom”.

Furthermore, the wizard gains the ability to
communicate mentally with his familiar and to
use the senses of the familiar while this is be-
ing concentrated on. Hence they can “see”
through their familiar’s eyes, “listen” with its
ears, etc. No other actions are possible during
this concentration. The range for this commu-
nication is 5 miles per level of the wizard.

The wizard gains the hit points of the famil-
iar when it is within four metres, and on its
death (if not “Released” beforehand), will per-

manently lose double the amount of these hit
points (regardless of the distance to the famil-
iar). If a familiar is in range, it must be of the
same alignment as the wizard and will then
willingly serve its master or mistress as long as
it does not involve a threat to its life and as long
as suitable rewards are given to the familiar at
regular intervals (mice for cats, treasure or
souls for more powerful creatures). Failure to
provide such suitable rewards allows the famil-
iar an additional save vs. magic (at +1for each
time rewards have been ignored).

The DM determines the likelihood of the
preferred creature being within range and de-
termines all results including the type, size, hit
dice and abilities of the attracted familiar. The
range of the spell is one mile per level of the
wizard.

The material components of this spell in-
clude feathers, fur or skin etc of the creature
preferred and a total of 100 GP worth of in-
cense and herbs per hit die of the summoned
familiar. The familiar so attracted receives a
saving throw vs. magic to ignore the summons.
The spell may be attempted only once every
6 months.

This spell is a specialized version of the
“Charm Person or Mammal” spell, and reward-
ing the familiar gives a strong chance of an
individual offering his services to e.g. a wizard
or dragon for quite a period. Both stand to
benefit from the co-existence.

By introducing this spell to a campaign,
familiars should be more common to all wiz-
ards including dragons, drow, etc. It would be
quite beneficial for a dragon to have a human
familiar. The familiar is able to arrange delivery
of suitable bribes, slaves, information, treasure
or whatever else the dragon would require. It
can always be useful to have such a spy in an
enemy camp. On the same basis, it also means
that a powerful witch is able to have a troll or
doppleganger act as her familiar for several
years. In return, the familiar gains treasure,
knowledge or power or just food and security.

The reverse of this spell, Release Familiar,
has a range of 0, since the wizard must be able
to touch his familiar to release it. This version
of the spell has no material components and
is permanent. Its casting time is 0, and the
familiar is not entitled to a saving throw.[]

Inaudibility (Illusion/Phantasm)

Range: Touch

Components: V, S, M
Duration: 1 hour/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: Negates

This spell completely masks all sounds
made by the recipient. These include sounds
such as breathing, talking, as well as sounds
made when the recipient strikes another ob-
ject, in fact, any object held by the recipient will
also likewise be silenced.

Object thrown, dropped, or knocked over by
the recipient will not be silenced by the spell,
as they are not in contact with the inaudible
creature.
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An unwilling creature is allowed to make a
saving throw against this spell, and it is a great
way to silence spell casters (unless they have
the spell vocalize).

The material component for this spell is a
piece of cotton.O

Incinerate (Alteration)

Range: 0

Components: V, S, M

Duration: 1 turn (4 1/level) see below
Casting Time: 1

Area of Effect: 1 creature/level

Saving Throw: Negates
Specialist/School: Elementalist, Altera-
tion, Abjuration

This spell will cause the victim to erupt into
flame and immediately collapse into a pile of
ash. The intended victim must be touched by
the caster The caster can touch one victim per
round up to the maximum number affected for
his level. The intended victim is allowed a sav-
ing throw vs polymorph to negate. The spell
causes no pain, discomfort or actual damage,
however a system shock roll must be made
(with a +5 bonus) or the creature will remain
ash forever. The natural duration of the spell is
listed above. The spell can be cancelled by the
caster, a Dispel Magic from a mage of equal
or higher level to the caster, or the caster may
set a specific duration at the time of casting.
This last option is particularly useful if the mage
casts the spell on himself. When the spell ex-
pires or is cancelled, the victim will be restored.
The ash can be dispersed over an area of 9
m? per level of the caster and the victim will still
be restored successfully. If the ash is dispersed
more than this, the victim cannot be restored
until all the ash is brought within these limits.

The material component of this spell is a
pinch of ash.
The source of this spell is Korbin Imiriss.O

Kestrel’s Voice of the Bat (Altera-
tion)

Range: 0

Components: V, S, M

Duration: 1 turn + 1 round/level
Casting Time: 3

Area of Effect: The wizard
Saving Throw: None

This spell grants the wizard the ability to use
sonar to “see” and move safely at a normal rate
in the dark, even in magical darkness. The
wizard can tell size and general shape of ob-
jects up to 10 m away in any direction he faces.
The wizard must actively concentrate to “see”
his surroundings, but merely ceasing concen-
tration does not end the spell, and the wizard
may resume the sonar again within the spell's
duration.

