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INTRODUC

Undertaking the production ofa book about
magic is a daunting task indeed Magic fuels
theimaginationlikenootheraspectoffantasy

roleplaying, giving us images of powerful arti-
facts inspiring heroes and villains to great
deeds and wizened mages battling for suprema-
cyinlegendaryspellduels.

Ihavetriedtotreatallaspectsofthispowerful
forcewithequalrespect,andIhopeplayersand
DMsalikefindsomethingwithinthesepages
tosparktheirimaginations.

Wilupchurch
FantasyFlight,Inc.

WELCOME
FantasyFlightGamesispleasedtopresent

Spells&Spellcraft'thefourthvolumeinour
Legends&Lairslineofsourcebooksforthe

d20System.Spells&Spellcraftoffersanew
perspectiveonmanyfamiliarthemes,andisan
essentialtomeforspellcasters,botharcaneand
divine.

PlayersandDMsalikewillfindawealthof
informationinthisbook.Whetheryouare

lookingforrulesforresearchingnewspellsand
magicitems,systemsfordesigningunique
magicallocations,orjustwanttofindnew
spellstoenhanceyourcharacter,thisbookwill
beaninvaluableresource.

ChapterIcontainsover100newspellstoadd
toyourgame.Allofthespellcastingclassesare
wellrepresented,presentingnewoptionsfor
anYspellcastingcharacterorNPC

Chapter2detailsthecraftofmagic.Thischap-
terpresentsrulesandguidelinesforcreating
arcanelibraries,utilizingmagicalresearch,and
creatingmemorableanduniquespellbooks.A
discussionispresentedontheparticularmagic
ofbardsandsorcerers,whichincludesseveral

new sorcerous featsto enhancethe power of
magicthatcomesfromthebloodratherthan
themind.Thenextsectionshedslightonhow

awizard'sskillchoicesmightaffecthisspell-
casting. Thefinalsectiondiscussesthecreation
ofdivineritualsandtheirusefulnesstomen
andwomenoffaith.

Chapter3presentsseveralnewtypesof
magicthatcanbeusedtoenhanceyour

games.Themysteriesofwardmagicandchaos
magicareexplained,allowingyourcharacters
totapintopowerfulnewarcana.Placemagic
providesDMswithanewtoolwithwhichto
delightandaweeventhemostseasonedplay-
ers.Severalnewtypesofdivinespellcasterare
presented,includingthosewhoworshiptotem
spiritsandthosethatrespectallgods.

Chapter4gives rules forusingmundane
objectstoproducespectacularmagicalresults.

ExpandedusesforalchemYandnewalchemi-
calitemsarefollowedbyextensiverulesfor
creatingcustomizedcoostructsandgolems.A
discussionfollowsconcerningtheuseofspe-
cialmaterialsinthecreationofmagicitems.
Finally,ahostofnewfamiliarrulesarepre-
sented to allow wizards to customize and
enhancethesepowerfulalliesandfriends.

Chapter5detailsdozensofnewmagicitems

alongwithnewtypesofmagicitemsthatcan
beusedtoenhanceanysettingorcampaign.

THE0PENGAMELiCENSE
Spells&Spellcraftispublishedundertheterms
oftheOpenGameLicenseandthed2OSystem
TrademarkLicense.TheOGLallowsustouse
thed20Systemcorerulesandtopublishgam-
ingmaterialderivedfromthoserules.

MaterialthatisstrictlyrulesrelatedisOpen
Content.Youcanusethismaterialinyourown
works,aslongasyoufollowtheconditionsof
theOpenGameLicense.Youcancopythe

materialtoyourwebsiteorevenputitinabook
thatyoupublishandsell.

NoteverythinginthisbookisOpenContent,
however.Thenamesofraces, feats, skills,

equipment, spells, magic items, and rules
derived from the d20 SRDare designated as
OpenContent.DescriptivetextunleSSother-
wisenoted,isclosedcontentandcannntbe
republished,copied,ordistributedwithoutthe

consentof Fantasy Flight Games.

Allillustrations,pictures,andddiagramsinthis
bookareProductIdentityandthepropertyof
FantasyFlightGames,©2002

TheOpenGameLicenseisprintedinitsentire-
tyattheendofthisbook.Forfurtherinforma-
tion,pleasevisittheOpenGamingFoundation
Websiteatwww.opengamingfoundation.org.
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SPELLS
CHAPTER 

SPELLS

SPELLS
Thischapterrontainsmorethan100newspells
suitedforuseinanysetting.Thetextinthis
chapterisdesignatedasOpenGameContent.

Manyofthespellspresentedinthisbookhave
domainspelllevels,suchasProtection5.With
theDM'spermission,aclericwithaccessto
thesedomainsmaysubstituteoraddthese
spellstohisdomainspelllist.Ifheaddsthem
tohislist,thenhemaychooseeitherthestan-
darddomainspellorthenewspellwhenhe
praysforhisdailyallotment.Ifhesubstitutes
thespell,thenhehasaccesstoonlythatspell
fortheappropriatedomainlevel.Thischoice
shouldbefinalandirreversible.

BARDSPELLS

0-LEVELBARDSPELLS

Quill.Createsawritingquillwithlimitlessink.
Shelve.Placesabookbackonitsshelfinthe
properplace.

Summarize.Summarizestherontentsofany

book

1ST-LEVELBARDSPELLS

CrescendoofIndefatigability,+2bonusto
chosendieroll.
EagleEyes.Grantssubjecta+l0bonustoSpot
checks.
Jester'sGift.Angersanycreaturewithan

Intelligenceofgreaterthan2.
KeenEar.Grantssubjecta+10bonusto
Listenchecks.
MantleofShadows.Grantssubjectone-quar-
terroncealmentand+4bonusonHidechecks.
Syron'sEnergyArmor.Causesld8damage
toallundeadthattouchthesubject.

Tasha'sTickleFinger. Fingerofmagical
forcedistractsopponents,imposinga-2penal-
tytoattackrollsandsavingthrows.
Unravel.Allclothonthetargetunravels,pos-
siblyentanglinghimandruiningclothingand
armOr.

2ND-LEVELBARDSPELLS

DirgeoftheWalkingDead.Allowscreature
totakeactions,evenwhenbelow0hitpoints.
DramaticVisage.Subjecttakesonasuper-
naturalappearance,creatingseveralaffects
dependingonthesituation.
FeloniousFriendI.Conjuresabeingofj

~
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pureforcethatcanuseskillstoaidthecaster.
Gandar'sChatterbox.Createsachattering
mouththatdistractsthosenearit.

Immobilize. Renders constructs unableto
move.

Imprint. Castermay memorize text and

imagesandtransferthemtoblankpages.

Inspire.Grantsalliesa+2moralebonusto

Reflexsavesanda+lmoralebonustoattack

anddamagerolls.

Instability.Targetlosesallstrengthinhislegs.

SlippingtheRanks.Allowscreaturetomake

shortteleportationsaspartofnormalmovement.

VoiceofAuthority.Grantsthecastera+lO

bonus to all Charisma-based checks for 1

minute/level.

Weightless Cube.Createsagravity-freearea

ofspace, allowing forverticalmovement and

disruptingcareless creatures.

3RD-LEVEL BARD SPELLS

Debilitating Decrescendo.Imposes a -2
penaltytoattackrolls.AC,andsavingthrows.

FalseHistory.Objectmisleadsallattemptsto

identifyitviadivinationspellsandskillchecks.

FalseLove'sKiss.Createsawaxysubstance

thatworksasapowerfulcharmspellonany

targetthattheU=kisses.

FearsomeFortissimo.Panicsallhostilecrea-

tureswithinthearea.

Gossip.Causesahumanoidtoceaselesslygos-

sipaboutimportantorsecretinformation.

ParnphasicPianissimo.Causesallwithinthe

areatojumbletheirwords,preventingcommu-

nicationanddisruptingspells.

ShadowSight.Allowsthecastertoseeintothe

shadOWWorld,allowing himtoignoreinvisi-

bilityandconcealment.

Syron'sDancingShield.Grantssubjecta+1O
deflectionbonustoACversusalimitednum-
berofattacks.
TriggerTrap.Setsoffmechanicaltrapsinthe
areaofeffect.

4TH-LEVEL BARDSPELLS

FeloniousFriendII.Increasestheskillsavail-
abletothecreatureconjured.
Lethargy.Targetedaffectedbyslowuntilget-

tingafullnight'srest.
MaddeningBabble.Causeslpoint oftempo-
raryWisdomdamageperroundtocreaturesin

the area of effect.
MultiImage.Createsmultipleimagesofthe

caster,allofwhichcanactindependently.
Privacy.Blocksdivinationandperception

attemptsinalOft.areaaroundthecaster.
Titan'sStrength.Subjectgainstheabilityto
performamazingfeatsofstrength.

5TH-LEVEL BARDSPELLS

SumptuousFeast.Createsafinemealforup
tosixpenpleperlevel.

6TH-LEVEL BARDSPELLS

FeloniousFriendIII.Conjuredcreaturemay
nowattackaswellasuseskillstoaidthecaster.
PuppetMaster.Castercancont roltheactions

of any construct.

CLERICSPELLS

0-LEVELCLERICSPELLS

Shelve.Placesabookbackonitsshelfinthe

properplace.
Summarize.Summarizesthecontentsofany

book.

lST-LEVEL CLERIcSPELLS

AegisoftheGods.Grantsa+4bonustoone
savingthrowtype.

ClawsoftheDemon.Target'shandsgroW
fearsomeclaws.

StrengthofMind.Grantsa+1Obonusonall
Concentration checks.

2ND-LEVEL CLERICSPELLS

AurnofDarkness.createsanareaofprofane
poweraroundthecaster,aidingevilcreatures
andhinderinggoodcreatureswithin.

AuraofLight.Createsanareaofholypower
aroundthecaster,aidinggoodcreaturesand
hindering evil creatures within.
Dig.Createsaholeintheearth,ordeals2d6+
l/levelpointsofdamagetoearthcreatures.
DivineHeart.Subjectbecomesimmunetoall

fear effects.
FleetFeet.Adds1Oft.tothelandmovement 
speedoftargetcreatures.
Shockwave.Deals3d6subdualdamagetoall
withinareaandknockstargetstotheground.
Surface.Affectedcreatureisunabletosub-
mergeitselfinliquid.

3RD-LEVEL CLERICSPELLS

BlackCloudofHorror.createsacloudof
blacksmokethatconcealsandfrightenscrea-
tureswithin.
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Bloodblade.Createsascimitarmadefromthe
caster'sbloodthatdealsld6+1/2levelsand
causestargetstobleed.
Dirge ofthe Walking Dead.Allows creature
totake actions,even when below 0hitpoints.
DoomFog.Creates abank of fog that provides 
wncealment and imposesa-2 penalty tothe 
attack rolls, skill checks, and saving throws of 
those within.
Marathon Prowess. Creatures gain the benefit
of the Run featandmultiply their overland 

movement rnte by 21/2. 
Rescue.Brings anailing wmrade tothe side of 
thecleric.

4TH-LEVEL CLERIcSPErn

Pack ofGhouls. Summons 3d4ghoulswho

attack thecaster'sen emies.

/ Sumptuous Feast. Creates afine meal for up 
tosix people per level. 
Titan's Strength. Subject gains the ability to
perform amazing feats of streng th.

5TH-LEVELCLERICSPErn

Finger ofLife.Allows the castertocastheal-
ing spellsof 3rd level or loweratrnng e. 
Flying Ahominations. Animates the hody
partsof affectedcreatures.
HaloofVen geance.Allieswithin the areagain 
bonusesand te mporary hitpoints, en emiessuf-
ferpenalties.

Stron goak's Affinity with Nature. Caster
gains the ability tosurvive in harsh en viron-
ment alwnditions or newmovement speed.
WindTunnel. Knocks en emiesback and tothe 

ground.

6TH-LEVEL CLERIcSPErn

Dawnspear. Creates aflaming spear thatdeals
fire damage and blinds unde adin a5ft. rndius. 
Perivax's PoisonPillar. Conjures apillar of 
poison that spills down on the target area, deal-

in g 1d 10/1d 10te mpornry Cons titution d amag e. 

7TH-LEVELCLERICSPELLS

DisruptionWave. Coneof positiveenergy 
destroys all undead in the areaor d ealsthe m
ld8/level points of damage. 
Spirit Knife. Creates adeadlyknife thatslays 
opponents up on asuccessful strike. 

8TH-LEVELCLERICSPErn

Greater Finger ofLife.Allows the casterto
casthealing spellsof 5thlevel or lowerat

rnng e. 

9TH-LEVELCLERICspELLS

Nonewspells.

DRUIDSPELLS CHAPTER 

SPELLS
0-LEVELDRUIDspELLS

No new spells.

lST-LEVEL DRUIDSPErn

Eagle Eyes. Grants subject a+10bonus toSpot
checks. 

Keen Ear. Grants subjecta+10bonus to
Listen checks. 
Lucius 's Rustling Leaves. Creates azoneof 
dryleaves thatimposespenaltiestoopponents

MoveSilen tly check s.
WebWalking. Castermaywalkthrough natur-
aland magicalwebsasiftheywerenotthere.
WhirlwindofIce. Causes1d4slashing and 
1d4colddamage tocreatures withinthe area.
Whispering Bran ches. Castergains know l-
edgeof recent even ts in the surrounding area.

2ND-LEVELDRUIDSPErn

Chamel eon Skin. Target gains on e-half wn-
cealment and +20on all Hidechecks.
Dig. Creates ahole in the earth, or deals2d6 +
l/level points of damage toearth creatures.
Fleet Feet. Adds 10ft. tothelandmovement 
speed of target creatures.
Surface. Affectedcreatureis unabletosub-
merge itself in liquid.

3RD-LEVELDRUID spELLS

DoomFog.Creates abank of fog that provides 
Wnceal ment and imposesa-2 penalty tothe 
attack rolls, skill checks, and saving throws of 
those within. 
Rescue. Brings anailing comrnde tothe side of 
the cleric.
Stonelore. Castergains abilities similartothe 
d warven ston ecunning rncial trait.
Strongoak's Affinity with Nature. Caster
gains the ability tosurvive in h arsh en viron-
ment al con ditions or new movement 
speed.
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4TH-LEVEL DRUID SPELLS

Floor of Fire. Creates a horizontal sheetof 
flmeabove the ground, causing 1d6+Ipoints
of damage to creatures within.
Rumor of the Ea rth. Allows the casterto 
sense the prese nce of creatures within an
expanding areaof effect.
Venomous Spray. Allowsthe casterto spit
black lotus venom as a rang ed to uch attack.
Wall of Earth. Awallof dirt springs up as 
directed by the caster.

5TH-LEVELDRUID SPELLS

Finger of Life. Allowsthe caster to cast heal-
ing spells of 3rd level or loweratrang e.
Perivax's Poison Pillar. Conjures a pillar of 

poison that spills down on the target area, deal-
ing1dIO/1d1Otemporary Constitution damage.
Wall of Vermin. Creates a wall of stinging, bit-
ing ve rminthat damages creatures attempting
to pass through it.
WindTunnel. Knocks enemies back andto the
ground

6TH-LEVELDRUID SPELLS

Hall of Fire. Creates a hollowtube of fire, 

damaging creatures attempting to enter the hall .

7TH-LEVELDRUIDSPELLS

No neWspells.

8TH-LEVELDRUID SPELLS

Greater Finger of Life. AlloWSthe caster to 
casthealingspells of 5thlevel or lowerat
rang e.

9TH-LEVELDRUID SPELLS

No newspells.

PALADIN 
IST-LEVELPALADINSPELLS

No newspells.

2ND-LEVELPALADINSPELLS

Auraof Light. Creates anarea of holy power
around the caster, aiding good creatures and
hin dering evil creatures within.

3RD-LEVELPALADINSPELLS

Swor dof Jus tice. Sword gains a +3 enhance-
mentbonus andblinds evil outsiders.

4TH-LEVELPALADINSPELLS

Halo of Vengeance. Allies within the areagain
bonuses andtemporary hit points, enemies suf-
fer penalties.

RANGER S
IST-LEVEL RANGER SPELLS

Eagle Eyes.Grantssugject a +IObonus to Spot
checks.
Keen Ear. Grantssubject a +IObonus to 
Listenchecks.
Lucius 's Rustling Leaves. Creates a zoneof 
dry leaves that imposes penalties to opponents'
Move Silently checks.
Web Walking. Castermay walk through natur-
alandmagical webs as if they were not the re.
WhisperingBranches. Castergains knowl-
ed ge of recentevents inthe surrounding area.

2ND-LEVEL RANGER SPELLS

ChameleonSkin. Targetgains on e-half con-
cealmentand+20 on all Hide checks.
Fle et Feet. Adds IOft. to theland move ment
speedof targetcreatures. 
Stonelor e. Caster gains abilities similarto the 
dwarvenston ecunning racial trait.

3RD-LEVELRANGER SPELLS

Rumor of the Earth. Allows the casterto 
sense the presenceof creatures Within an
expanding area of effect.

4TH-LEVEL RANGER SPELLS

Stron goak's Affinity with Nature. Caster
gains the ability to survive inharsh environ-
mentalcond itions or newmove mentspeed.

0-LEVELSORCERER AND WIZARD SPELLS

Conjurer's Toolbelt. Conjures any small to ol
for 1 minute/leve l.
Quill. Creates a writing quill withlimitless ink.
Shelve. Places a book back on its shel f inthe
properplace.
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Summarize. Summarizesthe contents of any
book. 

Ist-LEVELSorcererAND Wizard SPELLS
Clawsof the Demon. Target's hands grow 
fearsomeclaws.
Cleanse Minor Vermin. Destroys all vermin
with 2hit points or less inthe area.
Forgetfulness. Causes enemies to forget their 
spells and imposes a-2 penalty to lntelligence-
basedskill checks.
Hammerstrike. Target's hands become dense
and strong, dealing normal damage with
unarmedstrikesand possibly knockingtargets
to the ground. 
Hesitate. Targetsmay only take one partial 
action per round. 
Illusionary Bolt. Deals target 2d4 points of 
subdualdamageon afailedWill save.
Mantleof Shadows. Grants subject on e-quar-
ter concealment and +4 bonus on Hidechecks.
Quakethrust. Causes aviolent upheaval that
throwscreatures to the ground.
Stench. Createsazone of stench around the
rnster, rnusingthoseinthe areato retch and 
become incapacitated.
Syron'sEnergy Armor. Causes ld8damage
to all undead thatto uch the subject.

Tasha's Tickle Finger. Finger of magical
force distracts oppone nts, imposinga-2 penal-
ty to attack rolls and savingthrows.
Unravel. All cloth on the target unravels, pos-
sibly entanglinghimand ruiningclothingand 

armoL
WebWalking. Caster may walk through natur-
aland magicalwebs asif they were not there.

2ND-LEVEL SORCERER AND Wizard SPELLS

Acidic Vapor s. Imbuesanexisting fog spell
with acidic propertiess.
ClaWSof the Demon. Target 's hands grow
fearsome claws.
Detect Ward. Yougaininformation about a
ward by concentratingon it.
Dig. Creates ahole inthe earth, or deals 2d6 +
I/level points of damage to earth creatures.
DisruptionMissiles. Missilesdeal2d4+2
points of damage to undead creatures.
Exhaust. Targetstake 3d6subdual damage and
becomed azed. 
Glittering Robe. Absor bsId8+1/level points 
of damage. 
Felonious Friend I.Conjures abeingof pure
forcethatcanuseskills to aid thernster.
Imprint. Caster may memorize text and 

imagesandtransfer the mto blank pages.
Instability. Target loses all strengthinhis legs.
Jester's Gift. Angersany creature withan
lntelligence of greater than2.
Protect Book. Target book gainsDR 5/- versus 
eleme nt aldamage andslowsthe book 's aging.
Slippingthe Ranks.Allowscreatureto make
short teleport ations aspartof normalmovement.
Vigilant Guardians. Weapons floataround the 

caster's head and attack nearby targets.
Weightless Cube. Createsagravity-freearea
of space, all ow ingfor verticalmoveme nt and
disruptingcareless creatures.

3RD-LEVELSORCERER AND Wizard SPELLS

Chamel eonSkin. Target gains on e-half con-
ce alment and +20 on all Hidechecks.
Desiccate. Causes wood enobjects to beCOme 

dry and brittle. 
DoomFog. Creates ahank of fog thatprovides
concealme nt andimposes a-2 penalty to the 
attack rolls, skill checks, andsavingthrowsof 
thosewithin.
Enlarge Ward. lncreasesaward's radius by IO
ft./2 levels.
False Love's Kiss. Createsawaxy substance 
thatworks asapowerful charmspellon any
target thatthe User kisses.
Floor of Fire. Creates aborizontal sheet of 
flame abovethe ground, rnusing 1d6+lpoints
of damageto creatures within.
Gand ar's Chatterbox. Createsachattering
mouth that distracts those ne ar it.
Immobilize. Renders constructs unable to 
move.
Malediction of Razors, Woundingrazors
shoot to wardyour target, rnusing Id4 +l
points of damage andpossibly rnusingitto 
bleed. 
Restore Page. Fragments of asinglepageare
restored completely.
Reveal Ward. Reveals invisible wards and 
all owsthe rnster to determine the ty peand
number of spells inaward.
Scribe. Copies textto blank pages.
Shadow Sight. Allows the caster to see into the 
shadow world, all ow inghimto ignoreinvisi-
bility and concealment.
Shockwave. Deals 3d6subdual damageto all 
within areaand knocks targets to the ground. 

Syron'sDancingShield. Grants subject a+lO
deflection bonus to ACversus alimitednum-
ber of attacks.
TriggerTrap. Sets off mechanicaltraps in
theareaof effect.
Valns's Mass Missile. Aline of force

CHAPTER 

SPELLS
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deals ld6 points/level to all creatures in its
path, possiblyknocking themto theground or
forcing thembackward.

Zone of Visibility. Negates roncealment with-
in theareaof effect.

4th-LevelSorcererandWizard Spells

Burrowing Bony Digits. Up to five bony fin-
gers fly toward your targets, burrowing into
their flesh and causing 1d6 points of damage
per round.
Catalytic Mouth. As magic mouth, but can
trigger rommand word magic items and 

effects. 
Felonious Friend II. Increases theskills avail-
able to thecreature ronjured.
Lethargy. Targeted affected by slow until get-

ting afull night's rest.
Multi Image. Creates multiple images of the
caster, all of which canact in dependently.
Poisoned Goblet. Makes any object touched 
poisonous. 
privacy. Blocks divinationand perrception

attempts in a10ft. areaaround thecaster.
RepelUndead. Forces undead away fromthe
caster.

Titan's Strength. Subjectgains theability to 
per form amazing feats of strength. 

5th-Level Sorcerer and Wizard Spells

AnimateImages. Animates any images in to 
quasi-realshad ow creatures.
Bandersnatch. Transform s anorm albag in to a
magical trap.
False History. Objectmisleads all attempts to 
identify it via divinationspells and skill checks.
Hall of Fire. Creates ahollowtube of fire,
damaging creatures attempting to enter theba"

and protecting those within.

Necrotic Blart Draws powerfromnearbY 

rorpses to poweranexplosioncausing 1d6 
points of damage per rorpse.
Wall of Vermin. Creates awall of stinging, bit-
ing ve rm in that damages creatures attempting 
to pass through it.
Wind Tunnel. Knocks enemies back and to the
ground.

6th-Level Sorcererand Wiz_Spells

Felonious Friend III. Conjured creaturemay 
now attack aswell asuse skills to aid thecaster.

Horrific Aspect. Caster's visage be romes hor-
rific, frightening all creatures within range.

Pulsing Fireball. Afireball explodes
reperatedly in thesameareafor five rounds. 

Restore Book. Fragments of asing le book are
restored rompletely. 

7th-Level SorcererandWizard Spells

DisruptionWave. Coneof positive energy 
destroys all undead in theareaordeals them
ld8/level points of d amage.
Flying Abominations. Animates thebody 
pam of affected creatures.
Magical Vacuum. All magic issuck ed from
thevictim and his poss es sions and stored in a
sphereabove his head.
ProtectionfromWards. Thetargetisrendered 
in visible to ward s, making himimmuneto all 
ward abilities. 
Puppet Master. Castercancontrol theactions 
of any rons truct.
Spirit Knife. Creates adeadly knife thatslays 
opponents uponasuccessful strike.

8th-Level Sorcerer andWizard Spells

Dark Channe ling. Castermay inhabit the
mind of any undead creaturewithin rang e. 
DisintegrntionSphere. Conjures agreenbal1
that disin tegrates anything in itspath.
Improve d Simulacrum. As simulacrum, but 
creates amorepowerful and ve rs atile double. 
Undead Gate. Form s agatevia which thecast-
ermay summonpowerful undead all ies.

9th-Level SorcererandWiz_Spells

Command Construct. Perm anently trans fers
ront rol of any ronstructto thecaster.
Dre amstealer. Targetmust make aWill save 

orbe affected by asymbol of hopelessness dur-
ing perriods of stress.

SPELL DE
Acidic Vapors

Trans mutation[Acid]
Level: Sor/Wiz 2
Components: V, S, M
Casting Time: laction
Range: Close (25 ft. +5ft. /2 le ve ls)
Effect: Onefog orgas typespell already in 
effect at time of casting 

Durntion: lround/level oruntil affected spel 1
expires 
Saving Throw: Fortitudehalf
Spell Resistance: No
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This spell turns any pre-existing fog or gas-
related spell (obscuring mist, stinking cloud,
etc.) into corrosive fumes. The properties and
effects of the existing spell remain unchanged.
In addition to those effects, all creatures within
the fog take 1d6 points of damage for every 3
caster leve ls each roundthey remain within its 
COnfines.

Arcane MateriaIComponent: The stomach of a
pois on ous to ad.

AEGISOF THEGODS

Abjuration 
Level: Clr I, Protection 1
Components: V, S, DF
Casting Time: Iaction 
Range: Touch
Target: Up to Onecreaturetouched per three
caster leve ls 

Duration:1Ominutes/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Yousurround the subjects withamagical aura

that helps protect them from harm. The sub-
jects gain a+4 resistance bonus to Onesaving 
throw type, chosen by you upon casting the 
spell. Aperson may h ave morethanoneactive 
aegis of the gods, but each must apply to adif-
ferentsaving throw

ANIMATE IMAGES
Illusion (ShadOw)
Level: Sor/Wiz 5
Components: V, S
Casting Time: I action 
Ran ge: Medium(IOOft.+IOft./leve O
Target: Up to Oneimage or pictureper level
Duration: 1 round/level
Saving Throw: Will negates 
Spell Resistance: No

This spell uses material from the plane of shad-
ow to turn tw0-dimension al images into three-
dimension al, quasi-real animated objects.For
those who do not perceive the ill usory n atureof 
ananimated image, it acts asafull strength ani-
mated objectof the appropriate size (MMI7-
1 8). Creatures thatinteractwithanimage may 

make a Will save to reve al its true nature.
Anyonemaking suchasave immed iately rec-
ognizes all the shadow images asillusory, and
no long er SUffersany damage fromthe images ' 
attacks.
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Thespellcannotanimateanimagecarriedor

wombyacreature.

AURAOF DARKNESS

Evocation[Evil]
Level: Clr2
Components: V
Casting Time: 1action
Range: 10ft.

Area: 10ft.-radius-spherecentered onyou
Durntion: 1round/level (D)
Saving Throw: Willnegates
Spell Resistance: Yes

This spellcreatesazoneof profane power
around you. Evil creatures (including the cast-
er, if applicable) within a10-footradius of the 
caster enjoy a+1profane bonus onattack rolls, 
ArmorClass, andsaving throws. They also
benefit froma+4 circumstancebonus onHide 
checks. Goodcreatures withinthe radius suffer
a-1moralepenalty onWillsaves.

If anaura of darkness and aura of light come
into contact, bothare negated.

AURAOF LIGHT

Evocation[Good]
Level: Clr2, Pal2
Components:V
Casting Time: 1action
Range: 10ft.

Area:10ft.-radius-spherecentered onyou 
Durntion: 1round/level (D)
Saving Throw: Willnegates
Spell Resistance: Yes

This spellsurrounds you withabright aura
equal to alightspell. Non-good creatures with-
ina10-foot-radius of the castersuffera-1cir-
cumstancepenalty to attack rolls, armorclass, 
andReflex saves. Evil creaturesalsosuffera-
Imoralepenal ty to Willsaves. Furthe rmore, 
missile weapon attacks directed against the 
caster suffera20%miss chance evenif those
attacks originate fromoutside the 10-foot-
radius. 

If anaura of light and aura of darkness come
into contact, bothare negated.
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Bandersnatch
Transmutation
Level: Sor/Wiz 5
Components: V, S
Casting Time: lOminutes
Range: Touch
Target: One small sack touched
Durntion:Permanent until discharged

Saving Throw: Willne gates
SpellResistance: Yes

You imbue a small sack with a minor trap. Any 
personwho sticks a hand inside the bag with-
out first speaking the command word triggers
the spell. The victim must make a Will save or
be shrunk down toa height of one inchand be 
teleportedintothe sack.Non-living beings
suchas undeadorconstructsdonot triggerthe 
spell.Thecast eris notifiedas soonas a crea-
ture has triggered the spell, as long as heand 
the sack are onthe same plane.

Thesack willnot all owa victimout until it is 
openedby the spellcast er, who may chooseto
releasethe victimornot.Thecaughtcreature
cannot usespells, Weapons, orpsionicstodam-
age the sack orleave the sack inany way, with 
the exceptionof a plaushift orsimilar magic.
Adispel magic ora successful Escape Artist
check (DC30)all owsa creaturetoescape. A
releas edcreatureteleports tojust out side the 
sack andis retumedtofullsize.

Aspellcaster may only have one active ban-
dersnatch at any give ntime.

BLACKCLOUDOFHORROR

Evocation[Fear, Mind-Affecting]
Level: Clr 3
Components: V, S
Casting Time: 1action
Range: Medium(IOOft.+IOft./leve l)
Effect: Cloud that spreads 30 ft. and is 20 ft. 
high
Durntion:1round/level(D) 
Saving Throw: Willpartial (see text)
Spell Resistance: Yes (see text)

This spellcreatesa st ationary cloudof black 
mistthat has twoeffects. First, it obscures
sight, includ ing darkvision, be yond 5 feet.
Creatureswithin5feetare treat edas if they 
have one-halfconcealme nt(imposing a 20 %
misscha ncefor attacks). Tho sefartherthan5

feet away havetotal concealment, which

imposes a 50%misschance, and the attacker
cannot usesight tolocate his target.The reis no
saving throwagainst theseeffects, nor does
spellresistance apply. In addition, any creature
caughtwithinthe vapors is a ffectedas if by a 

cause fearspell. Theblack cloud of horror
ma nifests the fea rs of each crea ture in an
attempt todrive the maway. AWillsave is 
all owedtoresist the fear; othe rwise, the crea-
turesreactas if influence dby cause fear. Spell
resistance alsoappliesagainstthe fear effect.

Amode ratewind, suchas that create dby gust
of wind, breaks up the cloudin4rounds.
Strong erwinds disperse the cloudinI round

Fiery spells, suchas fireballorwallof fire,
burnawayany portionof the cloudwith which
they come intocontact.

Theblack cloud of horrorcannot be used
unde rwat er.

BLOODBLADE

Conjuration(Creation)
Level: Clr 3
Components: V, S, DF
Casting Time: laction
Range: Touch
Effect: Blade of blood
Durntion:lminut e/level(D)
Saving Throw: Fortitude partial 
Spell Resistance:Yes

Withthisspell, youcausea blademadeof 
fuwing,crimsonbloodtospring forthfrom
yourhand.Theblaodbladehas the same st atis-
ticsas a scimitar,and youcanwieldit with no
penaltiesduetonon-proficiency.Ahitfroma 
bloodbladeinflictsld6pointsof damage, +l
for everytwocast erleve ls(maximum+5). A
creaturehitby a blaodblademustmakea 
Fortitude save orst arttobleed. Bleeding 
inflicts1d4points of damage per round, start-
ing the round after the wound is scored. Each
roundafterbleeding starts, the victimattempts
anotherFortitude save tost opthe bloodloss.
Successive hitsfroma blaodbladedonot cause
additionalbleeding if the victimis alreadysuf-
fering fromthis effect. Creatures that are 
immunetocriticalhitsa reimmunetotheaddi-

tional bleeding damage of the bloodblade.

ArcauMaterialComponents:Some of your

ownblood,drawn froma fresh wound 
inflictedduring the casting.This inflicts
1d4hitpoints of damagetoyou.
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BurrowingBonyDigits

Necromancy
Level:Sor/Wiz4
Components:V,S,M

CastingTime:1action
Range:Medium(IOOft.+IOft../level)
Target:Uptofivecreatures,notwoofwhich
canbemorethanI5ft.apart
Durntion:Seetext
SavingThrow:Reflexpartial
SpellResistance:Yes

Bymeansofthisfiendishspell,youcauseupto
fiveskeletalfingerstostreakforthandimbed
themselvesinthefleshofthetargets.Each

digitinflicts1d6pointsofdamageuponstrik-
ingitstarget.Theydonotstopthere,though.

AnycreaturethatfaileditsReflexsavewas
unabletoextractthebonydigitbeforeitcould

lodgeitselfintothewound. The bony digitcon-
tinuestopenetrate thecreature's body for one
roundfor every 3levels ofthecaster, dealing

1d6damageper round. Once thebony digit is
lodged inthewound, itcannotbeextracted.

Acreature canonly betargeted by onefinger at
a time.

Arcane MateriaIComponents: Five humanoid
fingersstrippedoffleshandmuscle. The indi-
vidualfinger bones must then betied together 
with black thread.

Catalytic Mouth

Illusion(Glamer)
Level: Sor/Wiz4

Components:V,S,M

CastingTime:1action
Range: Close (25 ft.+5ft./2levels)
Target:Oneobject
Durntion:Permanentuntildischarged
SavingThrow:Will negates (object)
Spell Resistance:Yes (object)

Acatalytic mouth conforms inall respects to
the2nd-level arcanespell magic mouth with 
one notableexception. It canspeaka command
phrase usedtotrigger another spell effector to
activate a magic itemwithin 30 ft.ofthe

mouth.

For example, a wizard couldplacea staff of
Swarming insects ina glass case inthecen-
ter ofa room, andcastcatalytic mouth ona 

nearby wall. She could set themouth tospeak
the staff's command wor d for its summon
swarmeffectif anyoneother thanshe en tersthe

room.

Arcane Material Component: Abit ofhoney-
combfroma hiveofgiant bees.

ChameleonSkin

Illusion(Glamer)
Level:Drd 2, Rgr2, Sor/Wiz3
Components: V,S,F
Casting Time: I action
Range: Touch
Target: One creature
Durntion:IOminutes/level (D)
SavingThrow:Will negates(harmless, object)
Spell Resistance: Yes (harmless, object)

The creatureor objecttouched gains theability
tochangecolor inorder tomatchitssurround-
ings. If castona creatureor personcarrying
gearor wearingclothes, thegearandclothes
changecolor, too. It takes1d4rounds tocom-
pletely shift.colors tomatcha background or to
changecolors again for a newbackground.

Itemsdroppedor put down by theCamouflaged 
creaturereturntotheirnormalappearance.
Itemsthatarepikedupdonotgaintheability
tochangecolor. Lightisnota ffected, so torch-
esandlanterns COntinue toglow, andthecrea-
turestill extends a shadow.

This spell does notend if thesubjectattacks
any creatureor performsany other actionsuch
aseating, openingdoors, or running, but to

gainthespell 's bonuses thecreature must be
within 5ft.ofthewall or feature ithas changed 
tomatch.The spell has thefollowingeffects:

Thetarget isconsidered tohaveone-half con-
cealment again stattack s.
The creaturegains a +20circumstance bonus
onall Hidechecks.

Arcane MaterialFocus: Asmall glaSS prism.

Clawsof the Demon

Trans mutation

Level: Clr l, Evil I, Sor/Wizl
Components: V,S,M/DF

castingTime: 1 action

Range: Touch
Target: Creaturetouched 
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Durntion:3rounds/level
Saving Throw: Fortitude negates
spell Resistance: Yes

This spell transformsthe target's hands into
long, sharp claws. The subject is able toinflict
2d8 points of slashing damage asa normal
melee attack, and is conside red a rmed for the 
duration of the spell. 

The subject alsosuffers a -2 circumstance
bonus toall Charisma- based skill checks for
the duration of the spell, d ue tothe fearsome
appearanceof the claws. 

Arcane MateriaIComponent: The hand or paw 
of any claw ed creature. 

Cleanse Minor Vermin 
Abjuration 
Level: Sor/Wizl
Components: V, S, M
Casting Time: laction 
Range: Close(25 ft+5 ft/2 levels)
Area: 100 square feet per level
Duration: Instantanrous 
Saving Throw: None
Spell Resistance: Yes(see below)

This spell cleans anarea of all verminwith 2 or 
few er hit points, banishing the mtosomed is-
tant plane. It a ffects only normalvermin; it has 
noe ffect on any creature w ith magical abilities 
or any creature that comesfroma differe nt 
plane(this includesall summon ed creature s). It 
cannot, for example, dispel a summon swarm. 

Arcane Material Focus: Asmall w ooden fly-
sw a tter.

CommandConstruct
Transmutation 
Level: Sor/Wiz9
Components: V, S, M
Casting Time: laction 
Range: Short (25 ft. +5 ft. /2 levels)
Target: Oneconstruct 
Durntion: Permane nt 
Saving Throw: Will negates
Spell Resistance: Yes

This pow er ful spell allows the caster totake 
permanent control of any construct, including a 
golem. Doing sosevers the construct's link 
w ith its old master completely. If the con-
struct is linked toanexternalfocus, that 
focus now only functions for its new.
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master. Until the caster gains control of the 
external focus, the construct simply lies dor-
mant wherever it was when the command con-
struct Was Cas t.

Theconstruct gets aWill save to resist the 
e ffects of this spell, gaining a+4 bonus if it has
afocus and +8 to the save if it hasan external 
focus (seepageXX). If it fails, the caster 
becomes the construct's newmaster, an d all
previous orders are forgotten. Thecaster may
give it neworders as amove-equivalent action. 

Arcane Material Components: A piece of what-
ever material fromwhich the construct is made, 
and agem worth at least l,000 gp. Both of these 
are consumed during the spell's casting. 

Conjurer's Toolbelt 

Conjuration (Creation)
Level: Sor/Wiz O
Components: V, F
Casting Time: laction

Range: Oft. 
Effect: Conjuresan unatten ded, nonmagical 

object weighing nomorethan 1 lb. and 
being nolarger than 1 cubic foot in size 

Durntion: 1 min ute/level 
Saving Throw: None
Spell Resistance: No

This spellcreat es asmallto olthat appearnin 
your hand. The tool may not weigh more than 
1lb. and can be nolarger than one cubic foot in 
size. The tool can be just about anything with-
in the aforesaid limit and appropriateto the 
campaign. Youcould, for example, createa
hacksaw, alock pick, acrowbar, ahammer, et
cetera. Theto olpersists until it is broken, d is-
pelled, or the duration of this spellexpires. 

Arcane Focus: A brncel et d ecor at ed with
charmsin the shapeof to ols.

Crescendoof Indefatigability 

Enchantment [Min d-A ffecting]

Level: Brd l
Components: V
Casting Time: 1 action 
Range: Pernon al 
A rea: You
Durntion: lround/level 

By means of this sing le, purenote, youacquire
great resolve to ward succeeding at aspecific 
task whose outcomeis dete rmin ed by asing le
die roll. This task can be an attack roll, adam-

age roll, asaving throw, an ability check, or a
sk ill check. The task must be specified at the 

time of casting. The bard enjoys a+2 inspira-
tion bonus on the relevant die roll for the dura-
tion of the spill

Dark Channeling 

Necromancy [Evil]
Level: Sor/Wiz 8
Components: V, s, F
Casting Time: lminute
Range: Lon g (400ft. +40 ft./leve l)
Target: Youan d oneundead creature
Durntion: lOmin utes/level (D)
Saving Throw: Will negates (seetext)
Spell Resistance: Yes 

With this powerful spell, youplace your body 
in astateof suspen sion and project your psycbe 
in to any corporeal und ead creaturewithin 
rnng e. If the undead creatureis in telligent, it is 
ent it led to aWill saving throwto resist the dark 
chan neling. If this saving throwis successful, 
the spell fails. The caster must have line of site 
to the undead be forecasting the spell. 
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You gain control of the undead target upon 

completion of the spell. You can use its body as 
if it were your own, including any special abil-
it ies of the undead. If you inhabit a vampire, for 
example, all of the vampire 's special attacks 
and qualities are available for use. You reain 
your own intelligence, but lose the ability to 
cast spells unle ss the creature you are inhabit-
ing is a spellcaster as well. If unable to do so 
normall y, the darkchanneling empowers the 
possess ed undead to speak. 

You cannot move beyon d the range limit of this 
spell, counting your location whenthe spell
was cast as the center point, without ending the 
spellimmed iately. You can vacate one undead 
host infavor of another within range by con-
centrating for one round. As normal, if the ne w
would-be undead host is intelligent, it is enti-
tled to a Will saving throw. If the undead host 
is dest royed before you can vacate it, you must 
make a Will save (DC20). Failure means your 
d isembodied spirit is unable to escape before 
being destroyed as well. Success immed iately 
ends the spelland stuns you for 1d 1Orounds. 

Arcane Focus: Abronze brazier inwhich you 
must burn1,000 gold pieces worth of incens e. 
You must wear a cap made from the flesh of a 
sentientcreature during the casting. 

Dawnspear

Evocation [Fire] 
Level: Clr6
Components: V, S, M, DF
Casting Time: 1round 
Range: Touch
Effect: Flaming spear 
Durntion: 1 minute/level (D)
Saving Throw: See text 
Spell Resistance: Yes 

With this spell, you create a se ven-foot-long 
spear made of dazzling sunlight. The dawn-
spear has identical properties to a shortspear,
except as noted. It causes anad dition al ld6 
points of fire d amage to a ny creature it strike s, 
and the cre a ture mu st make a Reflexsave to 
avoid being set ablaze. 

Undead are es peciall y vulnerrable to the dawn-
spear. Any undead within 5 ft. of the spear 
mu st make a FortitudesaveMbeblin ded for 
2d4rounds. Undead s truck by the dawn spear 
suffer anad ditional 5d6points of fire damage 
inst ead of the normal 1d 6.

MateriaIComponents: A miniature golden 
spear atle ast se ven inches long and valued at
50 gp Mmore. 

Debilitating Decrescendo

Enchantment [Mind-Affecting, Son ic]
Level: Brd 3 
Components: V 
Casting Time: laction 
Range: Me diu m(100 ft. +1 Oft./le vel)
Target: One creature/level 
Du rntion: 1 minu te/level 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

The cast er of this spellsings forth a powerful, 

clear note. The note starts strong and pure, but 
dege n erates into a weak, discordantgasp
directed atone enemY per cast er level within 
range. If a target fails a Will save, it suffers a -2 
morale penal ty to attack rolls, AC, and saving 
throws for the duration of the spell. 

Desiccate 

Evocation [Air]
Level: Air 3, Sor/Wiz 3 
Components: V, S, M/DF
Casting Time: laction 
Range: Me diu m(1 OOft. +1Oft'/le veO
Area: 30-ft. radiusspre ad 
Du rntion: Instantaneous
Saving Throw: Fortitudehalf 
Spell Resistance: Yes 

This spellre moves moisture fromall inanimate 
objects inthe are a of a ffect. Wooden objects in
the are a become dry and brittle, possibly crush-
ing themselves under their own weight. Food 
becomes stale and hard, thoughstill edible. In
the case of fruits this can actually increase the 
amountof time theyare ed ible. Affected items 
WOrnby creatures and all magical items re ceive
saving throws to avoid the e ffects of the spell. 
Failure causes 3d6points of damage to the 
object. 

Arcane Material Component: Ahand ful of dry 
earth. 

DetectWard

Divination 
Level: Sor/Wiz 2
ComponentS: V, S
Casting Time: laction 
Range: 60ft. 
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Area: Quarter circle emanating fromyou to the 
extreme of the range 
Durntion: Concentration, up to lminute/level 
Saving Throw: None 
Spell Resistance: No

You can sense the presenceof anactive ward 
withinthe spell's area. The amount of 
informationgained depends onhow long you 
study a particular ward. 
1st Round: Presence or absence of a w ard. 
2nd Round: Area of e ffect of the wa rd. 
3rd Round: The relative condition of the war d. 
This reveals whether a wardis sentient, and 
approximately howpowerful it is interms of 
capability (how many spells, number of 
charges, etc.).

Dig

Transmu_ion

Level: Clr 2, Dru 2, Sor/Wiz 2 
Components: V, S, M/DF
Casting Time: laction
Range: Me diu m(l00ft. +l0ft./le ve l)
Target: Up to one 20 ft. by 20 ft. by 20 ft. cube 
Du rntion: Inst antaneous 
Saving Throw: See text 
Spell Resistance: Yes (see below) 

This spellinstantly clears out a section of earth 
and piles the remainsnearby. The area cle ared 
can be up to a 20 ft. by 20 ft. by 20 ft. cube or 
a 10ft. by 10ft. by 40 ft. area. Asmaller area 
can be designated as well. The dirt cleared is 
piled ne arby, creating evidence of whathas 
occurred. You may a ffect any earth enmaterial 
witha har d ne ss of 5 or less. 

If u sed against a crea ture withthe Earth sub-

type, this spell deals 2d6 points of damage +l
per cast er level. Asuccessful Fortitudesave 

ne gates the damage entirely. 

MateriaIComponent: A lump of clay molded 
into the shape of a shovel. 

DirgeoftheWalking Dead 

Necromancy
Level: Brd 2, Clr 3
Components: V
Casting Time: laction 
Range: Me diu m(l00ft. +10ft./leve l)

Target: One living creature
Durntion: Concentration, up to 1 round/

level (D) 

Saving Throw: Willnegates (harmless)
Spell Resistance: Yes (harmless)

By means of this spell, you enable one living 
creaturewithinrange to continue to act nor-
mallyeven if its hit points have been reduced to 
0or below. If you aresomehOW rendered 
unableto sing, the spellis ne gated immed iate-
ly. When the spellis negated, the target does 
not SUffer any addition al d amage, but immed i-
ately suffers the e ffectsappropriateto its cur-
renthit pointlevel (meaning,us ually,thathe is 
unconscious and slowlybleeding to death). If 
your target is reduced to -10or fewer hit points,
it d iesimmed iatelyevenif underthe influe nce
of this spell. 

DisintegrationSphere

Evocation [Ene rgy]
Level: Destru ction 9,Sor/Wiz8
Components: V, S, M/DF
Casting Time: laction 
Range: Me diu m(100ft. +10ft./leve l)

Effect:5-ft.-radius sphe re
Durntion:1minu te
Saving Throw: Fortitudepartial(see text)
Spell Resistance: Yes 

A glow ingglobeof greenenergyfloatsal ong
the ground inthe direction indicated by the 
caster,disintegratingany thing it touches.h
moves 30ft. per roundand can leapup to 30ft. 
to strikea target.If the sphe reenters a space
witha creature,it s tops moving forthe round 
and atte mp tsto disintegrateit.Witha succes s-
ful Fortitudesave,the creatureonlytakes 5d6
pointsof damage ratherthanbeing disintegrat-
ed.The disintegrationspheredestroysbarriers
lessthan4feettall,suchas furnitureand low
walls, that do not make a successful Fortitude
save.The sphe re'sgreenglow shedslightas a 
normal to rch.

The sphe removes as long as the cast er active-
lydirectsit (amove-equivalentactionforthe 
character);othe rwise,it mer ely st aysatrest in
one location.The sphe refades out if it exceeds

the spell's maximumrange.

ArcaneMaterialComponent: Anemerald
worth atleast500gp.

DisruptionMi_es

Evocation[PositiveEne rgy]

Level: Sor/Wiz 2 
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Components: V, S
Casting Time: laction
Range: Medium(IOOft. +IOft./level)
Target: Up to fivecreatures, no two ciwhich
can be more than 15 ft. apart 
Duration: Instantan eous 
Saving Throw: None
Spell Resistance: Yes

Amissile cipositive energy darts forth from

the palmcithe character's hand an d unerring-
ly strikes its target. Themissile isdesigned 
specifically to affect undead creatures only and 
deals 2d4+2 points cidamage. 

As magic missile, the disruption missilestrikes 
unerringly, even if the target isin the midst ci
melee or has an ything less than to tal cover or 
concealmentfor protection. Thisspell has no 
effect onliving creatures. 

For every two levels ciexperiencepast 3rd, the =~~~~=
four at 9th level. and the maximum cifive mis-
siles at 11thlevelor higher. If the charact er 
shoots multiplemissiles, the charact er can have
the mstrike asing lecreature or several crea-
tures, as well as divert all cithe missiles she is

capablecifiring at asing lecreature for maxi-
mum re sults. Thecaster must designate her tar-
gets be fore she rolls for SR or damage. 