The material component is a bit of bat
guano.l]



Last Experience (Divination, Necro-
mancy)

Range: 0

Components: V, S, M
Duration: 1 round

Casting Time: 1 round
Area of Effect: One corpse
Saving Throw: None

With this spell, the forensic wizard relives the
last minute of the recipient’s life. If the victim
was conscious during this minute, the wizard
must make a system shock check or be
knocked out for 1d4 hours.

The material components are a convex lens
and a scalpel.O

Lightservant (Alteration, Conjuration/
Summoning)

Range: 0

Components: V, S, M

Duration: 2 turns/level

Casting Time: 2

Area of Effect: 30 m radius around caster
Saving Throw: None

This spell is a variation of the first-level
magic-user spell Unseen Servant. The servant
created by this spell is visible as a vaguely
manlike form of glowing light, and is slightly
stronger, being able to lift 30 pounds weight
and taking 8 hit points of magical damage to
destroy. The light provided by the servant is
enough to allow normal vision in a 0,3 m radius
around the servant.

Except as noted above, and that the mate-
rial components of this spell are a live firefly
and a piece of thread, this spell behaves as
Unseen Servant.C]

Magic Eye (Alteration)

Range: 0

Components: V, S, M

Duration: Special

Casting Time: 2 turns

Area of Effect: One specific location
Saving Throw: None

By means of this spell, the wizard creates a
“third eye’, much like the spell Wizard Eye, ex-
cept that it remains in a specific location once
cast. It can be triggered in two ways, the first
being a predefined event occurring, such as
some creature passing in front of it. The sec-
ond can be done from anywhere on the same
plane, by willing it to activate. Once activated
the eye lasts 2 rounds per level; however, the
Eye can be reactivated (each activation uses
a minimum of 2 rounds). The Eye sees as well
as the wizard: if the wizard can normally see
invisible so can the eye. Magic enhancements,
such as spectacles or Detect Invisible, do not
work through the Magic Eye.

The material component for this spell is an
eye of some sort.0]

Magic Mike’s Projection (Conjura-
tion)

Range: 0

Components: V; M

Duration: 3 turns/level

Casting time: 2

Area of Effect: One 30 m high, 30 m ra-
dius cylinder

Saving Throw: None

For this spell to take effect, the mage makes
a cone out of a sheet of parchment and places
inside it one copper coin for each 5 rounds of
spell effect. The magic words are chanted and
the parchment cone crumpled and released.
When the parchment cone is crumpled, it is re-
placed by a 10 cm diameter, black, sphere
which remains at its location of creation for the
duration of the spell.

The black sphere is the centre of a cylinder
3 m high with a 3 m radius. Any sound within
the cylinder is projected into a surrounding cyl-
inder which is 30 m high and has a 30 m ra-
dius. The black sphere is also the centre of this
cylinder.

Anyone within the 30 m cylinder hears
sounds as if they were in a corresponding lo-
cation within the 3 m cylinder.

This spell was created my Michael Verilait,
a mage who was usually frustrated at not be-
ing able to hear what was happening on
stage.O

Malta’s Pattern Creation (Alteration)

Range: 0
Components: V, S, M
Duration: Permanent
Casting Time: Special
Area of Effect: Special
Saving Throw: None

With this spell, the caster can create a pat-
tern for use with the spell Malta’s Pattern Trans-
port. The Pattern can be any image with any
colours, but it must include a circle which forms
the outer edge. The Pattern can be any cm ra-
dius, but the cost of making the Pattern is de-
pendent on the materials used - so bigger Pat-
terns cost more. The Pattern can be woven into
cloth, painted onto cloth or a hard surface, or
inlaid into a hard surface. The Pattern must be
at least one metre in diameter with no maxi-
mum size. The cost to make a Pattern is equal
to the square metres of the Pattern times the
amount below:

Material Cost Time
Save

Painted on Cloth 58P 1h 15
Woven into Cloth 1GP 10h 12
Woven into Rug 2GP 15h 10
Painted on Wood 1GP 3h 10
Painted on Stone 2 GP 4h 8
Inlaid in Wood 3GP 12h 5
Inlaid in Stone 5GP 16 h 2
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Patterns cannot be repaired, they must be
remade completely. Patterns can be moved
(assuming the material can be moved as one
unit) without damage. The saving throw listed
is the save the Pattern must make when used
for transport (see Malta’s Pattern Transport for
details) - the material saves normally for any
other damaging situation.t)

Malta’s Pattern Image (Alteration)

Range: 0

Components: V, S, M
Duration: Special

Casting Time: 1 hour

Area of Effect: One Pattern
Saving Throw: None

With this spell, the caster can imprint the size
and image of an undamaged Pattern. This
imprinted image can later be used by the
caster to create a matching Pattern of his own.
The imprinted image can be recalled by the
caster for up to one month per caster’s level
(at casting time). If this time is exceeded, or
the caster creates a matching Pattern (even if
different size), then the imprinted image is dis-
pelled. This spell is necessary to create an
exact size matching Pattern if the original Pat-
tern is not present for the creation of the match-
ing Pattern. The caster can have up to one im-
printed image/size per level at a time.O