Disruption Wave 

Evocation[Positive Energy ]
Level: Clr 7, Sor/Wiz 7
ComponentS: V, S, M/DF
Casting Time: laction
Range: Close(25 ft. +5 ft. /2 levels) 
Area: Co ne
Duration:Instan tan eous 
Saving Throw: Fortitudepartial
Spell Resistance: Yes

Disruption wave creat es aconecipositive 

energy that originates fromthe caster 's hands 
an d extends outward to ward his opponents. 
Thedisruption wave harms only undead crea-
tures as itfills the mwith positiveenergy,d is-
rupting the negativeenergy that fuels the m. 

An undead creature struck by the disruption 
wave mustmake asuccess ful Fortitudesaveor 

be destroyed. If the save issuccessful, adis-
ruption wave still deals 1d8 points cidamage
per level(maximum l5d8) to the undead crea-
ture struck.
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Arcane Material Component: A small glass 

marble. 

Divine Heart 
Necromancy 
Level: Clr 2
Components: V, S, DF
Casting Time: 1action 
Range: Touch
Target: Living creature touched 
Duration: 1Ominutes/level
Saving Throw: None 
Spell Resistance: Yes (harmless)

This spell is prized by good-aligned clerics for 
its ability to protect against fear effects, allow-
ing themto attempt even more heroic deed s. 
Divine heart makes thesubject immune to all 
fear effects, both magical and mundane. 

DoomFog

Conjuration (Cre ation) [Fear, Mind-A ffecting]
Level: Clr 3, Druid 3, Sor/Wiz 3, Water 3
Components: V, S

Casting Time: I action 
Range: Medium(I00ft. +IOft. leveD

Effect: Fog that spre ads ina30-ft. rndius, 20 ft. 

high 
Duration: IOminutes/level
Saving Throw: Willne gates 
Spell Resistance: Yes 

Similar to fog cloud, abank of doom fog billows 
out fromthepointthecharact er designat es. 
Creatures within thefog must make asucces s-
ful Will save or suffer a-2 morale penalty on all 
attack rolls, skillchecks, and saving throws. 
Cre atures that maketheir save but re main with-
inthefog must make aWill save each round 
until they have left thefog's coverage. 

Thefog obscures all sigh t, including darkvi-
sion, beyond 5 ft. Creatures within5 ft. have 
on e-half con cealmen t. Cre atures farther than5 
ft. have to tal con cealmen t. A moder at ewind 
disperses thefog in4rounds; astrong wind d is-
perses thefog in1 round. 

Doom fog does not function underwat er. 

Dramatic Visage

Illusion (Pattern) [Mind-A ffecting]
Level: Brd 2, Trickery 3
Components: V, S, M/DF
Casting Time: 1 action 
Range: Close (25 ft. +5 ft. /2 leve ls) 
Target: One creature 
Duration: 6 rounds +1 round/level
Saving Throw: See text 
Spell Resistance: No

This spell creates specialeffects around the
subject. Billowing cloaks and hair, glowing 
ey es, exaggerat ed sound during combat, and 
any oth er appropriate en hancemen ts that make 
thesubject appear more impre ssive inre lation 
to thesituation. Theeffects ebband flowbased 
on thesubject's action s. Eyes glowing brigh ter 
When thesubject grows more angry, light trails 
fromher sword asitis s wung incombat, or 
even perhaps theappear anceof moving inslow
motion withwind inher hair while approach-
ing are all examples of this. 

Asidefromlooking impressive, thesubject
gains bonuses depending upon thesituation. 

Com bat: Thesubject gains a+2 deflection 
bon us to A C, and a+1 en han cementbon us to 
at tacks. Additionally, all ies of thesubject gain 
a+2 mornlebonus to attack rolls if they are 
within 1 Oftof thesubject. In this instance, 
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thse in rombat with the subject are entitled to 
a Will save to negate th ese bonuses. 

Conversation: The subject gains a +2 enhance-
ment bonus to Intimidation, Bluff, and
Diplomacy checks. 

Performance: The subject gains a +4 enhance-
me ntbonusto Perform checks. 

Arcane MateriaIComponent: Avial of paintor 

a pinch of makeup. 

Dreamstealer

Enchantment (Compulsion) [Min d-Affecting] 
Level: Sor/Wiz 9
Components: V, S, M, F
Casting Time: IOmin utes 
Range: See te xt 
Target: Oneliving creature 

Durntion: 7 days 
Saving Throw: See te xt 
Spell Resistance: Yes

By means of this powerful spell, you curse 

your victim with up to seven nights of fitful, 
dreamless sleep th at can induse a crippling 
state of hopelessness. The victim can be any 
distance away fromyou, so long as both you 

and your victim are on the same plane of exis-
te nce. Inaddition to the romplicated vocal and 
so matic romponents, you must have so meper- 
so nal belon ging of the victim or so mepart of 

the victim's body, such as a lock of hair, fin-
gemail shaving s, or a small quantity of blood. 
The victim 's belon ging or body part is se al ed in 
a speciall y built ivory box (500gp value), 
which is th enimmersed in liquid gold (I,000gp 
to set up plusanother100gp to be liquefied). 

The victim is all owed a Willsaving th roweach 

day of the spell's duration. If he fails the save, 
the next time he sleeps his dreams will be 
stolen, leaving be hind anempty, disturbing 

void. The next day, during any periods of high 
st re ss (such as rombat or skilluse), the victim 
will be automatically afflicted by hopelessness 
(as the 8th-level wizard spell symbol). Each 
evenin g, the victim is all owed anotherWill
saving th row. Failure means anotherdreamless 
night. The spell expiresaftersevendays. 

Finding anddestroying the to ken of the victim 

will also negate the spell, as can dispel magic 
(with norm al chances of success). Note th at 
succeeding in anY saving th rowve rsusth is 

spell does not actuall Y neg ate the spell. Success
mere ly means the victim sleeps norm all y th at 
night. 

Arcane Focus: The gold-melting equipment
mentioned above, plus three can dles, a small 
silver bell, and a piece of net. 
Arcane MateriaIComponents: The ivory box 
andvictim 's person al item. 

Eagle Eyes

Trans mu tation 
Level: Brd I, Drd I, Rgr l
Components: V, S, M/DF
Casting Time: Iaction 
Range: Person al 
Target: You 
Durntion: 1Omin u te s/level 

This spell grants the caster a +IOcircumst ance 
bonus on all Spot checks for the duration of the 

spell. This may allow the caster to spot a hid-
den adve rsary or see a distantcampfire more 
accurat ely. 

Arcane Material Component: Alens froma set 
of eyeglass es. 

Enlarge Ward 

Trans mu tation 

Level: Sor/Wiz 3
Components: V, S, F
Casting Time: lfull round
Range: Close (25 ft. +5 ft./2 leve ls)
Target: Oneward 
Durntion: 1 min ute/level (D) 
Saving Throw: None
Spell Resistance: No

This spell te mporarily enlarges the are a a ffect-

ed by a ward. Award's radiuscan be enlarged 

by I0 ft. for every two levels of the caster (e.g.,

an8th-level cast ermay enlarge a ward's radius 

by 40 ft.). This effect does not stack with itself 

or any otherenlarging e ffect. 

Arcane Focus: The cast ermust have a ward 
token keyed to the Ward he Wishes to enlarge. 

Exhaust

Transmu tation 
Level: Sor/Wiz 2
Components: V, S, M
Casting Time: laction 
Range: Close (25 ft+5 ft./2 leve ls)
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Area: 20-ft. radius spread 
Durntion: InstantaneoUS 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

This spell affects the mus cles and nervous sys-
tem of all creatures within the area of effect. 
Targets become weak and tired, as if they have 
not slept in days. Each creature takes 3d6 sub-
dual damage and is dazedfor one round. 

Arcane Material Component: Ahandful of 
sand. 

False History 

Abjuration
Level: Brd 3, Sor/Wiz 5
Components: V, S, F
Casting Time: laction 
Range: Touch 
Target: Object touched 
Durntion: lyear/level 
Saving Throw: See text 
Spell Resistance: See text 

This spell allows the caster toward aspecific 
object so that anyonewhOtoUChes the object or 
tries todivineits naturebelieves it tobesome-
thing else. Legend lore and similar spells return 
false in formation about the object, marking it 
as so me thing it is not. Anyonehandling the 
itemmust make aWill save or beconvinced 

that it is not the object he seeks. The spell goes 
so far as togive false in formation toso meone
using bard ic lore, Appraise, or aKnowledge 
skill totry torecognize the object or its value. 

For instance, aseclude dwizard has endured 

several attempts tosteal avalued statuette, so 

he finally de cides totake so me me as ure against 

this annoyance. He casts false history on the 

statue so that it appears tobeavalueless repro-

duction toanyone attempting todiscern its 

value or identity. 

The ward ed object does not change appear ance

in anyway; it is the in formation give nby 

knowledge or divination spells that is change d. 

So, the wizard 's tome remains brown with gold

trim, but the bard who just failed his save 

reme mbers that the book he see ks is black with 

redtrim.

Arcane Focus: The object tobeward ed.

False Love'sKiss

Enchantment(Charm)[Min d-Affecting]

Level:Brd 3' Sor/Wiz3
Components:V, S, M
Casting Time: 5minutes
Range: Touch
Target: Oneperson 
Durntion: 1day(see below)
Saving Throw: Willnegat es 
Spell Resistance:Yes

Folse love'skissis amorepowerfulve rsionof 
charmperson,Preparing false love'skiss
involves casting the spell overamixtureof 
Striped toad stoolpois on (DMG80)and ahalf-
pintof wine.This createsaclear,wax-like sub-
stancethat is appliedtothe us er'slips.The user
mustthenkissthe subjectof the spell,who gets
aWillsave toavoidthe effects.ffthe save is 
failed,the targetseesthe useras afriend,much
like the charmpersonspell.

The duration of false love'skissmaybeextend-
ed by one dayif the usermakes asuccessful 

The waxygloss createdby this spell remains 

potentfor uptoone dayor untilthe spell is dis-
charged.

Material Components: The aforementioned
striped toad stoolpois on and half-pintof wine.

Fearsome Fortissimo
Enchantment[Fear,Mind-Affecting,Son ic]
Level:Brd 3
Components: V
Casting Time: laction 
Range: 20ft. 
Area:20-ft.-radius circlear oundyou
Durntion: Con centration
Saving Throw: Will negates 
Spell Resistance: Yes

Thisloudverse,sungwith great energy and 
confidence, induces fear in all enemies within a

20-foot radius for as long as you sing. All hos-
tile creaturesentering the radius must make a
Will save or become panic ke d. Panic ked crea-
tures suffer a-2 mor ale penalty on saving 
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throws,and flee. A panicked creature has a 
50% chance to drop what it is holding, and 
chooses its path randomly (as long as it is away 
fromknown danger). If comered, a panicked 
cre a ture COWers. The fear e ffect lasts fur 1
round for eachlevel of the caster. A hostile
creature, even one who had previously suc-
ceeded at its Will save, who leaves and the re-
en ters the a re a of e ffect mustmake a Will save 
to avoid the fear e ffects. 

Felonious Friend I
Conjuration (Cre ation) 
Level: Brd 2, Sor/Wiz 2 
Componen ts: V, S, M 
Casting Time: laction 
Range: Close (25 ft. + 10 ft. /2 leve ls) 
Effect: One invisible, mindless, shapeless ser-
va m
Duration: 30 minutes/level
Saving Throw: None 
Spell Resistance: No

By means of this spell, youcreate aninvisible, 
mindless furce that duplicat es the e ffects of 
unseen servant withall the normal limitation s.
In addition to performing all the normal funC-
tions of anunseen servant, the felonious friend 
can Pick Pockets as a rogue witha skill bonus 
equal to the caster's level+ 3. This ability is 
subject to all the normal restriction s, though a 
Spot check that beats the Pick Pocket check 
on ly reveals that something is being taken~it 
does not re ve al the invisiblerogue. 

ArcaneMaterial Componen ts: A piece of 
string, a bit of wood, and a sharpen ed copper

piece. 

Felonious Friend II 

Conjuration (Cre ation) 
Level: Brd 4, Sor/Wiz 4 
Components: V, S, M, F 

As felonious friend I, but the se rvant can alsO
DisableDevice and Open Locks as a rogue 
withskill ranks equal to your level+ 3. 

Arcane Focus: A set of thieve s' picks and to ols. 
ArcaneMaterial Componen ts: A piece of 
string, a bit of wood, and a sharpen ed copper

piece. 
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Felonious Friend III

Conjuration (Creation)
Level: Brd 6, Sor/Wiz 6
Components: V, S, M, F

This is the third and most advanced version of 

felonious friend. With this spell, you create an
invisible, mindless force thatduplicates the 
e ffects of unseenservant and felonious friend 
II. In addition, the felonious friend III can 
engage incom_attacking as a rogue of the 
cast er's level. Sinceit is invisibleand silent, it 
can alsopotentially sneak attack using its dag-
ger. The felonious friend is incorporeal, enjoy-
ing all of the advantages this gives it incombat. 
It has only six hit points and anAC of 20. 

Arcane Focus: A set of thieves ' picks and tools, 

and a dagger. 
Arcane Material Components: A pieceof 
st ring, a bit of wood, and a sharpened copper
piece. 

Finger of Life 

Conjuration (Healing)
Level: Clr 5, Drd 5
Components: V, S
Casting Time: laction 
Range: Close (25 ft. + 5ft./2 levels)
Target: One creature
Durntion: In st antan eous 
Saving Throw: See text 
Spell Resistance: See text 

By means of this remarkablespell, you deliver
healing magic toany creaturewithin range. 

Finger of life duplicates the effects of any 
Healing spell of 3rdlevel or lower, but without 
requiring the cast ertotouch the bene ficiary. 

Fleet Feet 

Trans mutation 
Level: Clr 2, Drd 2, Rgr 2
Components: V, S, M/DF
Casting Time: laction 
Range: Close (25 ft. + 5ft./2 levels)
Target: One crea ture/level 
Durntion: lround/level 
Saving Throw: Will ne gates (harmless) 
Spell Resistance: Will ne gates (harmless) 

Youincrease the base speed of several crea-
tures withinrang e. For the duration of the 

spell, all a ffected creatures havetheir base 

speeds increas ed by lOft. Fleet feet only 

a ffects land speed. It cannot increas e, for exam-

ple, speed while swimming or flying. 

Arcane MateriaIComponent: A roadrunner

fea ther. 

Floor of Fire 
Evocation [Fire] 
Level: Drd 4, Sor/Wiz 3
ComponentS: V, S, M/DF
Casting Time: laction 
Ra n ge: Med ium(lOOft. + 1Oft./leve l) 
Effect: Horizon tal she et of fumes with a 
radius up to1Oft. + 5ft./2 levels 
Durntion: lround/level 
Saving Throw: Fortitudehalf 
Spell Resistance: Yes 

Youcreate animmobile, horizon tal sheet of 
flame that burns twoinch es above the ground. 
The fumes the mselves are one foot high. The 
flames created are quite hot, but not asdamag-
ing as a wall of fire. They inflict ld6+1 points 
of fire damage per round toany creaturewith-
inthe area of effect. Those within lOfeet of the 
sheet of flame, but not within it, suffer ld3 
points of damage per round. These flames are 
particularly damaging toundead, dealing twice 
as much damage tosuch crea tures. 

Arcane Material Component: A vial of 

al ch e mis t's fire. 

Flying Abominations 

Necromancy [Evil]
Level: Clr 5, Evil 5, Sor/Wiz 7
Components: V, S, M/DF
Casting Time: laction 
Range: 1Oft. 
Target: One or morehody parts within range 
Durntion: In s tantan eous 
Saving Throw: None 
Spell Resistance: No

With this grotesque spell, youanimate one or 
morebody parts, imbuing the mwiththe ability 
tofly and tofollowsimple, verbal commands. 
The body parts must berelativey fresh(no 
more than a week old) and cannot belarger 
thanMedium-size. A ny crea turethatcan be
a ffected by animate dead can have a bodY part 

SUbjected tothis spell'

You can animate one HD worth of flying 
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Tiny Undead Small Undead Medium-size Und ead 
Hit Dice: 1d12 (7 hp) 2 dI2 (13hp) 3d12 (20 hp) 
Initiative: +2 (Dex) +1(De x) +0 
Speed: Fly 30 ft. (good) Fly 30 ft. (good) Fly 30 ft. (gOOd) 
AC: 16 (+2 size, +2 Dex, 14 (+1 1size , +IDe x, 12 (+1 2 natural) 

+2 ntural) +2 natural) 
Attacks: Slam+Imelee Slam+2 melee Slam+5 melee 
Damage: Slam1d3-I Slam1d4 Slam1d6+3
Face/Reach: 2 ft. by 2 ft. /0 ft. 5 ft. by 5 ft./5 ft. 5 ft. by 5 ft./5 ft. 
Special Attacks: By~nal creature By original creature By original creature 
Special Qualities: Undead Undead 
Saves: Fort +0, Ref +2, Fort +0,Ref +I, Fort +I,Re f +I,

Will +2 Will +3 Will +3
Abilities: Str 8, Dex I4, Cio~, Str 8, Dex I4, Cio~, Str 8, Dex I4, Coo~,

Int ~,Wis 10, Cha I0 Int ~,Wis I0, Cha I0 Int ~,Wis I0, Cha I0 

Climate/Terrain: Any Any Any 
Organization: Pack (3-l2) Pack (3-12) Pack (3-12) 
Challenge Rating: In I 2 
Treasure: Nooe None None 
Alignment: Always ne utral Always ne utral Always neutral 
Ad vancement: 

Flying Abominations by original creature's Size 

Parts fromaSmillcreture make. Tiny abominations, parts from aMedium-size or Large creature 

==~~~~~~~~~a~or ~cre~~a~-

abominatioper caster level. These HD can be 

divided among different body parts as required. 
Al 4th-levelwizard could, for ex ample, ani-
mate seven 2 HD body parts, or one l 0 HD 
body part and four l HD body parts, etc. All 
body parts to be animate dmust be within l 0 
feet of you during the casting time. 

Thecharacteristics of aflying abominatioare 
dete rmined by the creture's original size. See 
the Flying Abominatons sidebar for eachcrea-
ture's characteristics based iosize. The body 
partdoes re tainthe special attacks of the origi-
nal creature, but onlY thosethat could be deliv-
eredwithonlY the partinques tion. 

Thus, ananimat ed red dragon's headcould 
bite, but it could not breat hefire. Adragon's 
breath weapiois not apower of its head. An
animared giant scorpion sting er, however, 
would retain the ability to inject poison. 
Superntural andspell-like abilities may ne ver 
be re taine d. 

Fly ing abominatons obey only simple, verbal 
commands inthe s ame manner as azombie or 

skeleton, and the body parts re main animat ed 
until destroyed. They can be turned or re buke d
normilly. 

Arcane Material Components: The body parts 
to be animat ed andavial of uunoly Wat er, 
which is sprinkled over the fragments during 
the casting. 

Forgetfulness 

Transmutation [Mind-Affecting]
Level: Sor/Wiz l 
Component s: V, S
Casting Time: l actiio

Range: Close(25 ft. +5 ft. nlevels) 
Target: One humanoid 
Durntion: l round/level
Saving Throw: Will ne gates 
Spell Resistance: Yes 

By means of this spell, youinflict ahumanoid 
with atemporary case of absen_indedness. 
The victimsufferna-2 circumstance penal-
ty 00 ill Intelligence checks and
Intelligence-bas ed skill checks. If heis a
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spellcaster, he might also botch his magic due 
to some forgotten phrase, gesture, or compo-
nent. To successfully casta spell, the target 
must make a Concen tration che ck. A failed 
Concen tration check means your victim has 

lost his spell. 

Gandar's Chatt-ox

Illusion (Glamer) 
Level: Brd 2, Sor/Wiz 3 
Components: V, S 
Casting Time: laction 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Oneobject 
Duration: lminute/level 
Saving Throw: Will negates (object) 
Spell Resistance: Yes (object) 

This spellimbues the chosen object with an 
enchanted mouth th atimmediately begins to 
speak a oon-stop stream of inane chatter, old 
stories, and broken fragmen ts of conversation. 
The caster chooses the type of voice, whether 
male or female, deep or soft, but it cannot 
mimic a kno wn voice. If caston two obje cts 
near o nean other, the voic es hold a complete 
con versation, with both objects constantly 

interrupting each other an d allowing 00
mo me nt of silen ce. 

All creatures within 30 ft. of the object must 
ma ke a Will saveeachround or bedistracted
by the constant chatter. A ffected creatures 
stand dumbfoun ded, attempting to reme mber 
whatth ey weredoing beforethe chattering 
began. A ny creatureth atis attacke d auto mati-
cally succeeds athis next saveattempt. 

A ttempting to cast spells or activate command 
word magic items with inthe spell's ar ea
requires a Con centration check with a -4 
penalty to the roll. Speaking and he ar ing with-
inthe ar eaare also difficult. Creatures trying to 
communic ate with anyon e outsidethe radius of 
the spellare foiled, unable to get th eir me ssage 
outth rough the incessant talking. If two crea-
tures within the spell's are a attempt to commu-
nicate, the receiver must make a Listen check 
(DCl5) inorder to decipher the message. 

A bard 's COunterson g ability suppresses 

Gandar's chatterbox for as long he sing s, up to 
h is oormal limit. 

Objects worn or carriedby an other creatureare 
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unaffected by this spell, though a creature pick-

ing up an affected object does not break the 

enchan tment. 

Glittering Robe
Transmutation 
Level: Sor/Wiz 2
Components: V, S, M
Casting Time: laction 
Range: Person al
Target: You
Duration: lhour/level 

Youimbue your normalclothes with magical, 
protective qualities. The enchan ted clothing 
harmlessly absorbs damage equalto ld8 points 
+lpoint per level of the caster. Once the spell 
has abSOrbed the rolled amount of damage, it 
ceases to function (and you suffer any differ-
ence in damage). The glittering robe does not 
incre ase your AC, nor does it defend against 
any attacks exce pt those fromweapons or nat-
u ral weaponry (swords, a rrows, claws, etc.) 
Damagefrommagicspells or specialattack 
forms (suchasbreath weapons) re duces the 
protective capacity of the spell, but the caster 
still SUffers the full amount of damage from the 
attack. Multipleglittering robe spells donot 
stack. 

Arcane Material Component: Asmall prism. 

Gossip 

Enchan tment (Compulsion) [Min d-Affecting]
Level: Brd3
Components: V, S
Casting Time: laction 
Range: Close (25 ft. +5 ft./2 leve ls)
Target: One human oid 
Duration: lmin ute/level 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

This spell causes its targetto begin gossiping 
relentlessly, unableto re ve althe most person al
in formation fast enough. The caster may 
encouragethe targetto gossip about a ny sub-
jectthathe please s, in cluding secret passWOrds, 
the strength and number of the king 's 
entourage, or the location of traps in the area. 
There is nolimit to the in formation thatthe 
s ubject is willing to give out while under the 
influence of this spell. 

Unlike charm person, the subjectdoes not 

regard you asa friend any more than he did 
before you castgossip. He merely sees you as
someone whowill listento a good story or two. 
He will not take orders or comman ds, an d will 
take noaction that he WOuld not normally take 
except for re ve aling se crets thathe knows. 

Greater Finger of Life 

Conjuration (Healing) 
Level: Clr 8 
Components: V, S
Casting Time: laction 
Range: Close (25 ft. +5 ft. /2 leve ls)
Target: One crea ture 
Duration: Instantane ous 
Saving Throw: See text 
Spell Resistance: See text 

As finger of life, except that greater finger of 
life can duplicate the effects of any Healing 
spell of 5th level or lower. 

Hall of Fire 

Evocation [Fire]
Level: Drd6, Sor/Wiz 5 
Components: V, S, M/DF
Casting Time: laction 
Range: Me diu m(l00 ft. +10ft./leve O
Effect: Opaquecorridor of flame, 10ft. wide 
by 10ft. tall, witha length of 5 ft./level 
Duration: Con ce nt ration + 1 round/level 
Saving Throw: See text 
Spell Resistance: Yes 

By meansof this spell, you create an immobile 
corrid or of flame. The corrid or is 10feetwide 
and 10ft. tall. It is 5 ft. long per level of the 
caster. Thus, a 9th-level wizard would create a 
corridor 10ft. wide, 10ft. tall, an d 45 ft. long. 
The corridor may tumup to twice, and ne ith er 
turn may exceed 90 degrees. The flames are
opaque, blocking sight bothfromwithin and 
wit hout. 

The in terior of the corridor is unaffected by the 
he atof the flames. Cre a tures can travel its 
leng thwith out harm. The exterior of the COrri-
dor radiates deadly heat. Creatureswithin 10ft. 
SUffer 2d4 points of fire damage. Those within 
20 ft. suffer 1d4 points of fire damage. Any 
creature attempting to pass through the walls of 
the corridor suffers2d6 points of fire damage, 

plus one point per level of the caster. 
Und ead suffer twice asmuchdamage 
froma hall of fire. Attempting to catcha 

~.
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moving creature within a hall of fire is difficult. 
A successful Reflex save enables a creature to 

avoid being struck by the hall. 

Arcane Material Components: A small piece of 
phosphorous and a straight length of wood. 

Halo of VengeAAce

Enchantment (Compulsion) [Mind-A ffecting]

Level: Clr 5, Pal 4 
Components: V, S, DF 
Casting Time: 1 action 
Range: 60 ft. 
Area: 60-ft.-radius spherical emanation ce n-
tered on you 
Du ration: 1 round/level

Saving Throw: None 
Spell Resistance: Yes 

You bring special favor upon yourself and your 
all ies as well as special harm upon your ene-

mies. A ll friends and foeswithin a 60-font 
radius when the spell is cast are affected. The 
spell manifests itself as a bright glowaround 
your head, shedd ing light as the spell. 

(PHB 1 29). Ene mies penal-
ty to save s, attack rolls, and weapon damage 

rolls. 

Hammerstke 

Transmutation 
Level: Sor/Wiz 1 
Components: V, S, M
Casting Time: 1 action 
Range: Touch 
Target: Creature touched
Du ration: 1 minute/level
Saving Throw: Fortitude ne gates(harm les s) 
Spell Resistance: Yes (harm les s) 

This spell transforms the target's hands into 
incre dibly tough and de nse weapons. A ny time

the character makes a succe ssful unarm ed
strike against anoppone nt, the oppone nt must 
make a Fortitude save (DC1 5) or heknocked 
back 5 ft. and dropped prone. In addition, the 
subject of this spell is conside red arm edand 

deals normal damage With his U narmed

Strike s. 

Arcane MateriaIComponent: A tiny hammer 

fashione d of granite. 

Hesitate 

Enchantment (Compulsion) 
Level: Sor/Wiz 1 
Components: V, S
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft. /2 leve ls) 
Target: One creature 
Duration: 1 d4 rounds 
Saving Throw: Will ne gates 
Spell Resistance: Yes

This spell causes the subject to se cond-guess 
their action s, resulting inthe victim only being 
able to take one partial action per round for the 
durationof the spell. This spell does not 
counter hasteor similar magic. 

HorrificAspect

Illusion (phantasm) [Fear, Mind-A ffecting]
Level: Sor/Wiz 6
Components: V, S
Casting Time: 1 action 
Range: 30 ft. 
Area: 30-ft.-radius sphere ce ntered around you 
Duration: 1 round/level(D)
Saving Throw: See text 
Spell Resistance: Yes 

By means of this spell, you change your 
appearance to that of a horrifying humanoid 
mon st er, complete with skeletal head, burning 
eyes, and wickedclaws and fang s. Sounne rv-

ing and convincing is the illusion, which 
includesvisual, audible, tactile, and the rmal 
compone nts, that ithas the following e ffects on 
creatureswithin30 ft. whosee you: 

Hit Dice of Vie wer 
Und er 2 

(no saving throw) 

2 to 4 
(Will save ne gates) 

5 to 6
(Will save ne gates) 

7 to 8 
(Willsave ne gates) 

Creaturesabove 8 HD are u naffected by horrif-

ic aspect. Those entering the are a during the 

spell 's d uration must make a save, but creatures

that make their save and later reenter the spell 's 

area do not have to make a new save. 

Effect on Creature
Cowering 

Pan icke d 

Frigh tene d 

Shaken
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Illusionary Bolt 

Illusion (Shadow) [Mind-Affecting]
Level: Sor/Wiz 1, Trickery l
Components: V, S, M/DF
Casting Time: 1 action 
Range: Close (25 ft + 5 ft ./2 levels) 
Target: One creature 
Durntion: Instantane ous 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

This spell creates anillusionary bolt of varying 

color and shape that strikes the subject.If the 
subject fails his Will save, he takes 2d4 points 
of subdual damage fromthe illusionary bolt. 

Arcane Material Component: An arrowhead. 

Immobilize 
Trans mutation 
Level: Brd 2, Sor/Wiz 3 
Components: V, S, F
Casting Time: laction 
Range: Medium(100ft. + 10ft ./level) 
Target: One construct 
Durntion: lround/level 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

This spell works justlikehold person, except it 
affects constructs instead of humanoids. The 
construct mustmakeaWill saveor be hel d 
completely motion less for the duration of the 

spell. The construct can still use any ability that 
does not re quire motion, and may still commu-
nicate with its master throughanempathicor 
telepathiclink. 

Arcane MateriaIComponents: Astraight piece
of iron. 

Imprint 

Enchantment (Mind-Affecting) 
Level: Brd 2, Sor/Wiz 2 
Components: V, S, M
Casting Time: lminute 
Range: Touch
Target: Object touche d (see text) 
Durntion: See text 
Saving Throw: See text 
Spell Resistance: Yes 

Whe nthe spell is first cast, the caster touches 
any printed page or other surface. All the words 
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or images on that surface are then stored in her 
min d. Later, she may transfer the words or 
images to any blank surface by merely to uch-
ing it. This transfer must take place within 1 
hour/level or the in formation is wiped fromher 
min d. The transfer is verbatim, and no words or 
portions of animage can be lost. 

Tbe caster can imprint a number of pages equal 

to her level, so a l2th-level so rcerer could 
to uch 12 different pages with the spell memo-
rizing them. She cannot recall any of the con-
tents of the page from memory to write them 
down during th is time. 

Note th at so meitems (suchas strange runes 
carved on a dungeon wall) donot comeon 
page s. In this case, the spell will a ffect roughly 
a 1 ft. by 1 ft. are a for each page allowed by the 

spell. 

Magic to mes to uched in th is manner are 

allOWed a saving throwto avoid being imprint-
ed (see Damaging Magic Items, DMG 176). 
The caster level of a spell book is considered 
the lowest possiblelevel to cast the highest 

level spell in the book. 

Arcane Material Component: A bit of ink 

rubbe d on the caster's palm. 

Improved Simulacr

Illusion (Shadow) 
Level: Sor/Wiz 8 
Components: V, S, M, XP
Casting Time: 12 hours 
Rang e: Touch
Effect: One duplicate crea ture 
Duration: In stantan eous 
Saving Throw: Non e 

Spe"Resistance: No 

This spell creates many of the effects produced 
by simulacrum and improves upon the m, creat-

ing morepowerful duplicates. 

First, improved simulacrum uses clay as the 
primary creation material, rath er th anice and 
snow. Next, improved simulacrum creat es a 
duplicate with 65%to 85%of the originals hit 

points, knOWledge, and person ality. 

Also, improved simulacrum allows the dupli-
cate to increase in power. Tbe duplicate may 
advance upto four levels higher th anthe level 
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it is created at. All of the rules for advance me nt 
and multiclassing apply to the duplicate as they 
would any character.

Finally, ill other rules for repairing the 
improved simulacrum apply. For mored etails 
see the simulacrum spell (PHB 252). 

Arcane Material Component: The spell is cast 

over the clay form and asmall piece of the 
original, suchas hairor afingernail. The spell 
also requires afire opal worth 1,000 gp, which 
acts as afocus for the improved simulacrum 's 
power. The fire opal is placed inside the 
improved simulacrum 's to rso. 
XP Cost: 2,00 OXP. 

Inspire

Enchant ment (Compulsion) [Mind-Affecting]
Level: Brd 2 
Components: V, S, DF
Casting Time: Iaction 

Range: 30 ft. 
Area: A30-ft. radius sphe re, centered on you 
Duration: 3 rounds + 1 round/level 
Saving Throw: None 
Spell Resistance: Yes (harmles s) 

This spell boosts morale and heightens the 
senses of your allies, giving them a+ 1 morale 
bonus on attack and d amage rolls and a+2 to 
Reflex saves. Unlike bless, this spell does not 
counter the e ffects of abane spell.

Instability 

Trans mutation 
Level: Brd 2,Sor/Wiz 2 
Components: V, S
Casting Time: 1 action 
Range: Close (25 ft. + 5ft./2 le vels) 
Target: One creature/2 le vels 
Duration: 3 rounds + 1 round/le vel 
Saving Throw: Fortitude ne gates 
Spell Resistance: Yes 

This spell takes allthe strength out of asub-
ject's le gs, dropping himto the ground and 
red ucinghis movement to 5ft. The target has 
aneffective Strength of 1 inhis legs for the 
duration of the spell, thoughthe strength inthe 
remainder of his body remains the s ame. If cast 
on acreature with more than two legs, the spell 
affects allof the creature's le gs. 

Jester's Gift 

Enchantment (Compulsion) [Mind-Affecting, 
Son ic]
Level: Brd 1 ' Sor/Wiz 2 
Components: V, S
Casting Time: 1 action 
Range: Close (25 ft. + 5ft./level) 
Target: One creature
Duration: Con centration+ 2 rounds 
Saving Throw: Will negates 
Spell Resistance: Yes 

This spell was named for its creator,ajester of 
no meantale nt who also happened to be awiz-
ard. He spent yearsde velopingspells and tricks 
thatcould aid his liegeduring acrisis. Abrazen 
as sassination attempt inspired this spell, and 
unfortunately afollow-up attem pt killed the 
jest er up on its first us e. 

By casting Jester's gift, you are able to anger 
any creature withanIntelligence greater than2. 

You need not speak the language of the crea-
ture being insulted. The magic of the spell 
gives your wor ds and obscene gesture s real 
meaning to the victim. If the creaturebeing 
insulted fails its Will save, it becomes angered 
atyou. It attem pts to attack you inmel ee com-
bat, se eking to use mel ee weapons or other nat-
ura1 attacks rather thanranged attacks or spell s. 
If animpassable barrier separates the creature
fromyou, the spell is broke n. Othe rwise, an
angered creatureremains angered for the dura-
tion of the spell.

Keen Ear

Trans mu tation 
Level: Brd 1 , Drd 1 , Rgr 1 
Components: V, S, M/DF
Casting Time: 1 action 
Range: Person al 
Target: You 
Du ration: lOminu tes/le vel 

This spell gr ants abard a+ lOcircumstance 
bonus to allLis tenskill checks for the duration 

of the spell. This may allow the caster to over-
he aranimpo rtant conversation or he arthe 
sounds of anapproachingen em y. 

Arcane MateriaIComponent: Astringfroma
musical instrumen t, suchas alute. 

.
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Lethargy 

Transmutation 
Level: Brd 4, Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft. /2 levels) 
Target: One creature/2 levels 
Durntion: See text 
Saving Throw: Fortitude ne gates 
Spell Resistance: Yes 

The s ubject becomes extremely tired and is 
unableto function properly until receiving a 
full night's rest (8 hours, uninterrupted). Until 
she rests, the subject functionsas if under the 
effects of a slow spell. 

Arcane Material Component: A vial of sweat. 

Lucius's Rustling Leaves 
A bjuration 
Level: Dru 1 , Rgr 1 
Components: V, S, M /DF
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
A rea: 50 ft. radius 
Durntion: 2 hours/level 

Saving Throw: None 
Spell Resistance: None 

A creatureentering the a ffected area crea tes a 

noise equal to a M edium-size creaturetram-
pling through a de nsely covered forest, impos-
ing a -8 penalty to all MoveSilently checks. 
Creatures that weigh5 lb. or morethat step into 
the area trigger the spell effect. The caster may 
designate one ally per caster level that will not 
trigger the spell's effect. 

As with a magical trap, a rogue may d etect and 
disablethe spell. The DC to d isarm Lucius's 
rustling leaves is 27. 

Arcane Material Component: Six drytree
leaves collected during the fall se as on. 

Daddening Babble 
Enchantment 
Level: Brd 4 
Components: v, S, M 
Casting Time: 1 round 
Range: 30 ft. 

Effect: Crea tes a 30-ft.-radius zone of irritat-

ing noise 

Durntion: See text 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

The bard that casts this spell must speak con-
tinuously for as long as he wants the spell to 
function, saying nothing cohe rent or meaning-
ful during this time. This means that he cannot 
cast spells, giveorders, shout wamings, use 
bard ic magic, or communic ate with his com-
rades inany way. At the beginning of his next 
round, all creatures within 30 ft. of the bard that 
heard the entire round of babbling must make a 
Will saveor suffer one point of temporary 
Wis domdamage. Creatures remaining inthe 
area suffer one addition al point of Wisdom
damage per round until the bard stops babbling 
or they leave the area. Creatures thatmade their 
initial savebutremain inthearea must ma ke 
additional saving throwseach round they 
remain.

Creatures within theradius a reawa reof the
effects of the babble and the source of the spell. 

Arcane Material Component: A flower dipped 
inperfume. 

Magical Vacuum 

Transmutation 
Level: M agic 7, Sor/Wiz 7 
Components: V, S, M/DF
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: 1 creature
Effect: Target creatureloses all magical ability 
Durntion: 2d4 rounds 
Saving Throw: Will ne gates 
Spell Resistance: Yes 

Upon casting this spell, a magical vacuum
appears abovethe target and proceeds to suck
all magical energy fromaround the target. All 
enhancement bonuses to weaponsand armor 
aresucked into the vortex, as arethe magical 
properties of all items carried by the target. In 
addition, the target is unable to cast spells or 
activate magic of any kind (including supemat-
ural and spell-like abilities) for the duration of 
the spell. Effects al ready inplace, suchas mage 
armor or fly areplaced insuspended animation 
as wel l.

Onceitis finis he d taking all of the victim's 
magic, the vacuum turns into a ball of energy 
that positionsitself abovethe target. When the 
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spell ends, the vacuum reverses itself and the tar-
get regains all of its magic. Should the target be 
killed be fore the magical vacuum expires, the 
creature's stored magical energy explodes out-
ward in aviolent blast. All cre atures within 60 ft. 

of the target take damage equal to 5d6 +1d6 per 
HD of the affectedcreature, with asuccessful 
Reflexsave (DC20) allowed for half damage. 

If the target of this spell has no magical abilities 
or items, the magical vacuum does no thing. 

Arcane Material Compone nt: Asmall glass 
beadand apinch of crystal powder. 

Malediction of Razors 
Evocation [Force]
Level: Sor/Wiz 3
Components: V, S, M
Casting Time: laction 
Ran ge: Medium(IOOft. +1Oft./leve l)
Target: Up to five creatures, no twoof which
can be more than 15 ft. apart 
Durntion: Instan tan eous 
Saving Throw: Fortitude partial 
Spell Resistance: Yes

Youproject anumber of razor-sharp missiles at
your enemies. Each missile automatically hits 
its target an din flicts Id4+Ipoints of damage. 
Each creature struck must also make a
Fortitude save for each wound to avoid thesec-
on dary damage effect of the spell. Insubse-
quent rounds, the victim loses one hit point for 
eachwoundin flicted by the missiles. The 
bleeding continues until bandage d, the target 
re ceives magical bealing, or IOrounds have 

passed. You can fire one razor for every three 
caster levels. 

Cre ature sthatareimmune to critical hits are
not affect ed by this spell. 

Arcane Material Compone nt: Asmall razor. 

Mantle of Shadows 

Illusion (Glamer) 

Level: Brd I' Sor/Wiz l
Components: S
Casting Time: Iaction 
Range: Touch 
Target: Creature touch ed 
Durntion: lround/level
Saving Throw: Will ne gates (harmless) 
Spell Resistance: Yes(harmless) 

YouCOver the target in swirling shadows. This
masks the target, granting himon e-quarter con-
ceal ment. It alsogives the creatureto uched a
+4 circumstancebon us to Hid ech ecks. 

Marathon Prowess 
Trans mutation 

Level: Clr 3' Travel 4
Components: V, S
Casting Time: 1 action 
Rang e: Touch
Target: 1 creature/level
Durntion: 1 day 
Saving Throw: Will negates (harmless) 
Spell Resistance: YeS(harmless) 

By means of this spell, you imbue the creatures 
touch ed withsupernatur endurance. Thishas 
twoeffect s. Thefirst ablesthecre atureto 
travel 2 1/2 times it normal ove rlan dmove-
ment rate for a ximumof 8 hours of travel 
(P The seCOnd effect enables the 
creatureto run and jump more easily. This
provides the benefit of the Runfeatto the 
affectedcreature s. 
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When the spell wearnoff, affected creatures are 
ronsidered fatigued until they rest for 8 full 
hours. 

Multi Image

Illusion (Figment)
Level: Brd 4, Sor/Wiz 4, Trickery 4
Components: V, S
Casting Time: laction 
Range: Pernon al 
Target: You 
Du ration: lminute/level 

Spell functions exactly like mirror image in
every way, except that the images creat ed are 
ableto perform different function s. One may 
appear to drink apotion, while another appearn

to move into another room, while a third
attempts to cast aspell, romplete with aural
effects. 

It is amove-equivalent action to directthe 
images each round. If the cast er does not direct
the images, they immed iately st op what they 
are doing and mimicthe cast er, as inmirror 
image . All images must remain withinlOft. of 
any other image or the caster at all times. 

NecrotiCBlast 

Necromancy [Evil]
Level: Sor/Wiz 5
Components: V, S, M
Casting Time: laction 
Range: Medium(l00 ft. +1OftJleve l)

Area: 20-ft.-radius spread
Duration: Ins tantane ous 
Saving Throw: Reflexhalf 
Spell Resistance: Yes 

This spell taps into the dark energies gene rated 
infresh rorpses as the creature's soul leaves its 
material prison. Inorder to cast this spell, the re
must be fresh humanoid rorpses (no morethan

aweek old) within the range of the spell. 
During the casting, the necrotic energies inthe 
rorpses are drawn into aball be tween your
hands. You then hurl the ball at your target, 
causing damage to all living creatures withina

20-ft. radius. 

Each rorpse provides ld6 d amage (max. l0d6). 
Thenecrotic blast alsoauto matically spoils 
food and water and rorrupts holy wat er within

the blast radius. One pound of food, one gallon 
of water, or one vial of holy water is ruined for 
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Privacy
Abjuration
Level: Brd 4, Protection5, Sor/Wiz 4
Components: V, S, M/DF
Casting Time: 1 action
Range: 1Oft.
Area: Al0-ft.sphere centered onyou 
Durntion: lhou r/level 
Saving Throw: None 

Spe"Resistance: No

This spell creates a shifting curtain of light or 
darkness to appear in a 1 0-ft.circle around the 
caster. Thespheremoves with him, making it 
difficult to d etect anything with in. Both magi-
cal and non-magical detectionmethods become
more difficult. 

All attempts to use divinationmagic against
anyone or anything in the sphere are blocked, 
and th e caster mu stsucceed at a caster le vel 
check (1d2O+caster le veDagainst a DC of 13
+the privacy caster's level. In addition, all 
Spot and Listen checks targeting anything 
within the sphere have th eir DC incre ased by 

th e caster 's le vel .

Arcane Material Component: Diamond dust
worthl00gp.

Protect Book 

Abjuration
Level: Knowledge l, Sor/Wiz 2
Components: V, S
Casting Time: laction
Range: Touch
Target: 1 hook 
Durntion: 1 Oyears per caster level 
Saving Throw: None 

This spell helps to keep books intact against the 
ravages of timeand the elements. Firstly, it 
grants a DR of 5 againstall elemental damage, 
in cluding damage fromrain, fire, and so on. 
Secondly, it causes the book to age very slow-
ly, so that it ages only one year for every 1 0 
years that pass. Amoderately powerful caster 
can keep his books safe for his natural lifespan 
withthis spell. Theexis ten ceof this spell is 
part of the reason SO many lost and ancient 
to mes manage to survive uncounted aeons for-
gotten in the pits of lost cities. This spell is very 

oftenmadepermanent at a rostof 100XP. 

Protection from Wards 
Abjuration

Level: Sor/Wiz 7
Components: V, S, F
Casting Time: laction
Range: Touch
Effect: Cre a ture Touched 
Durntion: 1 round/level 
Saving ThroW: None (but see helOw) 

Spe"Resistance: No

The charact er is rendered in visible to a ward, 
and is rompletely protected fromall ward 
e ffects and spell s. Theward cannot detect his 
movements or actions, and heis ronsidered to 
haveanunbeatable SR against any e ffect or 
spell ge ne rated by a ward. In tellige ntwards 
re ceivea Wi"saving th rowto re sist th is spell 
the firsttime the protected creature enters its 

ar e a.

Arcane Focus: Age mof at le ast 750 gp in 

valu e. 

Pulsing Fireball

Evocation[Fire]
Level: Sor/Wiz 6 
Components: V, S, M
Casting Time: 1 action
Range: Long (400ft.+40 ft./le veD

Area: 20-ft.-radius spre ad
Durntion: 5 rounds, in cluding the round in 
whic hit is cast
Saving Throw: Reflexhalf 

Spe"Resistance: Yes 

You hurl a fireball at a specified target point. 
There sulting explosionis identicalto th at of a 

fireball in all re spects, inflicting 10d6 points of 
fire damage. Each round after the initial explo-
siononyour in itiative, the spell detonat es 
anoth er fireball at the same target point. Each 
additional fireball in flicts 2d6 less damage th an
the previous round 's explosion, Creatures 
caught in the blastradius must make a Reflex
save or suffer full damage each time they are 
caught in anexplosion. Asuccess ful dispel 

magic cast onthe target point will negate this 
spell. 

Arcane MateriaICompone nts: Twel vepebble-
sized p ieces of sulfur tied together by a length 
of strin g. 
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Puppet Master

Transmutation 
Level: Brd 6, Sor/Wiz 7
Componen ts: V, S
Casting Time: 1 action 
Range: Medium(1 00 ft. +1 0 ft./level)
Target: One construct 
Duration: 1 round/level
Saving Throw: Will ne gates 
spell Resistance: Yes 

Youdominate the target of this spell, allowing 
you to control its actions. You may give the 
construct any basic command youlike, as long 
as it is no more than four words inleng th. b

will then carry out your orders to the best of its 
ability. Once control is established, youmay 
exercise it re gard less of range as long as the 
construct re mainson the same plan e. Youdo
not need to be able to see the construct to give 
it ord ers. 

Aconstruct made to attack its masterorharm 
its elf inany way gainsane wsaving throwwith 
a+4 bonus. Constructs withan extemal focus 

(see page 1 22) gain a+4 bonus to both the ini-
tial saveand any addition al saves. 

Quakethr
Evocation
Level: Sor/Wiz 1 
Components: V, S, M
Casting Time: 1 action 
Range: 20 ft. 
Effect: Upheaval ina20 ft. radius ce ntered on 
you
Duration: Instantan eous 
Saving Throw: Reflexne gates 
Spell Resistance: No 

This spell allows you to cause an upheaval in
any solid ground around you. Youmust be 
s tanding on astretch of ground at least50 ft. 
deep for this spell to work, soyou could not 
cast it on the deck of aship orthe second story 
of ahome. 

Upon casting this spell, allcreatures of Large 
size orsmallerwithina20 ft. radius must make
Reflex saves orbe thrown to the ground by the 
violent upbe aval. Creatures withmore than two
legs orthat are otbe rwise more stable than no r-
mal gain a+4 bonus on their Reflexsaves. This 
spell does not affect flying creatures orcrea-
tures otherwise not standing on the ground. 

~
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Arcane Material Component: A staff, which 
must be struck on the ground at the conclusion 

of the spell's casting. 

Quill

Conjuration (Creation)
Level:Brd 0, Sor/Wiz 0
Components: V, S
Casting Time: laction 
Range: Touch
Durntion: 10minutes/level

Legend has it that this spell was created in des-
peration by a talented, but forgetful, student
who could never quite find a pen when he 
needed it. It conjures a perfectly formed quill 
pen, usually purewhite. The conjured quill has 

a soft glow. The quill does not need ink; it cre-
at es its own as needed. The quill vanishes if it 
leaves the cas ter's hand for morethanlmin ute
or if it is ever taken morethan10ft. fromthe 
caster. 

Repel Undead 

A bjuration 
Level:Sor/Wiz 4
Components: V, S
Casting Time: laction 
Range: Up to I0ft./level
A rea: Up to 10-ft.-radius/levelemanation cen-
tered on you 
Durntion: Con centration+ 1 round 
Saving Throw: None or Will ne gates 
Spell Resistance: Yes 

Withthis spell, youcause undead creatures 
caught within the area of effect to be driven 

. backward by powerful waves of force. Weight 
is not a consideration. This spellaffects in cor-
poreal undead normally. Undead with HD up to 
the caster level -4do not get a saving throw. 
Those with moreHDa reallowed a Will save to 
avoid the e ffect s..