Mangar’s Bloodfire (Evocation, Nec-
romancy)

Range: 40 m

Components: V, S, M

Duration: 2 rounds/level

Casting Time: 2

Area of Effect: One creature

Saving Throw: 1/2 (check each round)

This spell engulfs a creature with blue fire
that burns for 1d4 HP per 3 caster levels (or
fraction thereof) on round 1, then loses 1d4 per
round until it goes out. The flames do not ig-
nite flammable objects, they just hurt
creatures.l]

Memorize Song (Enchantment/
Charm)

Range: 0
Components: V, S
Duration: Permanent
Casting Time: 1

Area of Effect: Caster
Saving Throw: None

This spell enables the caster to memorize
the next song he hears. From then on, the
caster can sing and play the song exactly as
he heard it, without worrying about forgetting
verses or notes later on in life.

This is especially useful for travelling min-
strels, who must remember someone else’s
songs for a long time in order to sing them (in
other words, ,spread the news") in far away
lands.O



Mimicry (Illusion/Phantasm)

Range: Touch

Components: V, S

Duration: 3 rounds/level
Casting Time: 2

Area of Effect: One creature
Saving Throw: None

This spell is similar to the first level magic
user spell Minor Mimicry (q.v.). However, the
spell continues even after a form is dispelled
by movement, and once the spell recipient
again becomes stationary, she or he can be
concealed by a new form (again chosen by the
magic user). Therefore, the only ways the spell
would end are an end to concentration by the
magic user or the spell recipient passing be-
yond 10 m range per level. If the casters’ con-
centration is ended, any illusionary form will last
5 rounds + 1 round per level.O

Noise Filter (Illusion)

Range: 10 m/level

Components: S, M

Duration: 1 round/level

Casting Time: 2

Area of Effect: 1.5 m/level radius
Saving Throw: Special

All creatures within the area effect at the time
of casting will have their hearing muted - they
will not hear anything unless they have some
other confirmation of its existence. Thus, you
can only hear people speak if you can see their
face or know precisely what they will say; back-
ground noise will continue if you know it should
be there but sudden noises from the next room
will not be heard, etc. Once a creature notices
or becomes suspicious of the effect (by turn-
ing around and seeing a large pile of broken
crockery they did not hear break, for example),
it will automatically be dispelled with respect
to that creature.

The material component is a pair of
blinders.O0

Noska Trade’s Blackfire (Evocation,
Necromancy)

Range: 0

Components: V, S, M

Duration: 1 turn/level

Casting Time: 2

Area of Effect: 0.3 m radius sphere
Saving Throw: None

When this spell is cast, a cold, black fire
appears in the wizard’'s hand, shedding violet
coloured light equivalent to torchlight. The wiz-
ard can hold the Blackfire without taking dam-
age or throw it at an opponent. Throwing it at
an opponent requires a roll to hit. If the sphere
hits, the target ignites the creature’s life force
doing 1d6 points of damage the first round and
1d3 the following rounds until extinguished.
The flames can be extinguished by padding
them out, but water has no effect. The flames
only consume living matter (creatures and

plants) and have no effect on nonliving mate-
rial or undead. The end product of Blackfire
combustion is oxygen and a grey-blue ash.
The material components are human fat and
powdered magnesium.
Source: Ted Dreibelbis.O]

Paldeggeron’s Accurate Arrow (En-
chantment)

Range: Special

Components: V, S

Duration: 1d6 turns + 1 turn/level
Casting Time: 1

Area of Effect: Special

Saving Throw: None

When cast, Paldeggeron’s Accurate Arrow
minorly enchants one missile weapon (i.e. sling
stone, arrow, quarrel, etc.) to automatically hit
any target normally within the weapon’s range.
Effective with ,called shots®, and situations of
that nature. The missile’s enchantment does
normal damage as it were an unaided hit of the
same nature. The enchantment instantly wears
off upon the arrival at the missile’s
destination.O)

Petition (Conjuration/Summoning)

Range: Special
Components: V

Duration: Instantaneous
Casting Time: 1 round
Area of Effect: One creature
Saving Throw: Special

This spell is used to alert an extra-planar
being that the caster wishes to contact it. The
spell does not allow further communication
(though the extra-planar being may then con-
tact the caster through other magic).O0

Photocopy (Evocation)

Range: Sight
Components: V, S, M
Duration: Instantaneous
Casting Time: 2

Area of Effect: Special
Saving Throw: None

This spell, a variation of the first-level Copy
spell, allows the wizard to create a permanent
image, on a piece of parchment, canvas, or the
like, of whatever he sees and concentrates
upon at the time of casting, to the range of his
vision. Detail in the final picture depends on
distance, field of vision, and level of the wizard.
For every level of the wizard, he may choose
that the final image will appear on the parch-
ment as if he were 10 m closer to the subject;
e.g. the picture created by a fifth-level wizard
standing 60 m away from a creature could
contain detail he would normally notice at a
distance of 10 m.
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Material components are a piece of parch-
ment, paper or