Und ead a ffect ed are pushed back at a rateof 30 
feet per round out to the limit of the spell 's 
are a. An undead creaturecan atte mpt to hold its 
posit ion if there is something suitableto grasp
on to or braceagainst. Unfortunately for the 
undead mon ster doing so, it suffers ld6 points 
of d amage eachround that it resists the punish-
ing waves of force. Furthe rmore, it is not pos-
siblefor the undead to ad vance against the 

effects of the spell; the best they can do is 
hold on and risk being torn apart in the 

process. Und ead that are forced against solid 

objects while within the spell's radiussuffer 
damage as described above. 

YoUcan move while concentrating on this 
spell. Doing soadjusts the area accordin gly and 
forces a ffected und ead away as describe d 
above. 

Rescue

Conjuration (Summon in g)
Level:Clr 3, Drd 3
Componen ts: V, S, DF
Casting Time: laction 
Range: Close (25 ft. + 5 ft. /2 leve ls) 
Target: One defenseless ally 
Durntion: Instantaneous
Saving Throw: None 
Spell Resistance: No

By means of this spell, you teleport animper-
iled ally to your side. The spell only affects an
ally whois unconscious, held, paralyzed, or 
othe rwise in capableof movementand defense. 
The allY appea rs within 5 ft. of you. Items 
belonging to the ally that are not carried or in 
hand are not transported by the spell. Thus, if 
anally is felled in combat and drops his sword, 
the swordwill not be transported al ong with its 
Own e r. 

Restore Book 
Trans mutation
Level:Knowledge 6, Sor/Wiz 6
Components: V, S, M/DF
Casting Time: laction 
Range: Touch
Target: 1 book 
Durntion: Instantaneous
Saving Throw: None 

Given a mere portion of a book, this powerful 
dweomer canres to re the en tire volume. This 
potent spell is belOVed by re se archer s, 
archivis ts, and his to rians.Inorder to function, 
at least l5% of the book must be gathered 
to ge ther: fragmen ts of page s, pieces of binding, 
what ever has s urvive d. The cas ter mustalso
knowwhat the book is, though not necessarily 

how to read it. (That is, it can't be cast on any 
pile of book fragments.The caster must knOW
the name and ge neral contents of the book he is 
trying to re store.) Whe nthe spellis completed, 
the book is completely re stored, appearing as it 
did when first completed. If the book contain ed 
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magic spells, however, there is a base I% 

chance for every level of spell in the book of 
this spellfailin g, destroying even the fragmen-
tary remains. Thus, if the book contains three 
7th-level spells, the re is a base 21% chance of 
this spell failin g. This chance can be reduced 
by the re sults of a Spellcraft check, with each 
point rolled on the check re ducing the chance 
of failure by I%. So, in the above case, a 
Spellcraft check with a total of I8 re duces the 
failure chance toa me re 3%. 

Arcane Material Focus: Apiece of leather, a 

drop of ink, and a piece of parchment. 

Restore Page 

Transmutation
Level: KnOWledge 3, Sor/Wiz 3
Components: V, S, M/DF
Casting Time: laction 

Range: Touch
Target: 1 page 
Durntion: Instantaneous
Saving Throw: None

This is a less potent version of restore book. 
When cast on the fragments of a single page or 
scroll of not more than three feet in length, it 
will re store the itmcompletely. At le ast I0%
of the original item must remain. This spell will 
not re store a magical scrollwhich has been
used, but it may restore a scroll that has been 
damaged, partially burnt, etc. See restore book 
for rules regarding magical writings. 

Arcane MateriaIFocus: Apiece of parchment 

and a drop of ink. 

ReVealWard

Divin ation
Level: Sor/Wiz 3
Components: V, S
Casting Time: Ifull round 
Range: Me dium(I00 ft. + IOft ./le ve l)
Effect: Reveals strength and total spellle ve ls 
of a Ward
Durntion: Instantaneous
Saving ThroW: None(but see below) 
Spell Resistance: No

Anin visible ward is re ndered visible for the 
d uration of the spell, which allows a casterwith 
the Weave Ward feat todetermine the spells 
in corporated in toits design (but not the number
of charges that remain). He also has a rough 

ideaof the dire ction and distance tothe neare st

ward token (e.g. 30Oyards tothe northeast ). An 

in telligent ward re ceives a Will saving throwin 

resisting this spell, and may wamits token 

be arers it has beenmagic ally attacked. 

Rumor of the Earth

Divin ation 
Level: Drd 4, Rgr 3
Components: V, S
Casting Time: lround 
Range: Pers onal 
Target: You 
Durntion: Concen tration (D)

You becomeprogressivelymore awareof the 
numbe rs and types of creatures in the SUr-
rounding territory. Uponfirstcasting the spell, 
the druidcan d etect creatures within on e-quar-
ter mile of his current locat ion, as detailed 
bel ow. Each min uteof concen trationextends 
the radiusof rummor of the earth by one-quarter 
mile (440 Yards) toa maximumradius of one-
half mile per casterlevel. Rummor of the earth 
divines the compass dire ctionand distance 
be tween yoU and any group of five or 

more crea tures. If suchcreatures are I
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traveling, you leamthe direction of their travel 
and their speed. You also learn the number of 
and general types of the creatures. Information 
morespecific than this cannot be divined by 
this spell. 

Creatures that travel by air or wat er cannot be 
detected by this spell. Innatural underground 

settings, the rangeis limited to 50 feet per cast-
er level and extends 25 feet per round of con-
centration. Rumor of the earth does not func-
tion where construction or settlement has 
replaced nature. For this reason, creatures with-
in a to wn or dungeon, for example, cannot be 
detected by this spell. 

Scribe

Transmu tation 
Level: Knowledge3, Sor/Wiz 3
Components: V, S
Casting Time: Iaction 
Range: Close(25 ft. + 5ft./2 levels)
Target: 1 book and 1 setof blank pages 
Duration: 10min utes/level 

Saving Throw: none

This useful spell copies the contents of a 

book to blank pages. huses on ly the materials 
available during the casting. For example, if 
there is only black ink to write with, nocolor 
illustrationswillbe copied. hcancopy one
pagein fivemin utes, an d willstop whenthe re
are either nomore pages to copy or no more 
blank pages to use. h u ses the caster's 
Profession (scribe) skill to determine the accu-
racy of the copy, with a +2 bonus on the check. 

Shadow Sight 

Divin ation 

Level: Brd 3' Sor/Wiz 3
Components: V, S, M/DF
Casting Time: 1 action 
Range: Person al 
Target: You 
Duration: lround/le vel 

This spell allows the caster to briefly see in to 

the plane of shadowfor the duration of the 
spell. This allows the caster to see the shadOW

image of an OP ponent. By doing so, the caster 
may d etect invisible or hidden foes an d ignore
the miss chances created by the blur and dis-
placement spell s. 

Shadow sight does not allOWthe caster to enter 

the planeof shadowin any way, nor does it cre-

atea portal of any kind. hmerely allows the 

caster to see in to it in a limit ed manner. 

Arcane MateriaICompone nt: A piece of coal 
wrapped in black silk. 

Shelve 

Transmutation 
Level: Brd 0, Clr 0, Sor/Wiz O
Components: V, S
Casting Time: laction 
Range: Touch 
Target: 5 books per caster level 
Duration: Instan taneous
Saving Throw: None

This spell automatically places a book or scroll 
whereit belon gs within the confines of the 
library. For this spell to work, the library must
havea filing systeman d the caster mustunder-
stand that system. Once the spell is cast, the 
caster needs only tap the book or scroll she 
wan ts shel ved, and the spell willplace it there. 
Thebook is moved telekin etically, not via 
tele portation, so closed doors an d the like will
block the spell fromfunctioning. 
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Shockwave

Evocation [Force]
Level: Clr 2, Sor/Wiz 3 
Components: V, S
Casting Time: 1 action
Range: Medium(1 00 ft. + lOft./level)
Effect: A20 ft. radius burst of force
Durntion: Instantaneous 
Saving Throw: Reflex partial 
SpenResistance: Yes 

This spell causes a massive wave of force to 
ex plode outward froma pointde signated by 
the caster. Thewave deals 3d6 subdual damage 
to all crea tures within its area, aswell asin iti-
ating a bunrush against such creatures. Roll 
only a single bull rush check for the spell, 
opposed by the ch eck of each creature. The
shockwave acts as a Large creature with 
Strength 25 for purposes of the bunrush. In
addition, crea tures thatfail their Reflex saves 
areknocked prone. Flying creatures takeonly 
half damage from the wave and arenot 
knOCked prone, but suffer a -4 penalty to their 
bunrush ch ecks. 

There is a 5 ft. hole in the center of this effect's 
radius, so Y oumay target yourself or anall y 
withthis spell with no adve rse effects. 

Slipping the Ranks 

Transmutation[Tele portation]
Level: Brd 2, Sor/Wiz 2
Components: V, S
Casting Time: 1 action
Range: Personal 
Target: You
Durntion: 1 round/le vel

Yougainthe power to perform a 1 0-foot tele-
portationin place of a 5-foot step. Moving in 
this manner does not provokeanattack of 
opportunity, and is subject to all the no rm al 
rules gove ming a 5-foot step. If the areayou
arrive in is occupied by a so lid object, you
becOmetrapped in the astral plane. Retuming 
fromthe astral plane can heaccomplish ed in 
thesamemanner asde scribed und er dimension
door. 

Spirit Knife 
Necromancy [Death]
Level: Clr 7, Sor/Wiz 7
Components: V, S, F

Casting Time: 1 action
Range: Oft. 
Effect: One knife
Durntion: 1 round/5 le ve ls 
Saving Throw: Fortitude partial 
SpenResistance: Yes 

This spell creates a knife of crack ling necro-
mantic energy that the caster uses to slay or 
seve re ly injure her oppone nts. 

Thecaster must succeed ata meleedack 
againsthis oppone nt, atwhich timethe target 
mustmakea successful Fortitude save or die. If 
the save is successful, the target stinreceives 
1 d6 points of temporary Constitutiondamage. 

Focus: Aknifeor dagger. 

Stench

Evocation
Level: Sor/Wiz 1 
Components: V, S, M
Casting Time: laction

Range: 1 Oft. 
Area : 10-ft.-radius spherical emanationce n-
tered onyou
Durntion: 1 round/level(D)
Saving Throw: Fortitude ne gates 
SpenResistance: No 

Youcreate a zone of carrionstench a round 
your personthata ffects everyone but youin the 
a re a. Those who fail their Fortitude saVes 
becomenauseated (85 DMG) and re tch uncon-

trollably aslong asthey remainin the area of 
effect plus onefull round after leaving it. 
Stench is not mobile but you arefree to leave it 
if you wish. If you doso, the area of effect 
re mainsstationary until the durationex pires or 
the magic is dispelled. 

Arcane MateriaIComponent: Abit of rotting 
meat. 

Stonelore

Divin ation
Level: Dru3 , RW2
Components: V, S, M/DF
Casting Time: laction
Rang e: Touch 
Effect: Persontouch ed 
Durntion: 1 Ominutes/level
Saving Throw: Winne gates (harm les s) 
SpenResistance: Yes (harm les s) 

41



The recipient is given a magical ability similar to 
a dwarf's stonecunning racial ability. For the 
duration of the spell, he gains a +2 insight bonus 
on checks to notice unusual stonework, suchas 
sliding, walls, unsafe or shaky stonesurface s, 

new cons truction, and stonework traps. The tar-
get need only come within 1Oft. of unusual 
stoneWOrk to be permitted a check as if he were

actively searching. Furthe rmore, if actively 
using his Search skill, he can findstonework 
trapsas a rogue . Finally, he can intuitively deter-
mine his approximate depth underground. 

Arcane MateriaIComponent: A lock of hair 

froma dwa rf'sbe ar d. 

Strength of Mind

Transmutation 
Level: Clr1
Components: V, S, M
Casting Time: 1 action 
Range: Person al 
Target: You

Durntion: 1 Omin utes/level
This spell greatlY enhances your ability to 

focus your min d. Yougaina + 1 Omorale bonus 
on allCon ce ntrationchecks for the duration of 
the spell. 

Arcane Material Component: A smallring of 
iron. 

Strongoak's Affinity with Nature 

Trans mutation 
Level: Animal 5, Clr 5, Drd 3, Rgr 4
Components: V, S, DF
Casting Time: 1 action 
Range: Person al 
Target: You
Durntion: 1 bour/level(D)

The caster alters her body in min or ways to 
help her SUrvive in potentially hazar doUS natur-
al environment s. The caster 's body can under-
go limitedphY sical adaptation s, in cluding 
growing gills to breathe underwater, growing 
fur in the cold, or a dding pigment to one's skin 
to prevent burning in the desert. Once the adap-
tation is chosen, it remains for the duration of 
the spell. 

The adaptation grants a +4 bonus to Fortitude

saves in regards to the selected hazard (des ert 

heat, arctic cold, etc.), or oneof the following 

special abilities (Burrow 20 ft., fly 60 ft. [aver-

age], swim30 ft., or water breathin g). 

If the character is knockeduncons cious or slain

the adaptations are automatically dispelled. 

Summariz

Divin ation 
Level: Brd 0, Clr 0, Knowledge 1 , Sor/Wiz O
ComponentS: V, S
Casting Time: 1 action 
Range: Touch 
Target: 1 book/level
Durntion: Instantane ous
Saving Throw: None

This spell is quiteuseful for a librariancon-
frontedwitha surplus of unclas sified mate rial. 
Uponcasting this spell andto uching a book, 
the caster immed iately knows the ge neralcon-
tent of the book, but not specifics such as chap-
ter titles or in formation covered. This spell 
reveals whether or not a book contains spell s, 
but it does not reveal any details about the 
spell s. It alsodoes not reveal the special nature
of suchworks as the tome of clear thought; the 
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spell will merely return something along the 

lines of "This is a book about mentalself-
improvement."

Sumptuous Feast 

Conjuration(Creation)
Level: Brd 5, Clr 4
Components: V, S, M/DF
Casting Time: 10minutes 
Range: Close (25 ft. + 5ft./2 levels) 
Effect: Food and drink to sustain 6 
humans/level or one horse/level for 1 day 
Durntion: 24 hours (see text) 
Saving Throw: None 
Spell Resistance: No

Allows the caster to create a banquet-like meal, 
completewith non-magical beverage of choice. 
The food will decay and rot away after 24 
hours, though it can bekept fresh with the 
applicationof a purify food and water spell. 
Thedrink will ke ep as long as would a standard 
drink of that type. 

Arcane MaterialCompwents: Fruit or veg-
etablese eds. 

Surface

Transmutation
Level: Clr 2, Dru 2 
Components: V, S, DF
Casting Time: laction
Range: Long (400 ft. + 40 ft./leveD
Target: One creature 
Durntion: lround/level 
Saving Throw: Fortitude ne gates 
Spell Resistance: Yes 

This spell makes it impossiblefor a crea ture to 
submerge itself in wat er, regardless of its
weight or physicalproperties. It ne gates any
natural buoyancy that the crea turepossess es, 
causing swimming creature S to float onthe SUr-
face of the water until the spell's durationends. 
This spell can alsobeused to savea drowning 
comrade by making it impossiblefor himto go 
under the water. Creatures already under the 
waterwhen this spell is cast rise at a rate of 30 
ft. per round until they breakthe surface. 

Sword of Justice 

Transmutation
Level: Pal3
Components: V, S
Casting Time: laction

Range: Touch
Target: Weaponto UChed
Durntion: 1 min ut e/level 
Saving Throw: Wi"ne gates (object)
Spell Resistance: Yes (object)

Alesser form of holy sword, this spell allows 
the paladin to channel holYpowerin to his 
swor d, or any mel ee weaponof choice. The 
weapon gainsa +3 enhancement bonus and 
becomes blessed. Additionally, anYevil out-
siders truck by the weaponis s truck blind (per
the blindness spell ). The Y may make a 
Fortitude saveto avoid the effects. Any crea-
turethat successfully saves is immune to this 

particular weapon's blindness effect for the 
durationof the spell. 

If castona magic weapon, the bonuses from
this spell supersede any bonuses that are inher-
ent in the weaponfor the duration of the spell. 

Syron's DAAcing Shield 

Evocation[Force]
Level: Brd 3, Sor/Wiz 3
Components: V, S, M
Casting Time: laction
Range: Personal
Target: You
Durntion: 1 min ut e/level (D)

Syron's dancing shield creat es a l-foot-diame-
ter, se mi-transpare ntdisk of force that streaks 
overthe caster's body to de flect in coming 
at tacks. The d isk de flects attacks fromanY
directionand it stays six in ches fromthe caster
at all times. The disk cannot pass throughsolid 
objects. Thus, it cannot protect the caster from
attacks fromthe rear whe n he is backe d against
a wall or his frontwhe n he is knocke d face 
down. Thecastercan perform any actionwith-
out being distract edby the disk. 

Syron's dancing shield grants a + 10de flection
bonus to the caster's AC against one attack per 
round for every three levels of the caster. Thus, 
a 7th-level wizard could rely onthe d isk to 
de flect up to three a ttacks eachround. The d isk 
cannot de flect two or more simultane ous 
attack s. For example, if twoor moreoppone nts 

choose the delay or ready actionand attack the 
caster at the same time, the disk can only 
de flect one of theattacks. 

Syron's dancing shield is far less effective
thana shield spell against magic missile. 

-
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The disk completely negates the first magic 
missile in a volley aimed at the caster but any 
additional missiles in that volley strike the cast-
er as normal. 

Arcane MateriaIComponents: Two feathers 
froman avian predator an d a silver disk worth 
at least 100 gp. 

Syron's Energy Armor 

Conjurat ion (Creation) [Positive Energy]
Level: Brd 1, Sor/Wiz 1 
Components: V, S 
Casting Time: 1 action 
Range: Touch 
Target: Living creaturetouched 
Duration: 1 round/level (D) 
Saving Throw: Fortitude negates 
S pellResistance: Yes (harmless)

This spell creates a glowing barrier of positive 
energythat surrounds the subject, making it
dangerous for unde adtocome into contact with
him. When an und ead crea ture touch es the sub-
ject, the creaturemust make a successful 
Fortitude save ocSyron's energy armor de als it
1 d8 points of damage. Syron's energy armor 
als o damages in corporeal undead that strike the 

subject. 

Syron's energy armor imposes noa rmoccheck 
penal ty, arcane spell failurechan ce, ocspeed 

red uction. 

Tasha's Tickle Finger 

Enchantme nt (Co mpulsion)

Level: Brd I' Sor/Wiz 1 
Components: V, S, M
Casting Time: 1 action 
Range: Close (25 ft. + 5 ft./2 leve ls)
Target: Onehuman oid 
Duration: 1 d3 rounds 
Saving Throw: Willnegates 
SpellResistance: Yes 

This spell creat es a small fing er of magical 

force that speeds toward the target of the spell. 
If the target fails his save, hesuffers a -2 penal-
ty toall attack rolls and saving throws for the 
duration of the spell as heattempts toward off 
the phan tomtickler. 

Arcane Material Component: Dried an ts 
soaked in al e. 

Titan's Strength 
Trans mutation 
Level: Brd 4, Clr 4, Sor/Wiz 4, S trength 4
Components: V, S, M/DF
Casting Time: 1 action 
Range: Touch 
Target: Creature touched 
Duration: 1 min ute/level 
Saving Throw: Willnegates (harmless)
S pellResistance: Yes (harmless)

The s ubject becomes abletoperformgreat 
feats of strength, even those that his body 
would not normall y tolernte. These feats may 
rangefrommoving a boulder out of a doo rway 
ocholding up a large part of a falling huilding 
long enough for trapped townsfolk toescape. 
The character gainsan e ffective S trength score
of 40 for performing activities suchas liftin g, 
holding, bracin g, an d the like. His strength is 
unchanged for the purpose of combat, though 
using this spell todropboulde rnon opponents 

is certainly an option. 

Arcane MateriaICompone nt: A pieceof gran-
ite abo utthe size of a fist. 

Trigger Trap 

A bjuration 
Level: Brd 3, Sor/Wiz 3
Components: V, S, M
Casting Time: 1 action 
Range: Short (25 ft.+ 5 ft. /2 leve ls)
A rea: 30 ft. rndius spread
Duration: Ins tantaneous 
Saving Throw: Non e 
SpellResistance: No 

This spell sets off any traps within its radius 
while all owing the spell casterntostand safely 
at a d istan ce. The trapmust have a mat erial 
trigger of some kind, either sound, move men t, 
ocpressurefor the spell towork. This spell 
does not disablethe trap but me rely causes itto
activate. Con tinuous trap s, SUchas zones of 
e ffect ocmagicall y alter ed fountains, are not 
a ffect ed by this spell. A trapwithmultiple

charges only loses one charge. If the trap has a 
non-visual e ffect ocrequires a target, the spell-
caster will not knowif the spell WOrked. 

Arcane Material Component: A twig of wood 

wrapped in coarse twine. 

44



Undead Gate 

Conjuration (Summoning) [Evil]
Level: Sor/Wiz 8
Components: V, S, F
Casting Time: 1 minute 
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One or more summon ed undead cre a-
tures, no two of which can be more than 30 ft. 
apart 
Duration: se e below
Saving Throw: None 
Spell Resistance: No

By means of this spell, you enchant any no rmal 
portal (doorwway, archwway, window, etc.) to act 
as a gate for und ead monsters. The portal need 

not be large enough to allow the undead to pass 
through it, as the magic of the spell causes the 
undead to appear withinrange of the portal '

Once the undead gate has been place d, it can-
not be moved. Furthermor e, no more than one 
undead gate can exist inany given square mile 
are a. Any attempt to createmore than one in
such an are a destroys bothgates. An undead 

gate 

16 times, after which the e nch an tment would 
vanish. An undead gate re gisters to detect 
magic, although this may not re veal the portal 's 
nature. Asuccessful dispel magic rids the por-
tal of its e nchan tment. 

Once the undead gate is inplace, the caster can 
use it so long as she is within range of the por-
tal. Upon comman d, the undead gate summons
a random number of the desired type of undead 
mon ster. Summoned undead appear an ywh ere 
withinrange of the portal, as designated by the 
caster. They be h ave ina man ner consistent 
withcreatures called forth by the various sum-
mon monster spell s, re maining until destroyed 
or dismissed, for up to one round per level of 
the caster. The magic of this spell imbues the 
undead withthe ability to understandthe cast-

er's spoken comman ds. 

Thecaster may only summon one group of 
undead ata time. Soon ce the gateis activate d, 
no additional undead may be summone d by 
thatparticular gate until the first group was 

d ead. Undead that are turned, but not 
destroyed, countagainst this limit. As so on as 

the last of the group is destroyed or disappears, 
the gate may be use d again. 
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To \determine the number and typeof undead 
summoned, choose fromthe following table: 

lZombie, Colossal 
ld3 Skeletons, Colossal 
1d3 Zombies, Gargantuan
ld6+1 Skeletons, Gargantuan
1d6+1Zombies, Huge 

Undead summoned via anundead gate are 
standard represe ntatives of their type. They 
have all the normal strengths and weaknesses, 
conforming totheir entries in the corerules 
(MM 165,191).

Arcane Focus: A mortar and pestle made from
humanbone. 
Arcane Mate rial Components: Nineteen teeth
extracted froma fresh humancorpse (no more
thana week old) that must be crushed in the 
bone mortar bowl. Theresulting powder is 
blown at the frame of the portal, thus complet-
ing the spell. 

UnAAvel

Transmutation
Level: Brd 1, Sor/Wiz l, Trickery 1
Components: V, S, M/DF
Casting Time: laction
Range: Close (25 ft. +5 ft. /2 leve ls)
Target: One creature/3 leve ls 
Durntion: In.n tane ous 
Saving Throw: Fortitude ne gates (object) 
Spell Resistance: Yes

This spell unravels any fabric onthe subject 
(including string s, weaves, or straps). Each 
article of clothing and a rmor may make a 
Fortitude savetoavoid the a ffect. This spell 
does not a ffectmagical cloth of any kind. 

Certain types of armor may be made whole
again by simply re-tying the pieces together. 
A rmor suchas padde d would be rende red us e-
less. This spell will not affect armor that is riv-
eted together (such as chain mail), but plate 
mail and such would be affectedas the straps 
and buckles become undone. A ny person 
caught in the unrave ling clothing mustmake a 
Reflex Save (DCl5) toavoid becoming entan-
gled in the mess. Entang led creaturesmust take
a full-roundactiontofreethemselve s. 

Arcane Mate riaIComponent: A tompiece of 
cloth. 

Valus'sMass Missile 

Evocat ion [Force]
Level: Sor/Wiz 3
Componen ts: V, S
Casting Time: laction 
Ran ge: Medium(100 ft. +10 ft./level) or 50 ft. 
+5 ft./level
Area: 5 ft. wide tol20 ft. or 10 ft. wide to60 
ft. '

Durntion: Instantane OUS 
Saving Throw: Reflex partial 
Spell Resistance: Yes

Thecaster releas es a pulsating helix of pure 
magical force in a line that deals 1d6points of 
damage per caster level(maximum10d6) to
eachcrea turewithin its a rea. Themass missile 
be gins at the caster 's outstretched palms and 
streaks directly away fromthe caster. Theforce 
of the mass missile 's releas eis suchthat the
caster must make a successful Reflex save (DC
l3) immed iately upon completing the spell or 
be knocked prone. As a move-equivalent 
action, the caster can avoid having tomake the 
Reflex save by bracing herself be forecasting 

the SPell '

Creaturesin the mass missile 's pathmust make 
a successful Reflex save for half d amage. 
Failurein dicat es that thecrea turetakes full
damage and is subject toa trip attack fromthe 
spell ,Thespell trips as if itwere a Medium-
size creaturewith Strength 25. 

Like the magicmissile spell, Valus's mass mis-
sile is completely ne gated by a shield spell 
placed directly in its path. A brooch of shield-
ing likewise absorbs damage fromaValus's 
mass missile, though the broochweare r might 
still be knocked prone by the force of the spell. 
Themass missile damages objects in its path. If 
the d amage caused toanin terposing barrier 
shattersor breaks through it, the mass missile 
may continue be yondthe barrier if the spell 's 
range permits; othe rwise, itstops at the barrier 
justas any oth er spell effectdoes. 

VenomouSSpray

Trans mutation
Level: Dru4
Componen ts: S, M/DF
Casting Time: laction 
Range: Personal 
Target: You
Durntion: 1 round/2 leve ls 
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This spell gives the caster the ability to spit a 
deadly venom. Her saliva becomes the equiva-
lent of black lotus extract poison (DMG 80) for 
the duration of the spell. After one use, howev-
er, her saliva reverts to its normal properties. 

Spraying the venomis the equivalent of a 
ranged to uch attack with a range increment of 
10ft. If the attack succeeds, the victimmust 
make a Fortitude save(DC20) or suffer the 
effects of the poison. Thecaster is rende red 
immune to black lotus extract for as long as she 
holds thevenomin her mouth. 

Arcane Material Components: Theskull of a 
spitting cobra and a black lotus flower. 

Vigilant Guardians 

Transmutation 
Level: Sor/Wiz 2 
Components: V, S
Casting Time: laction 
Range: Touch
Target: One to uched weapon per caster level 
(maximumof fiveweapon s) 
Durntion: lmin ute/level 

Saving Throw: None 
Spell Resistance: No

Youcan animate one simple thrown weapon of 

nolarger than Small size, such as darts or dag-
ge rs, per caster level (maximumof 5 weapons). 
Theweaponshover about your person within 
arm's reach. Each weapon threate nsas a reach 
weapon to a distance equal to its range incre-
ment. Whenever anenemy provokes anattack 

of opportunity within one of your guardian's 
threatened area, it attacks using your ranged 
attack bonus. Any number of guardians may
make such attacks in a givenround, but only 
one vigilant guardianper r ound maytarget a 
specific crea ture. 

Voice of Authority 

Trans mutation [Language-Depende nt]
Level: Brd 2 
Components: V, M
Casting Time: laction 
Range: Person al 
Target: You
Durntion: 1 min ute/level (D)

Youimbue your VOice with greatauthority, 

gaining a +10 competence bonus on al l 
Charisma-bas ed skill ch ecks for theduration of 

the spell. Note that voice of authority does not 
er ase or othe rwise SUppress the memory of 
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those with which you interact. This spell does 
not enable creatures to understand your lan-
guage or vice versa. 

Arcane Material Component: A silver piece, 

placed on the tongue during casting. 

Wall of Earth

Conjuration (Creation) 
Level: Drd 4
Components: V, S
Casting Time: Iaction 
Range: Medium(IOOft. + IOft./leveD
Effect: Earth wall shose area is up to one 5-ft. 
square/level 
Durntion: Instantaneous 
Saving Throw: None
Spell Resistance: No

This spell creates awall of earth that springs 

forth from the ground. The target area must be 
anareaof exposed earth, othe rwise the wall 
fails to materialize andthe spell is lost. The 
wall of earth is linch thick per three caster le v-
els andwmposed of up to one 5-foot square
per level. The caster can double the wall 's area 
by halving its thicknes s. The wall of earth Can-
not be conjured so that it occupies the same 
space as a creatureor another object. 

Like awall of stone, this wall can be destroyed 
by disintegrate or by normal means such as 
digging. Each 5-foot squarehas 5 hit points per 
inch of thickness and ahardness of 4. Any 
attacks on the wall hit auto matically andwhe n
a se ction of the wall drops to Ohit points it is 
wnsider edbreache d. If acreaturetries to break 
through the wall with a single attack, the DC 
for the Strength ch eck is I5 + 2 per inch of 
thicknes s. 

Wall of Vermin

Conjuration (Creation) 
Level: Drd 5 , Sor/Wiz 5 
Components: V, S, M/DF
Casting Time: laction 
Range: Mediu m(IOOft. + IOft./le veD
Effect: Wall of vermin shose area is up to one 

5-ft. square/level (S)
Durntion: 1 minu te/level 
Saving Throw: See text 
Spell Resistance: No

You create a wall wmposed of thousands of 
writhing, sting ing vermin: all centipedes, scor-
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pions, and spiders. The wall covers one 5-foot 
square per caster level. Each 5-foot square 
must be adjacent to another, but the wall can 

take onvirtually any shape you desire so long 
as it is vertical. 

A creature can pass through a wall of vermin-
with re lativeease, but will suffer numerous 
bites and stings as a re sult. Moving through a 
wall of vermin in flicts 2d8 points of damage 
plUS debilitating pois on(FortitudesaveDC 23, 
1d6/1d6 Strength). Attacking the wall with 
most weapons is futile. Furthermore, anyone 
striking the wall with a melee attack suffers 
Id4 points of damage plus pois on(Fortitude
saveDC 15, in itial and secondary damage 1
point of tempornry Strength damage). Large 
missile weapons, such as a hurled boulder, 
destroy a sing le 5-foot square. Normal fire can-
not hurt the wall, but magical energy attacks 
destroy that port ion of the wall with which they 
comein to contact. 

It is possible to catch a creature within a wall of 
vermin. A successful Reflex saveenables the
creature to avoid entrapment, whether this 

means being caught in the midst of the wall 
itself orsurrounded by the wall, depending on

the wall 's shape and the creature's location
when the wall is conjure d. 

Arcane Material Component: A ny living ver-
min, whether monstrous ornormal. 

Web Walking 

Transmutation
Level: Drd I, Rgr I, Sor/Wiz 1
Components: V, S, M/DF
Casting Time: 1 action
Range: Pers onal 
Target: You
Durntion: 1 round/le vel

With this simple spell, yoUcan movewithin or
through any area of webs as if the silken
strnnds did not ex ist. This in cludes thosecre at-
ed by a web spell ornatural webs created by 
spiders. Note that if you arestill within the con-
fines of thewebs whe nthedurntionof web 
walking ex pires, youareauto matically trapped 
wit hin. 

Material Compone nt: A spider, living ordead. 

Weightless Cube

Transmutation
Level: Brd 2, Sor/Wiz 2
Components: V, S, M
Casting Time: 1 action
Range: Medium(1 00 ft. + 1 0 ft./level) 
Effect: 20 ft. cube in which gravity does not 
ex ist 
Durntion: 1 min ute/level
Saving Throw: See text 

Spe"Resistance: No

This spell creat es anin visible 20-ft. cube in 
which normal gravity does not ex ist. Thecube 
completely negates all gravity effects in the 
a ffected area. A ch aracter that pushed off the 
ground would sail to the full height of the CUbe, 
whe re he would float h al f in and h al f out of the
cube as if submerged in water. If placed over a 
pit, ch as m, orother obstacle, the weightleSS
cube would all owch a rncters to sailacrossas if 
flying, landing onthe other side of the cube 
harmle ssly. 

A ny ch aracter entering the CUbe witbout 
knowledgeof itspresence must make a Reflex 
saveorspinout of control, landing forcefully 
onthe other side of the cube and sustain ing 1 d4 
points of subdual damage. The creature also
falls prone. A creature that runsorch arges in to 
the WeightleSSCUbe automatically fails its

Reflex save and is thrown 1 0 ft. past the cube's 
ed geonthe opposite side, suffering 2d4 points 
of subdual damage and falling prone. 

Arcane Material Component: An empty box. 

Whirlwind of Ice 

Evocation[Cold]
Level: Drd 1
Components: V
Casting Time: 1 action
Range: 5ft. 
A rea: 5-ft.-rndius sphe rical emanationce n-
tered onyou
Durntion: 1 round/level(D) 
Saving Throw: Reflex half 
Spe"Resistance: Yes 

This spell creat es a whirling cloud of icy shards 
about you. All creatures ex ce pt yoUcaught 
within ormoving into the area of effect take 
1 d4 points of cold damageand 1d4 points 
of slas hing damage. A successful Reflex 
savehalves all d amage. 

j
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Whispering Branches 

Divination

Level: Drd l,Rgr 1
Components: V, S, M/DF
Casting Time: laction
Range: Pernonal
Target: You
Durntion: IOminutes/level

This spell allows youto hear about recent 
events fromthe wind blowing through tree 
branches. It only functions when cast inan area 
withatleast a half dozentrees. Theconditions 
need not be windy for the spell to function, 
hoWever. Youcan learnof events thatrecentlY 
to ok placeinthe area, including the presence of 
creatures an d their general demeanor. All 
events that took place within l00 ft. of your 
locationwithin the past twohours may be 

divined by this spell. It does not identify spe-
cific mar king s, colors, equipment, or people, 
but may discerndifferent types of creatures, 
their numbers, and the actions they to ok while 

inthe spell's area. 

This spell is a useful investigative to ol, as it can 
be used to find out the details of a recent fight 

or an Y other activity. 

Material Component: A specialleaf that must 
be used as a whis tle during the spell 's casting. 

wind Tunnel 

Evocation[Air]
Level: A ir 3,Clr 4, Drd 4, Sor/Wiz 4
Components: V, S, M/DF
Casting Time: laction
Area: 5 ft. wide line out to the spell 's range 
Range: Close(25 ft. + 5 ft./2 leve ls) 
Durntion: Concentration, up to lround/level
Saving Throw: Reflex partial 
Spell Resistance: Yes 

Youcreate a const an t blast of wind thatcand is-
rupt and knock down your enemies. A ny crea-
turewit hinthe a rea of the wind tunnelmust 

make a Reflex save or be knocked to the 
ground. Those that make their save arestill
subject to a bullrush from the spell, which acts 
as a Large creaturewith Strength 25. Leaving 
the area of the wind tunnelis a move-equiva-
lent actionthatallows the a ffected crea tureto 

move only 5 ft. inone direction. 

Creatures thatwereknocked prone must 

either usea move -equivalent actionwhile 

prone to leave the wind tunnel's area as out-
lined above or try to st and up against the pow-
e rful winds. Doing so requires a successful 
Strengthch eck (DC20), and unless the target 
thenmoves out of the wind tunnelit will be 
subjectto a bull rush as out lined above. 

The caster of the spellmay not move for as 
long as hemaintains the wind tunnel, though he
may perform other actions as norm al. As a 

standard action, hemay redirectthe wind tun-
nel up to 45 degrees. All thoseinthe pathof the 
moving tunnelmust make Reflex saves as 
above or be knOCked prone, but onlY thosein
the spell's area When it finally COmes to rest are
subjectto the bull rush attack. 

Arcane MateriaIComponent: A small fan, 
which must be held for the durationof the 

spill

Zone of Visibility 

A bjuration
Level: Sor/Wiz 3
Components: V, S
Casting Time: laction
Range: lOft. 
Area: l0-ft.-radius sphericaleman ationcen-
tered onyou
Durntion: 1 minut e/level(D)

Saving Throw: None 
Spell Resistance: None 

By means of this spell, the wizard creates an 
ar ea that temporarily ne gates the e ffects of 
invisibility (including ether ealne ss), the Hide 
skill, or spells such as obscuring mist thatpro-
videconcealment. Any creature coming within 
the area of e ffectbecomes plainly visible to all
that care to look' The effect moves with you. 
Zoneof visibility does not actually ne gate
invisibility, ether ealness, or hiding. Tbus, an 
invisiblecrea turethatenternan d thenleaves 
the area of e ffectbecomes invisibleagain
(unlessit has already taken an actionthat
would norm allY ne gate the invisibility. such as 

attacking ). 
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The Craft of 
Magic 

Arcane 
Libraries 

This section presents a discussion of libraries 
and their use in the fantasy setting. Rules are 
given for finding books, randomly generating 
bookqualities, andcreating person al libraries. 
The text of this section is designated closed 
content. The NPCstatblock andrules andter-
minology derived from the d2O System

Reference Document are designated as Open 
Game Content. 

Magical libraries are a common but under-uti-
lizedas pect of fantasy gamin g. The y tendto 
show up basically as plot devices or convenient 
ways to impart in formation to the party. 
However, with a little thought the library can 
be as important a focal point for the campaign
as the tavemandthe temple. Adding depth and 
color to such repositories of know ledgecan 
greatly enhance a campaign. The following dis-
cussion helps DMs to create libraries as mem-
orable and realistic as their players' favor ite 
in n. 

Anatomy 
Oneof the most import ant things to remember 
is that every page of every book is a unigue cre-
ation, handcopiedand illustrated in painstak-
ing detail. Each finis he dbookis one of a kind, 
and may very well not be identical to any other 
copy of that book. A scribe may have missed a 
page, left out a word, or delibe rately madeed i-
to rial ch anges to the text. If the bookis a trans-
lation of a work in a different lang uage, the 
odds of e rrorscreeping in are evenhigher. 

Becausethere is no mass production of books, 
libraries becomevirtuallY the onlY place whe re
it is possible to have access to a large number 
of the m. Almost no oneexce pt for wizards, 
sages, and the like OW ns morethan a handful of 
books; most people own no ne. Exceptions can 
exist, of course, as somecultures value learn-
in g, or atle ast the appearance of being ed ucat-
ed. In such societies, the up per class often
maintain private libraries and evenmiddle-
cla ss homes will be stockedwith a hal f dozen
common books. 

Lending libraries are very uncommon due to 
the rarity of the books found within. At 
best, a library ass ociated with a magic 
school or common univer sity might per-
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mit students or visiting mages to borrow a sin-
gle book, but there is almost always a user's fee 
for such privileges. Indeed, mere useof any 
library costs a fair amount, again limiting their 
useto theW ealthy and intensely curiOUs. 

MundAAe Libraries 
Libraries can exist inany literate culture, but 
are usually found only inthelargest to w nsand 
cities. A typical library contains only a few 
hundred books. Exceptionsto this exist, of 
course, but theDM should place such libraries 
for specific purposes, and are probably re posi-
tories of magical knowledge as w ell. The 
largest magical academies. thecapitalcities of 
old and decadent empires, and themain tem-

ples of gods of knowledge are allgood loca-
tionsfor larger libraries. 

M ost libraries, even if open to thepublic, do 

not allow unfetter ed acce ss to their books. 
Universities, ch urche s, and mercbant guilds 
may allrun libraries for various re as ons, and 
might only permit outsiders theuseof thefacil-
it ies inexch ange for outrage ous sums. The 
works inSUch libraries are often fair ly narrow 
inscope, es pecially libraries run by guilds, 
w hich cont ain books focused solely ona 

guild's specific areaof business. 

Magical Libraries
Most of thetime PCs will be interested inmag-

ical libraries rath er than mundane Ones. 
Libraries cont aining spellbooks, grimoires, 
to mes of forbidden lore, and books ch ained to 
theshelves, these hold thesecrets that adven-
ture rs and w izards seek. Evenso, most of the
books ina magical library w ill feature mun-
d ane informationrather thanspells and other 
a rcane formulas. 

At first glance, magical libraries might not 
seemvery differe nt fromtheir mundane coun-
terparts, but upondelving more deeply into the
st acks one can be gin to see thediffere nce. For 
example, theCompen diumHerrbonica might 
included etails onplants for useinarcane ritu-
als; histo ry books might includedetails oncul-
tures that sank ben eaththesea four millennia 
ago. The binding onsome of thebooks is faint-
ly disturbing, and thewords onthepages seem
to run away fromtheeyes. Some books vanish 

as soon as they are put do wn; others seem to 
always be ontheshelf a patronis looking at, 

no matter w he re he w and er s. A shadow moves 

inthecomer, but not hing can be seen casting it, 
and thecandles never quite burn out. 

The DM should consider theculture and pur-
pose of thelibrary inhisgame. How are the
books arranged? Are there books, as we usethe
term, or scrolls, or clay tablets? A re patrons 
freeto W ander thest acks, or must theyrequest 
e ach ind ividualw or k froma librarian? Does 
thelibrary re semblea lunrious sitting room, 
w ith comfortablechairs and soft carpets, or is it 
h arsh and utilitarian, w ith only hard desks for 
furnishing s? Is theinterior dark exce pt for can-
dle and to rchlight, or are th-large w indo ws 
letting inthesunlight? Is there obvious magic
inthelibrary? Do books fly off theshelves at 
command? Is theilluminationprovided by con-
tinual flame spells? 

Actual spellbooks w ill almost never be found 
openly ina library, even ina magical academy. 
A ccess to a spellbookcontaining a specific 
spellmust be negotiated. Libraries often ch arge 

high fees (up to 50 gp per spell level) for such 
acce ss unless thew izard is a guildme mber or 
frequent library patron. M ost libraries w ill also
acce pt a spelltrade, w he re inthew izard offers 

to scribe a spell outof hisown spell book for 
thelibrary 's collection. This spellmust be one

thelibrary does not already offer, and must be 
of a minimum levelequal to thespellbeing 
sought. The w izard transcribing thespellw ill 
be closely w at ch ed and monitored at alltimes 
and hisw riting inspected to make sure he is 
copying thecorrect spell,

Using LibrarieS for Magical 
Research

Research be gins and en ds w ith thew ritten 

w or d. Books and libraries are thegreatest 
source of informationa re searcher can exploit. 
Why spend months studying themating habits 
of griffons w hen someoneelse has probably 
alre adY do ne it for you? 

Types of Libraries 
M ost smallto w ns havesome formof a library, 
although larger townsare more likely to h ave a 
selection that appeals to a spellcast er. 
Occasionally, a rare ge mof a bookfinds its 
W ay into thehands of a smallto wn bookshop, 
but cases such as these are sheer luck. In any 
case, a spellcaster must spend 1d4+1 hoursto 
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Table 2-1: General Library Descriptions 

Type # of Books Nothing Common Uncommon Rare Legendary 
Small Town I0-50 50% 45%(Id2) 5% (I) n/a

*Large Town 50-I,000 30% 55%(Id4) 10%(1d2) 5%(1)
*Royal 500-10,000 5% 60%(Id6) 20%(Id3) 15% (1d2)
*Wizard 50-1,000 5% 60%(1d8) 25%(Id4) 10% (1d2)
*Church 100-2, 000 10% 50% (1d3) 25%(Id2) 15% (I)
*Legendary 10,000-200,000 0% 40%(2d6) 30%(2d4) 30% (1d4)
*

*Legendary books turnup in the strangest of places and shouldbe placed at the DM's discretion.

sort through I,000books. This in itial search 
turns up potentially useful books, all owing a 
roll on Table 2-1 to determin e wh eth er mnot 
releva nt mat erial was found. A succes sful 
Knowledge (arcana) ch eck can reduce this time 
by one minute for every point above I0on your 
roll. For each relevant bookfound, the spell-
cast er must spend anaddition al Id6+Ihours 
reading in order to gainthe appropriate bonus 
for their final Spellcraftroll. This can mean 
long hours poring over books for the research-
ing ch aracter, but the be nehof finding rele-
vant mat erial offsetany concerns about time. 
Table 2-Igives descriptions of each libmry 
typeand the percentage chanceto finda rele-
vant book. The maximumnumber of useful 
books a researcher can findin a particular 
libmry is givennext to the percentage ch ance to 
find a book of that rarity. The bonus for finding 
a part icular bookis foundin Table 2-4.

Small Town Librnries: Oftendoubling as the 
local ge neral goods store, small to wn libraries 

carry very little and are least likely to provide 
good research mat erial . However, mrebooks 
have been known to turn up in odd places, soa 
trave ling academic would he wise not to over-
lookthes e establish me nt s. 

LargeTown Librnries: Most large to wns, 

fromseasideports to spmwling capital cities, 
have a decent-size libmry available to the pub-
lic. The city pays for the up keep and ch arges a 
small entrancefee instead of maint aining a reg-
ular me mbe rship. These libraries tendnot to 
carry valuable books for long becausethey sell 
the mto interested part ies in order to fundthe 
purchase of morecommon and popularbooks. 

Royal Librnries: Dukes, baron s, andkings 
al most al ways h ave a libmry, evenif it is just 
for show. These books are passed down over 
many ge nerations andare usually attributed to 

one particularancestmwhohad a fetishfor 
reading. These libraries are great for research 
mat erial and the OWnersmight be persuaded to 
let a researcher purchase onemtwobooks, if 
not give the maccess to the entire collection for 
a fewdays. 

WizardLibrnries: Perhaps the be st libraries 
available are at Wizard schools. Thes e libraries 

carry huge colle crions of arcane books, 
although forbiddenanddang eroustexts are 
usually kept in special sections that require per-
mission to enter. Magic schools never give 
access to their libraries freely, making these the 
most expensive to visit. Individual mages 
sometimes have extensive person al libmries, 
but these too are usually closed to the public' 

Church Librnries: Churches keepbooks for 
yearsandsometimes amass anenormous col-
le ction.These libraries are not usually opento 
the public, but the ch urchmight all owa devout 
cont ributma fewhoursto browsetheir mat e ri-
als. Churche s, unle ssevil, mrelY st ock books 
descrihing the dark arts. 

Legendary Librnries: Some libraries have 
been aroundsolong mhave gotten solarge that 
they earn the title of legendary. These are the 
most beneficial libraries to visit, al most al ways 
having useful books to aid in research. Each 
le gendary library is unique and cont rolled by 
power ful in dividuals mforces. 

Example Legendary Library 

The Librnry of Garnvab: Con sider ed one of 
the largestcollections of books to ever exist, 
the Libmry of Gamvah to wer ed seven st ories 
high and attmcted wizards fromall over the 
World. Whenin vaderssacked the cityof 
Gamvah 3,000years ago, seven arch-Wiz-
ards managed to save the libmry from
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destruction by sending it to an alternate dimen-
sion. They fashioned seven magic keys so that 
they alone could enter it. By placing a key 
againstany so lid wall, a magical gateway 
appears and allows entry to the library. Over 
the years, four of the keys were lost or 
destroyed an d the remaining three are now in 
the possession of the leaders of three prominent 
w izard schools. Each of these three w orks to 

keep the library's existence a secret, and they 
sponsor con stant expeditions to retrievethe 

four lost keys. Should an other party find one 
they would do everything within their pow er to 
acquirethe key while attempting to guard the 
secret of its true purpose. 

The Personal Library 
As w izards, and to a lesser extent clerics, grow 
in pow er, they may find the mselves in ne ed of 

a library of their own. Such a library can help 
prevent lengtby journeys to do research, and 
can be tightly focused to the character's own 
needs. Characters gene rally expend a lot of 
e ffort designing the Iibrary, acquiring rareand 
exotic to mes, and protecting it against harm 

(see Chapter I: Spells and the ward magic 
section in Chapter 3 for helpin protecting 

valuablehooks). DMsshould giveplayers con-
siderable leew ay as to the exactdesign of their 

characters ' libraries, filling the mw ith an y 
number of odd bits and pieces. HoW ever, in 
gameterm s, the creation of a pers on al library 
can be summed up fairly simply. 

The character building the libmry should 
choosea primary skill and twOSUbsets of that 
skill . These subsets becomethe libmry 's focus. 
For example, the primary skill could be 
Spellcmft, an d the focus could be spell research 
and in nate magic. Other possibilit ies in clude
Knowledge(arcan a) w ith a focus on magic 
rings and magic swor ds or Alchemy w ith a 
focus on poisonsand herbology. Thecharacter 
may select any skill, provided extensivestudy 
and reference mat erials could helpin the appli-
cation of that skill. Activeskills suchas Climb 

and Jump are rarely helped by study, but 
n at ure-ba sed skills such as Heal an d 
Wilderness Lorecertainly b enefit fromapplied 
knOWledge. 

The character may als oselect a secon dary 
focus for his library, representing a leSSer but 
still significant number of hookson an other 
subject. The size of a library affects the honus 
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Library type Base Bonus* Cost** ConstructionTime 
Small (10 to 25 book s) + 10 1,000 GP 3 month
Medium (26 to I00 books +15 5,00 0 GP 6 months
Large (I0 Ito 25 0 books) +20 15,00 0 GP 9mon ths
Grand (250+books) +30 35,00 0+GP 12 mon ths
Ad dition var Var var 

TABLE 2-2: Personal Library Construction Rules 

* This bonus is added to any skill check that falls under the library's primary focus. The character 
must make the skill r study period. If the check falls with-
in the primary skill bonus. For checks on the sec-
on dary skill, use half the base bonus. Thus, alarge librarydevoted to Alchemy (posions and herbol-
ogy) and Spell craft grants +20 to checks related to posions or herbs, a+ 15on other Alchemy checks, 
and +I0 on Spell craft checks. 

* * This number repreesnts the bas~~rost brons n~on ~the ~ili~~ro~~in ~diq

ch~~~ks, ~~~~~and ~a~w~~~~m_and ast and ~Mw~~~booksM
~_in the fo~~~~This ~~ro~the ~~a~~~to ~the ~er nu~
~and ~e ~bo~LS~bqthe ~~~thad~on ~bo~~ag~~number ~~~mon 
and ~bo.and ~~=~~~to the ~~the lib~

itconfers, as well as the cost in time and money 

that must hepaid to ward the library 's construc-
tion. See Table 2-2 for details on library con-
struction. 

Thechar acter may build an addition on to his 
library at an y time. Additions come in two
types: focus and escondary focus. Each type
costs half the value of the original and takes 
half the amount of time to complete the collec-
tion of books an d construction of additional 
space. Newfocus additions allow the character 

to choose one new subset of the library's pri
mary skill for which hemay gain the library 
bonus. Secon dary focus additions alloWthe 
character to chooesan entirely newskill, which 
acts just like the originalescondary focus. 

When dealing with alibrary, the term "books"
does not necessar ily mean onlY bound vol-
um es, but alsoin cludes scrolls, coll ections of 
notes, sample mat erials, and so on. Oftentimes 
abook will simply heacollection of metal 
sheets or thin layers of wood bound by string or 
iron rings. Unless specific rareor legen dary 
to mes are so ught for alibrary, the owner is 
likely to accum ulatearandom assortme nt of 
works. See Table 2-3 to help determ ine the rar-
ity of abook found in an unknownlibrary. 

Theconstruction of alibrary means far more
than buildingthe st ructurethat will house the 
coll ection; italsoin cludes the coll ection of the 

book s. Books vary in expenesby their rarity, 
with some extremely rarevolum es fetching
morethan I0,000 gp on the open market. The 
cost of establishingalibrary includes onlY the 
cost of purchasingcommon book s. Acharacter 
wishingto st ock his library with an ythingmore
must either esek out the books himself or hire a
bookhunter to dothe job for him. Depending
on the number an d rarityof the booksin volved, 
abookhunter can saveabusy wizard bothtime 
and money. TheDC to findaparticular book is 
covered in Table2-4. 

Useful Books 

Books vary in their use fulnes s, and depending 
on the size of alibrary itcan take days to sort 
the mout and discover any help ful in form ation. 
Sometimes an exceptionally rarebook d etails 
exactly what awizard wan ts to know, suchas 
howto constructaspecific type of golem. The
esarchfor relevantbooks can esnd awizar d 
halfway across acontinentor evento an other 
plan e. Table2-4 provides in form ation regard-
ing use ful book s, the Gather Inform ation DC to 
locate suchbooksshould a library not heavail
able, and the bonus they g ive to relevant
Know ledge(arcan a) or Spell craft checks. 

Acquiring A Book

Aspellcast er may acquire a book by buy-
ing, borrowing, renting, st ealing, or find-
ing it. Big cities oftenhave book esllers j
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Table 2-3: Book Rarity 

Library Type Common Uncommon Ran Legendary 
Small 70% 30% 0%

*
Medium 60% 35% 5%

*
Large 55% 35% 10%

*
Grand 45% 40% 20% *

*Legend ary books can be found in any size library, and their whereabouts are generally well known. 
Possession of such a book can bring about a lot of trouble, as thieves, rival wizards, and evenextra-

planar entitiesall viefor possession of the book. 

or antique shops that carry valuable tomes, 
especially in towns with a school of magic. 
Sometimesa min or noble, deep in debt, will 
sell the family collection at auction. Libraries
do not sell books but oftenall ow patrons torent 
or borrow them. You are least likely tofind a 
book whiletraveling since most mon sterncan-
not read and other adventurers do not often lug 
hugebags of books with the m. Stealing is ille-
gal in most placesbut that has not stopped 
some magesfrompurloining the occasion al 
book or hiring someone elsetodo it for the m. 

Bookhunters 
Busy wizar ds sometimesemploy a bookhunter 
tobring the ma hard tofind tome. These in di-
viduals are well learned and resourceful; they 
oftenknow the pernon al collections of most 
royal librariesbe tter thanthe ow ne rndo. As 
experts in a very narrowfield, book huntern
charge steep pricesfor their services. They 
expect full recompensefor all expenditures 
in cluding lodging bills, fancy dining, and the 
costof the book itself, as well as anadditin nal 

ch arge of I0-20%of the book's value as a find-

er's fee. 

Example Bookhunter: Lumiya Firemane 
Lumiya Firemane, female elf Exp12; CR 11; 
Medium-size humanoid; HD 12d6; hp 47; Init 
+ 1 (Dex); Spd 30ft.; AC 13 (+1 Dex, +2 
leathera rmor); Attack + I0/+5 melee (Id6+ 1
short sword + 1), or + 10/+5ranged (Id8 long-
bow); SV Fort +6, Ref +7, Will + I0; AL N; Str 
I0, Dex12, Con 10, Int 19, Wis I4, Cha 15. 

Skills and Feats: Appraise + I5, Bluff +6, Craft 
(bookbinding) + I8, Decipher Script + 11,
Diplomacy +7, Gather Information + 15,

Innue nd O +7, Knowledge (arcana) +8'
Knowledge(history) +9, KnOW ledge(reli-

gion) +8, Perform+5, Profession (librarian) 
+ 14, Sense Motive+8, Search +7, Spellcraft 
+7; Alertness, Great For titude, Lightning 
R eflexes, Skill Focus (Profession (librarian)),
Skill Focus (GatherInformation ). 

Languages: Abyssal, Celestial, Common, 
Draconic, Dwarven, Elven, Gnome, Giant, 
Halfling, Orc, Sylvan, and three humandialects. 

Possessions: short sword + 1, long bow, 20
a rrows, leathera rmor, headband of intellect 
+2, goggles of minute seeing, backpack, walk-
ing stick, IOvarious book s, common lamp.

sewing need le, thread, traveler's out fit, royal 
out fit, small silver flute, magnifying glass, 300
gp, and a light horse. 

Des cription: An elven schol ar of good reputa-
tion, Lumiya speaks overtwOdo zen lang uages
flue ntlY and her knOW ledgeof booklore is 
unequal ed. Thedaughter of a simple book-
binder, Lumiya has a keeneye for valuable
tomes. Sheis 23Oyears ol d, stands about four 
feet sevenin ch estall, and has thick, braided 
black ha ir and piercing blue ey es. 

Lumiya travels extensively in her search for 
ne wlanguagesand might be found on the road
or visiting a noble. Most elvenbook binderncan 
d irect an in quisitive mage toher current loca-
tion. Lumiya ch argesa 20%find er's fee for 
each book sheis contract ed tofind. 

Spellbooks
Thespell book presented in the PHBis a gener-
icrepresentation of what is us ually a unique
and pernon al possession of each wizar d. 
wizar ds are anin dividualistic, eccent riclot, 
and many hold strangebe liefs about the nature

of magic. Some feel that ink made with pow-
dered rubies is required toscribe any spell deal-
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Availability Number Produced Value DCto Find Skill Bonus 
Common 1o0+ I-Ioogp 25 + I/2
Uncommon 51-100 100-I,000 gp 30 +2 
Rare 4-50 1,000-10,00 0gp 35 +4
Legendary I-3

*
20-40** +8

Table 2-4: Books 

*Legendary books are rarely found for sale. If one were lucky enough to find such a book, howev-
er, the asking price could be anywhere from 20,000 gp to I00,000 gp, depending on the volume.

**Some legendary books are easy to find because almost every educatedperson knows where they 
are. Others are incre dibly difficult to find, having be enlost for centuries or hidden away by greedy 
coll ectos. 

ing with fire, for example, while othersbe lieve 
bind ing a spellbook in leather made from
sharkskin will keep a book safe fromwater 
damage. A spellbook found in a lost to wer or 
forgottencity will be a thing of wond er and 
st rangeness. Thefollowing ch arts allow the 
DM to create in tere sting and me morablespell-
books with a fe wquick d ice rolls. As alway s, 

feel free to ignore the dice in favor of inspira-
tion. This system can be used to generate the 
appearance of non-magical books as well. 

Number of Pages: 3d6 x 10

Table 1: Book Shape (d10)
1-7: Rectangle
8-9: Square 
I0: Exotic, roll Id6: 

1-2: Triangle

3-4: Circle
5: Pentagon 
6: Octagon 

Table 2: Cover (d%)

01-05: Non e
06-65: Leather (normal)
6 6-80: Cloth
81-85: Wond 
86-95: M etal (roll on table2a)
96-99: Leather (exotic, roll on table2c)
00: Exotic (roll on table2b)

Table 2a: M etals (d6)
I: Brass 
2: Iron 
3: Bron ze 
4:Copper 
5: Lea d 
6: Tin

Table 2b: Exotic Leathers (d12)

1-4: Furred win terwolf skin 
5-6: Human, elf, or dwarf skin 
7-8: Orc, goblin, or hobgoblin skin 
9-10: Demon or devilhide
11-12: Dragonhide

Table 2c: Exotic Materials (d6)
I: Glass 

2: Cry st al 
3: Large leaves 
4: Pre se rvedfles h 
5: Gold, silve r, or mith ral 
6: Ivory or bone 

Table 3: Pages(d%)

1-60: Parch ment 
6 1-80: Paper 
81-95: Vellum
96-99: M etal (Roll on table2a)
00: Exotic (Roll on table2b)

There is a 5% chance of a hook having a spe-
cial feature. If one exis ts, roll on the following 
table: 

Table 4: Spe cial (d8)
I: Thecover contains the image of a be ast, 

which roars, groWls, and otherwise re acts 
when thebook is h and led. 

2: Thebook will not staY openunleSS weigh ted. 
3: Thepages of the book reorder the mselves at

random. 
4:A nyone not of the same alignme nt as the 

book 's author takes Id6points of subdual 
d amage upon first re ading the book . 

5: The book will turn its own pages on 
command. 

6 : The book is immune to fire. .
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7: The illustrations and illuminations inthe 
book are animated, the figures constantly 
moving about the pages. 

8: The book screams if it is moved without a
passphrase being spoken. 

Magical 
Research 

This se ction gives rules for magical rese arch, 
its uses, costs, and benefits. The text of this 
se ction is designated closed content. The item
names, itemdescriptions, and rules and termi-
nology derived fromthe d20 SystemReference 
Document are designated as Open Game 

Content.

Nothing compares to the satisfaction of com-
pleting anarduous rese arch project, not to men-
tion the fame, glory and financial reward that
often follows agreatdiscovery. Every mage 
dreams of having aspell named after him or 
uncovering somelost se cret thatsolidifies his 
place inhis tory. Somewish to savor the taste of 
vengeance as their undead creation wreaks 
havoc on the local populace. But how does one 
accomplish these lofty goals? Luck? Money? 
Divine interven tion? Perhaps abit of all three, 
but one ingredient surpasses all Othe rs in
importance: magical rese arch. 

Magical rese arch helps aspellcast er discover 
ne wspells, analyze magical objects, and 
increase his arcane and divine knowledge. 
Evensorcerers who rely on gut feelings and 
innate abilities for their powers must conce de
the value of magical rese arch to their continued 
development. Golems do not build the mselves 

after all, atleast not yet, and adedicated st u-
dent of the magical arts should always push the 
en velOpe of knOWledgeto ne wer heights. 
Rese arch gives bon uses to creating magical 
items, raising the undead, building power ful 
constructs, and unravelingthe mysteries of the 

universe. It is apowerful to ol inthe spellcast-
er's arsenal, and one that is ignored atthe peril 
of the aarrogant or foolish. 

Determining a Goal 
All research has anend goal inmind, some-

thing that the spellcaster Wishes to accom-

plish. A mage does not just wake up one 

moming and decideto create aspellor imbue 
anitemwithmagicalprope rties. The proce ssis 
long and particular, and several things must he 
d etermined he foreit begins. What is the pur-
pose of the rese arch? Has such rese arch been 
do ne before? What should the rese arch en tail, 
and whe reshould it begin? A solid goalhelps 
the rese archer d etermine anappropriatecourse 
of action. Does she n eed to raise funds? Hire
outside help? Rese arch ane wmetal or alche m-
ical proce ss? Having agoalfromthe very 
beginningsaves valuabletimeand mone y, 
wh ich could be better use d to further the 
rese arch its elf. 

Paying for Research 
Res earch materials are not ch eap. A decent lab-
oratory alone could cost afortune to put to geth-
er but such sacrifices are negligible to the 
d etermined rese archer. Rais ingthe necessary 
funds, ho wever, could provealmost as ch al-
lenging as the rese arch its elf. The reare se veral 
met ho ds arese archer can use to tacklemoney 
is sues. 

Church Backing: Rese arching for ach urch is 
sing ularly advantageous because the ch urch 
will usually front some, if not all, of the total 
cost. However, the goalof the rese arch must be
of interest or value to the ch urch. A temple to 

Sulis, goddessof healing, would rejecta
reque st for money to build anundead monst er. 
They would bemoreinclined to help inthe dis-
covery of anew type of healing salve. The 
drawback to ch urch backing is thatthey often 
takefull credit for any discoveries and pay lit-
tle inthe way of amonetary reward. 

Royal Backing: Whether through backhand ed 
dealing, acommongoal, share d bene fits, or 
family connection s, aresourceful rese arch er 
can acquire decent funding fromroyalty. Why 
not use the tax money for somet hing wortb-
while? However, gaining anaudience witha
noble and convincing himof the greatbenefit 
of your rese arch is noeasy task. It may require
somefancy footwor k, awell-placed bribe, or 
pe rhaps alittle of both. 

Self Backing: The preferred met hod to com-
ple tearese arch projectis to pay for it ones elf. 
The advantages are manifold. No hassling with
outside interests. No ques tions over wbo
receives the cred it and ben e fit s. A nd if the 
research fails, noone comes after you with a
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Laboratory Size Cost to Outfit Cost to Rent Boom
Small 500 gp 25 gp/week +2
Medium 1,250 gp 60 gp /week +4
Large 2,500 gp 125 gp/week +6
Grand 5,000 gp 300 gp /Week +10 

Tool Weight COst 
Cold stone 3 lb. 2,800 gp 
Cuckooclock 25 lb. 150gp 
Gemcutter 2 lb. I,200 gp 
Magic candle ~

2,500gp 
Mirror of truth 5 lb. 25,500 gp 

Necromancer's 
scissors ~ 6,60 0 gp 

Portable forge llb. 18,000 gp 

Shrink jar 1lb. 1,10 0 gp 

Tavasa ~ Igp perbag 

Table 2-5: Arcane Research Laboratory 

blood price. A resourceful researcher can even 
keep the co_down to a reasonable level. 

Loan Sharks: Greedy barons, banks, powerful 
wizards, and local thieves' guilds can allbe 
persuaded to make a loanunder the right cir-
cumstances. Those circumstances, however, 
rarely favor the wizardtaking the loan. Loan
sharks will offer a loanto justabout anyone but 
they always expect prompt payment and a sub-
stantial return on their investment. Tbe dang er
in using a loanshark is the threat of physical 
retribution should the loannot be repaid. 

Arcane Laboratories 
Tbe signatureof a successful mage, the arcane 
laborato ry is filled with books, alchemical kits, 
and shelves overflowing with spell compone nts 
both rareand mund ane. Large -scale experi-
mentation demands the kind of space only 
available ina laborato ry, and the space is often
necessary to safely cond uct the often-danger-
ous experiments of mages, alchemists, and sor-
cerersalike. Building and maintaining a decent 
laborato ry requires long hours and much gold, 
but the benefits of h aving a safe, private place
inwhich to experiment are undeniable. 

A researcher on a budget or one not inte rested 
inlong -term commitments mayrent out a suit-
ablelabor atory, provided that the owner is not 

curren tly using it. Renting a labor atory onlY 
allows one accessto the tables, be d, and tools. 
A renter must provideallhis own mat erials and 
compone nts. Sometimes the eccent ricown er
maydemand a smallfavor inaddition to the 
rent money. This can come inthe form of 
assisting himina project, acquiring a rarespell 
compone nt, or accompanying himto a social 
function. Refer to Table 2-5 for co_to build
or rent anarcane laborato ry. 

Tools of the Trade 
Every profession alne eds the right to ol for the 
right job and magical researcbe rsare no excep-

tion. Fromhammers and tweezersto magical 

cand les, there are manY to ols to aid the 
resea rch er's task. Sometimes thes e to Ols a re
mundane, meant to helpthe researcher focus 
and be stutilize his time. Others are magical 
and helpwhereno rm alto ols cannot. A sam-
pling of research to ols is found below. 

Table2-6: Research er's Tools 

Cold stone: A cold stone emits a smallauraof 
cold air that can keepa 5 ft. x 5 ft. roomchilled 
to a te mperatureof fivedegrees belowfreez-
ing. Mages frequently use cold stones to keep
delicate ing redients fromharm and dead body 
parts fromsmell ing toorotten. 

Coster Level: 3 rd; Prerequisites: Craft 
Wond rous Item, ray of frost; Market Price: 
2,800 gp. 

Cuckoo clock: Without thesewond erful inven-
tions, many a magewould probably h ave died 
fromstarvationor passed out fromsleep loss. 
Thecuckooclock can be a valuable to ol to 
measure the precisetimes for rituals or to keep 
a researcher fromspending toolong ona spe-
cific subject. 

Market Price: I50gp. 

Gem cutter: Thegemcutter is a small, four-
inch-longto ol with a cylind ricalstone han-
dle and a tiny enchanted silver tip. Upon 
command, the silvertip grows extremely 
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hot and can cut through steel or stone. Mages 
use the gem cutter to add creative designs or 
cut arcane symbols into a cons truct or magic 
device. This device can carve anything up to 
hardness l0, but is generally too small to be 
use ful for tasks like cut ting through dung eon 
wall s. The gemcutter does providea +2 bonus 
onCraft (gemcutting) or Craft (engraving) 

checks. 

Caster Level: 3rd; Prerequisites: Craft 
Wondrous Item, heat metal; Market Price: 
1,200 gp. 

Magic candle: A magic candle never burns 
down and can be lit or extinguished with a 
word or gesture. It appearnto be a normal can-
dle with a delicate silver holder and a slight 
drip of wax onthe side. 

Caster Level: 3rd; Prerequisites: Craft 
WondroUS Item, produce flame; Market Price: 
2,50ogp. 

Mirror of truth The mirror of truth reveals the 
true formof anything seen through it. It can see 

through illusions, polymorph spells, and true 
forms suchas that of a doppelganger or a 
dragon inhumanform. A mirror of truth 

can alsoreve al curnes SUchas lycanthropy. 

Caster Level: 14th; Prerequisites: Craft 
Won droUS Item, true seeing; Market Price: 
25,500gp. 

Necromance r 's scissors: Thes e useful to ols 
appear to be a normal set of silver scis sornsuch
as those a seamstress would carry. 
Necromancer's scissors are unusuall y sharp, 
howeve r, and can he wthrough skin, mus cle, 

and bonewith little difficulty. 

Caster Level: 5th; Prerequisites: Craft 
Wondrous Item, keen e dge; Market Price: 
6,60Ogp. 

Portable forge: The trave ling blacksmith 's be st
frien d, a portable forge seems to be a tiny gold 
statue that depicts a hammer onananvil. When 
it is placed onthe ground and the command 
word is spoke n, the portable forge grows into a 
small metal forge with glowing furnace, water 
bucket, hammer, and anvil. Speaking a separate 
command word returns the portable forge to its 
miniatureform. 

Caster Level: 6th; Prerequisites: Craft 
Wondrous Item, shrink item, enlarge ; Market 
Price: l8,00Ogp. 

Shrink jar: The shrink jar's magic all ows it to 
store anobject three times its own size. Most 

shrink jars are only large enough to hold Tiny 
creatures. Creat ures stored inthis mann er a re
safe from harm but still require food and water. 
Any object stored inthe shrink jar will be 
forcibly expe"ed should the jar break. This 
deals ld4 points of damage to the stored object 
and s tuns crea tures for 1d4 rounds inaddition 
to the damage. A normal shrink jar can hold up 
to l.5 cubic feet of mate rial. 

Caster Level: 7th; Prerequisites: Craft 
Wondrous Item, shrink item; Market Price: 
1,100gp. 

Tavasa: Tavasa is a small, four-leafed plant
that, when ground into a powder and mixed 
with hot water, produces a wonderful drink. A 
cup of tavasa can help ward off sleep for an
hour or SOand goes wonderfully with a plate of 
oat crackers. In game te rms, a wizard who
drinks tavasa needs onlY seve n hours of restto 
regain his spells instead of eigh t, leaving more
time for research or other activities. However, 
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Level Abjur Conj Div Ench Evoc rum Necro Trans
0 0% 0% 0% 0% 0% 0% 0% 0%
1 10% 5% 0% 5% 10% 0% 5% 10%
2 20% 10% 0% 10% 20% 0% 10% 20%
3 20% 10% 5% 10% 20% 5% 10% 20%
4 30% 20% 5% 20% 30% 5% 20% 30%
5 30% 20% 5% 20% 30% 5% 20% 30%
6 40% 30% 10% 30% 40% 10% 30% 40%
7 50% 30% 10% 30% 50% 00% 30% 50%
8 60% 40% 10% 40% 60% 10% 40% 60%
9 60% 40% 15% 40% 60% 15% 40% 60%

Table 2-7: New Spell MaterialComponent Use 

tavasa can become an addiction with exten ded
use, and the wizard loses 1 Constitution point 
until the addiction is broken, usually by avoid-
ing the drink for one mont h. Seven ronsecutive 
days of use addicts a character, asdoes 15non-
ronsecutive days of use with in a give n mont h. 

Market Price: Igp per bag. 

Spell Components and 
Arcane Foci

Proper material rompone nts =an important 
part of spells, potion s, powders, and magical 
objects. Aspellcaster often carries several 
smallpouches filledwith the ing redients ne c-
essary to rompletehis spells, since man Y 
require an activation agent. Spell rompone nts 
range from everyday house hold items to 
obscureoddities. Arcane foci differ fromspell
rompone nts in that they =not use din the acti-
vation of a spellbut in rontrolling and directing 
it, muchlikea clericuses her holy symbol. 

Determining Components and Foci for 
New Spells 

When developing a ne wspell, spellcasters 
must determine what kind of mat erial rompo-
ne nts they might need, if an y. Abjuration, evo-
cation, and transmutation spells =most likely 
to require mat erial rompone nts because they 
manipulate the natural world. Necroman cy, 
enchan tmen t, an dronjuration spells wmetimes 
require material rompone nts becausethey 

affect the mind and body of their targets.
Divination and illusion spells rarely require 
mat erial rompone nts becausethey ronce m
onlY the mind. UseTable 2-7to determine if a 
ne wspellrequires a mat erial rompone nt. In 

addition, allspells have a 5% chance of requir-
ing an arcane focus. 

PoW er Comp0nents 
Power rompone nts =rareand exceptionally 
potent in their magical qualities. They can 
replaceor substitutefor rommon rompone nts, 
and can beused to make potions or spells 
strong er. These mat erials =expensive to buy 
and challen ging, if not outright dange rous, to 
acquire. Troll 's blood, for example, can boost 
the streng thof a healing potion. Agriffon 
feather increases the duration of a fly spell, but 
only if plucked from a live griffon. The scale of 
a sleeping bronze dragon gives a smallbonus to 
mage armor. 

Power rompone nts =in high demand for 
spellcasters who =

researching ne w spells, 
and tracking down a rareromponent is often 
worth the trouble. Comhining a power rompo-
ne nt and a successful Alchemy check (DCI5) 
gives the spellcaster a +4 ci rcumstancebonus 
on allSpellcraft checks relat ed to the creat ion 
of a new spell or magicitem. The DM should 
feel free to determine his own power rompo-
ne nts and the availability of such. 

Experts 
Sometimes seeking the advice of an expert can 
help a researcher overcome an obstacle to his 
progress, beit a material or men tal proble m. 
Experts =specialists that a researcher can 
tumto for valuable in formation or help in rom-
pleting a task. Aspellcaster making a ron-
struct, for examp le, might hire a blacksmith 
to build the body. Aspellcaster an alyzing 
a new potion might want to talk to an
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alchemist before tasting it. Each expert that 
offers useful advice gives a +lbonus to any 
Spellcraft check dealing with magical re search. 

The total bonus from experts may not exceed 
+5, and only one expert in a given field may 
give a bonus. 

There are possible drawbacks to utilizing an 
expert during re search. Thepossibility that an 
in terested party might sell the contents or ideas 
of a mage's re search always exists. In addition, 
unle ss the visiting re searcher isfamiliar witha 
part icular expert's work, the re isalways the 
possibility that the pers on isa fraud. When 
dealing with any expert who does not provide 
tangible re sults the re isa l5% chance that the 
pers on isa fake. Utilizing advice fromsucha 
pers on bestows a -4 penalty to the ensuing 
Spellcraft check rather than a bonus. In order to 
successfully con the re searcher, the fraud must 
roll a Bluff check opposed by the appropriate 
Knowledge skill (or In telligence if the 
researcher has noranks in the appropriate skill) 
of the re sea rcher. 

Getting advice froman expert g ener ally costs 1 
gp as long as nomore than a couple of ho urs 
are spent in consultation. For long er engage-
ments, re fer to page l49 in the DMGfor pric-
ing examples. 

Different Types of Experts 

Alchemist: Masters of chemicals, poison s, and 
powders, alchemists know allabout material
components and their uses. If a newspell needs 
a mat erialcomponent and the spell caster isat a 
loss as to what to use, an alchemist can make a 
sugges tion. 

Artisan: Pot makers, glass blowers, wood 
carvers, stonemas on s, an d man y othe rs fall 
under the category of artisans. Spellcasters tum
to an artisan to give beauty and style to their 
magical creation s. 

Astrologer: In terms of stars and divination, 
as trologers have few equals. If an an cient curse 
was caston a specific day, and a spell caster 
needs to know the alignment of the stars on that 
day in order to d etermine a good timefor a 
counter spell, thenan astrologer WOuld bethe 
Oneto as k. 

Blacksmith: A blacks mith wields and shapes 
metal in to many forms in cluding wheelbar-
rowspokes, swords, or even the bands 

around a magic wan d. Spellcasters oftentumto 
a blacks mith in the construction of metallic 
magic items. 

Botanist: Plaots, their habitats an d habits, are 
the botanist's field of study. A spell caster may 
as k a botan ist for advice on wh er e to find a rare 
plant or what timeof year itisbest to harvest a 
part icular root or berry. 

Herbalist: A n herbalist stud ies the UseS of 
plants and their e ffects on people and animals. 
A spell caster might ask an her balist for advice 
on which plants are useful for building strength 
or improving constitution. 

Historian: Stude nts of allthat was and will be, 
histo rians are good sources for ques tions
re garding the histo ry of building s, people, and 
place s. An an cient artifact might have found a 
place in histo ry, and histo riansare good people 
to as k about the lastknown where abouts and 
powers of suchobjects. 

Jeweler: A jeweler appraises, sells, and cuts 
jewels. Since valuable jewels are animportant 
part of many magical objects, jewelers are 
often hired to cut and fit the ge ms. A knowl-
ed ge able jeweler might be able to identify the 
magic alpropert ies of variousjewels (see 
Magical Mate rials in Chapter 4), or be able to 
cut themin sucha way as to enhance their mag-
ical propert ies. 

Specialists: Specialistmages are great sources 
for in formation about their re spective scho ols 
of magic. Researchers who gain the aid of a 
specialistmage can significantlY reduce the 
amount of time ittakes to create a spell or item 
within the specialist's scho ol. In addition to the 
skill bonus, reduce the nece ssary amount of 
re search timefor this projectby 1 O%. 

Tailor: Tailors weave and sewclot hing. A 
spell caster oftenneeds the aid of a tailor in the 
construction of magical cloaks, hat s, robe s, and 
other clothin g. 

Taxid ermist: A taxide rmist stuffs and immor-
talizes dead animals for display. They are often
experts on the muscle and bone structure of var-
iousanimals, and can greatly aid a spell caster 
wor king with the anatomy of a beast. 
Necroma ncers often h ire taxide rmists to aid 
the mwith their re search, as their specialized 
knOW ledge most applies to that scho ol of magic . 
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Bonus Type Max. Bonus Re us able
Assistant bonus +5 No
Book bonus +8 Yes 
Expertbonus +5 No
Laboratory bonus +10 Yes 
Library bonus +30 Yes 
Powercompone nts +4 No
Tools bonus +5 Yes 

Assistants 
Large projects sometimes call for the aid of one ,
or more assistants, and several spellcasters may 
work togetheron a particularly difficult pro-
ject. Having helpimproves the final Spellcraft 
check, but might reduce the amount of person-
al credit a spellcastercan claimif the project 
succeeds. Assistants with at least5 ranks in 
Spellcraft automatically confer a +2 bonus on 
the final check. Non -spellcasting assistants can 
alsoprovide a bonus, since they can take care 
of the mundane tasks a ssocia ted with re search
end eavor s. The numberof assistants that a 
re searchermay hire depends on the task and 
should he d etermin edby the DM. Regardless, 

the bonus fromassistants may not exceed+5' 
Use Table 2-9 for the costs and bonuses of hir-
ing help. 

Success or Failu
Once the spellcaster has COmplered al l
research, he must roll tosee if it aided him in 
his task. UseTable2-9 tofind the ma ximum
bonus he may apply tohis roll, and tosee if the 
bonuses are reusable for his ne xt attempt. For 

creating a magical itemor improving one 's 
arcane knowledge, add the magical re search
bonus tothe Spellcraft check. Failure does not 
mean that the re searchwasa waste. The play er
may reusethe bonus acquiredthroughre search
on any succes sive attempts, althoughmat erial 
and power compone nts willneed to he 
re placed. Con tinued failure in dicat es the need 
for more re sea rch. 

Table 2-8 : Magical Research Bonuses 

Uses for Magical Research 
Creating new spells: For much of a young 
mage's life he pores overtomes and endures 
countlessembarrassing sessions withanarcane 
tutor, all tomasterthe spellscreatedby other
mages. At some point in every mage's care er, 
he encounters a situation that re quires a com-

pletely ne wspell' For re asons of glory, mone y, 
or simpleutility, most mages unde rtake the 
grueling re searchnecessary tocreate a ne w
spellat some point in their careers. 
Cost: 10gp/day; Time: I week/spellleve l;
Spe llcraft DC: 30+spelllevel. 

Creating new metamagic or itemcreation
feats: Sometimes a scroll or potionis not 
enough. Perhaps a magewants toadd a signa-
ture visual effect toall of his spells, but does 
not want tore searchall ne wspells. Mages 
in tere sted in re sea rchoftenwork toward the 
cre ation of ne wfeats toall owthe mtodosuch

thing s. 
Cost: 20 gp/day; Time:6 weeks; Spe llcraft 
DC: 35 . 

Magic itemanalysis: Givenenough time and 
the ability tode tect, read, and wield magic, a 
re searcher can identify the various properties 
of a magic itemwith out using the identify spell. 
Suchre searchtakes muchlong erthanidentify, 
but is useful for items that re sistthe spell or for 
mages that donot have the time or ability to
castit. Performing this re searchre quires the 
cha ract ertohave at leasta s mall a rcane 

labor atory. 
Cost: 20 gp/day; Time: 3 weeks; '
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Type of Help Cost to Hire Boom

Cheap Labor 19p per day -l(inept) to +l(helpful) 

Good Labor 5 gp per day +1/2 

Spellcaster 15 gp per d ay +2

Table 2-9: Research Assistants 

Spellcraft DC25 +caster level. 

Material anal ysis: Often in the course of their 
adventuring careers, a mage will run across a 
material thatis either alien or unknown. He 
may take it back to the city and deliver it to the 

local mage's guild, or hemay sit down and try 
to dete rmine the properties of the material him-
self. Performing this research requires the ch ar-
acter to haveatleast a small arcane labor atory. 
Cost: lOgp/day; Time: lweek; Spellcraft 

DC: 30. 

Taint and Tune 
This section presents a d iscussion of the spon-
taneous magic of bards and sorcerers. Thetext 
of this section is designated closed content. The
featnames, featdescription s, and rules and ter-
minology derived from the d2O System
Reference Document are designated as Open 
Game Cootent. 

Somefolks have it easy. 

Most people who wish to performmagic must 
spend years in train ing mer ely to castthe sim-
ple stof spells, and even then they must en gage 
in complex rituals eachday in order to have
their spells ready. A fewrarein dividuals, ho w-
ever, can wield power by sheer force of will, or 
even weavemagic out of nothing morethana 

simple song. 

Sowhatall ows asorcer er to callforth magic 
with no preparation and no forethought? The
mostcommon claimis thatit is ataint in the 
blood, thatthe sorcerers' ancestors con sorted 
with dragons, or demon s, or fey, and thatthis 
long-ago coupling still stains the sorcerer's 
soul ge nerations later. Othe rs claimthat this is 
the conceit of the caster, that the origin of sor-
cery is moremundane. These people can sim-

ply cast spells in tuitively, they say. 
'

Dragnnblood is justanold wives' tale. 

A no ther ideato consider is that sorcerers, 
bards, and wizards all castthe exactsame
spells; thatis, amagic missile castby a sorcer-
er is iden tical to the spellcastby a wizard. This 
has anin teresting implication, thatmagic is an
objective, universal force, and thatto performa 
given e ffect, there are certain words and ge s-
tures thatmust be per formed. What if the 
charm person of a bard, a sorcerer, and a wiz-
ard were notthe same spell? The bard sings a 
brief, en ch anting tuneor makescomplex hyp-
notic ge stures while juggling; the wizard 
repeats the ritual heleamed during his years of 
study; the sorcerer says a fewbrief words in 
Common while making a subtle gestureand 
focusing his will. At the DM's discretion, these 
could all havesubtle, yet tangible, differences. 

Thecorrect interpretation is upto each DM, of 
course, but the idea of tainted blood has a lot of 
potential to make for be tter roleplaying and 
moreinteresting g ame mechanics. This section 
looks atthe idea of magic in the blood, and 
offers somein teresting twists and variarion s. 

Bardic Magic 
Bards donotprepare spells as dowizards, nor 
dothey have the blood taint that grants innate 
magical power. Rather, they haveleamed to 
ch annel and focus mys tic al en ergy through
their songs and tales. As part of their training, 
bards leamto grant power to their words and to 
tap in to magical en ergies and placethe min to 
their song s. An untrain ed pers on who repeated 
a bard's song per fectly would notaccomplish 
any magical e ffect. Thement al control and the 
knowledge of whatis being doneare far more
important thanthe exactwords and tune. 

Whichleads to another point: notall bards 
sing. Each bard, once hehas leamed the basic 
principles of interweaving performance and 
magic, quic kly develops his own styleof 
magic. While most find it simple stto ch annel 
power throughsong, othe rs followdifferent 

paths. 
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New Bardic Magic Styles 

A bard's art is more than his life; it is his power. 
While any commoner can whis tle a happy tune '
or juggle a fewbeanbags, only bards have 
leamed to use their art to inspire, awe, and 
sometimes kill. Within this fusionof magic an d 
entertainment each bard finds his own path. 

Upon taking his first level of bard, a ch araCter 

should ch oose what type of performance drives 

his magic. This is known as his art is tic focus, 

an d, typically, this is the type of performan ce 

first ch ose n when the ch a racter lea ms the 

Performskill. Theexact means by whicha 

spell is cast does not gene rally alter the spell, 

except as noted below. 

Artistic Focus 

Bards gene rally ch oose one of four types of art 
throughwhichto ch an nel their magical abili-
ties. The decisioncan be a personal one or a 
re sult of the school or mentor fromwhich a 
particular bard leamed his craft. These four 
styles are outlined below. 

Music: This is the stan dard for bards, an d 
offers noadvan tages or drawbacks. The ve rbal 
compone nt of a spell is the song itself, the 
somatic compone nt is fulfilled by the playing 
of the instrument, or gestures inthe case of a 
capell a performances, an d the material compo-
nent must be held or touched during the song. 

Dancing: This method of casting spells 
involves complex, full-body motion. Thecast-
er controls the ebb and flow of magic with her 
Wholebody, shaping it with intricate motions 
an d tums. Dan cing bards calculate the e ffects 
of allEnchant ment spells as if they were one 
level higher, but suffer an additional a rmor 

check penalty of +5%. If such bards wear no
armor, they still have nochance of spell failure. 
Thesomatic compone nt of this type of casting 
is, of course, the dance. Theverbal compone nt 
is brief, usually a fewquick monosyll ables to 
emphasize ce rtainmotions, an d the mat erial 
compone nt must be held inthe hands while the 
dance is performed. Dan cing bards mayne ver
use the Still Spell feat. 

Juggling: While rare ly use d as an art is tic 
focus, there are a smallnumber of bards Who
swear by it. A juggling bard is quite spectacu-
lar to se e, magical energY leaping between the 
flying objects as the spell takes form. The 
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extraordinary dexterity needed to juggle well 
enough to cast spells has oome fringe benefits. 
A juggling bard ge ts a +1 competence bonus on 
all attack rolls with thrown weapon s, and all 
spells that all owa Reflexsave have their save 
DC increased by one. Unfortunat ely, it is ve ry 
easy to disrupt a juggler d during casting, ooall 

Con centration checks for casting suffer a -2 cir-
cumstance penalty. The oomatic component of 
a spell is, of course, the juggling, the ve rbal
component is a short interjection asthe spell is 
rele ased, and the mat erialcomponents of the 
spell are juggled alon g with what "er other 
objects the harduses. Juggling bards may never 
usethe Still Spell feat. 

Storytelling: Giventhe short casting time of a 
spell, bards who usestory telling asanartis tic 
focus actually usekey phrases and apho risms, 
or fragments of a tale appropriate to the spell. 
Onecan weave bothtales and illusion s, and, as
SUch, bards Who usestory telling to invoke their 
magic calculate the effects of all Illusion spells 
they cast asif they were onelevel higher. 
Story telling bards may also never usethe Silent 
Spell feat. The story itself is the verbal compo-
n ent; the oomaticcomponent consists of enthu-
siastic ge stures to illustrate a point; and the 
materialcomponent must he held and shown 

during casting. 

Sorcerer
Sorcerers are"enmo reindivid ualistic than
bards; no oorcerer Wastaught to cast magic. 
Eve n if they have a me ntor, that me nt or 
appeared only after the oorcerer had already 

cast his first spell. Thus, each sorcerer taps into 
magical energies ina different way, even if the 
end result is thesame. Somebabble ina no n-
sense lang uage of their own inve ntion, oome 
inve nt short rbymes to focus their power, oome 
speak simple phrases backward s. Noneof this 
has any bearing onthe difficulty of using a 
Spellcraftcheck to identify a spell being cast, 
ho w"er. A oorcerer should specify his magical 
style when he gains his first oorcerer le vel. 

Unlike bards, the reare no advantages or disad-
vantages for different styles of magic~it is just 
a matter of flavor. 

At the DM's option a oorcer er may choose a 
personal style for his magic. This alters the 
appearance of his spells to oonform to a specif-

ic to neor flavor. For example, o neoorcerer 
might always manifest a violet aurawhen he 

casts spells, and all his spells that have visual 
effects are tinted violet or purple to oome 
degree. Another oorc=r may causethe tem-
peraturenearhimto drop1 0 degrees whilea 

spellis being cast, and all of his spells, even the 
fire-based, cause a chill breezeto followthe m
When they st rike. Once sucha style is cho se n, 

it may not he altered, and under no circum-
stances should the DMall owthe play er to gain 
any game-effect advant age, exce pt for possibly 
circumstance bonuses to interpersonalskills if 
the mage uses his specialeffects wisely. The 
oold oorcerer described above, for example, 
would not dealextradamage to any creature, 
no matter ho wvulnerable to cold. 

Sorcererand Society 

Some may ponder why oorcerers are generally 
perceived asdifferent fromwizards. Both, after 
all, wield roughly the same power, and the re

are asmany "el wizards as"el oorcer ers. The 
reason for thed istinction is that theoorcerer's 
power is se enasunn atural or derive d from
inexplicable oources. 

Magic itself is seen by many to bethe har-
nessed power of demons or devils; inall but the 
most magic -richcivilization s, the ge neralpop-
ulationfinds it disturbing and d ange rous by 
virtueof its difficulty and rarity. Nothing stirs 
thefears suchasthat whic ho nedoes n ot under-
st and. Combined with theincredible d es truc-
tive capabel ity of magic, its wield ersoftenfind
the mselves outcast or pushe d to the fringe. 

This is "enmo rethecase for oorcerers. 

Wizards at le ast attempt to interact with ooci-
ety, form ing guilds, scho ols, and other organi-
zations much like a mer chant or artis anmay 
do. The ir powers oome from oomething 
demon st rable: the meticulous ges tures, incan-
tation s, and materialoomponents that mark the 

casting of a wizard's spell. Sorcerers, on the 
other hand, manifest their powers naturally. 
While they may still usethe trappings of wiz-
ard ry, they dooowith out unders tanding or care. 
They flaunt the casual naturewith which they 
cast Spell s, and their inability to unders tandthe 
patterns of eachspell they cast engenders dis-
trust fromthemund aneand wizardalike. 

In OOme oocieties, of oourse, the onus is 
reve rs ed. In those oocieties, the oorcerers are 
rule rs, menand womengifted with great and 
terrible power. Wizards are se enaspedantic 
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and often stupid, spen ding years to leamby 
rote what a sorcerer knOws by his very nature. 

Variant Sorcerer

As noted above, many believethat sorcerers 
are the distant children of dragons, andit is this 
that gives them their power. However, it is pos-

silble this is only part of the truth. It might well 
bethat many types of crossbreeding could pro-
duce a quirk of the blood, a means by which 
someone could instinctually wield magic. 
Different taints produce different breeds. A 
sorcerer whose magic springs froma distant 
ance stor's liais on with a polymorphed storm 
giant will bejust slightly different fromone 
whose power flows froma long-forgotten 

dryad, many times their great grandparent. 
Somesugges tions for possible effects of differ-
ent bloodtypes can befoundbelow. 

Variant Taint 
Wbenthe first level of sorcer er is taken, the 
character shoulddecidewhat sort of oddance s-
tral romance left himwithhis unusual powers. 
Tbechoice has minor, but note worthy, effects. 

Faintblood: Whatever taint granted the charac-
ter her sorcerousabilities, it has fadedsomuch
that nospecial advantages or disadvantages are 
gained. This allows a DM to use the variant 
taint mechanics without disrupting existing 
characte rs; they are allfaint bloods. Optionally, 
a DM may allow a character to retroactively 
choose anancestral type; the power has simply 
beenlate nt allthis time. Tbecha racter should

begin using the new rules as soon as she gains 
a ne wle vel in SOrcerer. 

Dragon: If a sorcerer is dragonblooded, she 
has the pote ntial for extraordinary power, as 
dragons are creatures of great magic (hence the 
belief that allsorcerers are dragonbloods). The 
cunning and ferocity of the dragoncomes 
throughinsomeof the sorcerer's pers on al 
inte raction s, granting a +2 racial bonus to 
IntimidateandBluff skill checks. However, 
animals sense the predator with in and react 
poorly, res ulting in a -2 to Handle A nimal, 
Ride, and A nimal Empatby checks. 

Fey: M anY types of faeriecreatures se ek to 
matewith mortal being s, and often traces of 
that mating ling er for ce nturies. Feybloods 
havea unique gift; they may choose a sing le 
1st-level spell of the Enchant ment or Illusion 

schools and cast this spell once per day as a 
spell-likeability. This spell cannot bechanged
on ce thechoic eis made. The sorcerer's con-
nection to the fey is a two-headed spear, how-
ever. Feybloods are notoriously weak at resist-
ing faeriemagic, andsuffer a -4 racial penalty 
on allsaves against spell s, spell -likepowers, or 
extraor dinary abilities used against the mby 
any fey. They als ohave little connection with
necromantic spell s. A ny spells they leamfrom
the school of ne cromancY are cast at -1 cast er 
le Vel. 

Giants: Storm and cloudgiants bothpossess 
innate magic, and this power can bepassed on 
to the descendants of unusual liais on s. A poly-
morph spell can beanamazing adjunctto 
romance. Upontaking their first level of sor-
ce rer, gianthloodedsorcerers may choose to be
able to cast either shocking grasp or obscuring 

mist once per day as a spell-like ability. 
Giant bloods te ndto havevoraciousappetites, 
causing the mto consume50% morefoodthan
norm al . Furt he rm ore, they te ndto bea bit 

clumsy, suffering a -lracial penal ty on Pick 
Pocket, MoveSilen tly, andDisable Device 
checks. 

Demon: If thereis a sin worsethanhaving the 
bloodof dragons in your veins, it is being 
demon blooded. This is the chargelevied at 
those with powers derivedfrombeings that live
beyondthe mortal realm. While notallsuch 
beings are demons or devils, it does se em that 
beings fromthe dark lingreal ms are morelike-
ly to COnsort with mortals thantheir loftier 
COunte rparts. Demon bloodedsorcerers gain
either coldresistance 5 or fireresistance 5, and
have a +1 nat ur al bon us to armor clas s. 
Because of their natur e, however, they are 
moresusceptible to spells of the Goodor Evil 
subtypethanothers. Good-aligned demon-

bloods suffer a -2 penalty on their saves 
against Evil spell s, evil-aligne dsorcerers suffer 
this penalty against Goodspell s, andneut ral 
sorcerers suffer the penalty against both. In
addition, demon bloods gainonele SS point of 
he aling fromhe al ing spell s, potion s, and the 
like. 

Sorcerous Feats 

Absorb Spell [Metamagic]

Youcan absorb magical en ergY and use it 
to power your ow nspell s. This is oneof 
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themost powerful, and most dangerous, abili-
ties a sorcerer or bard can learn. It is theabili-
ty to take pure eldritch power and re shape it, 
bending it to their will in a way no bookbound 
wizard could ever truly understan d. 
Prerequisite: Must beable to castarcane spells 
without preparation, Bloodburn, Cha 17+. 
Benefit: Wben a character withthis feat is 
struck by a spell, he may choose to forego any 
saving throwand attempt to abSOrb thespell 
instead. If he is successful, a spell slot at le ast 
one level lower than thespell that was absorbed 
is re plenishe d. In other word s, one prepared 

spell that thesorcerer has already cast that day 
is onceagain prepared as if he had not cast it. 
This feat cannot beused if there are no empty 
spell slots to hold themagical energy. 

Once thecharacter is struck by thespell he is 
trying to absorb, he must make a Will save 
against a DCof 15 + 2/levelof thespell. If he 

SUCCeeds, he absorbs thespell and must imme-
diately decidewhich slot is re plenishe d. If he 
fails, he is subject to thefull effectof thespell, 
plus an additional ld6 points of subdual dam-

age per SPell le vel. 

A natural 1 on theWill save for A bsorb 

Spell always fails. 

The levelof thespell to beabsorbed is calcu-
lated in cluding an y metamagic feats used. 
Thus, a maximized fireball spell is considered 
to bea 5th-levelspell for all purposes, in clud-
ing theDC of theWill save and thedamage 
d ealt on a failed save. 

Spells that allow no save or have theharmless 
designator undertheir saving throwentrymay 

n ot bea bsorb ed. 

Example: Thrug thehalf-orcSOrcerer has cast
two3rd-levelspells sofar to day. He is then
struck by a fourth level spell, which he suc-
cessfully absorbs. This energy replenishes one 
3rd levelslot, in effectall owing himto castan 
additional 3rd -levelspell. If he h adno empty 

'3rd-levelslots, theenergy could replenisha 
2nd or lst-levelspell. If he had cast no spells of 
less than 4th-level that day, he could not use
this feat. 

Bloodburn [Metamagic],
You may cast spells at a higher level than his 
caster le ve l. 
Prerequisite: Must beable to castarcane spells 
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without preparation. 
Benefit: A wizard summons power from out-
side him self, binds it with ritual, and then 
releasesit. Sorcerers and bards, however, draw .
power into themselves, focusing it into a spell
at the time it is called. This dynamic drawing 
and shaping of power allows such casters to 
som etim esincrease the potency of a spell, 
though at some risk. 

Using this feat, a spontaneous caster can 
increase his effectivecasting level when cast-
ing a spell, adding up to his Charisma bonus in

levels. When they do so, though, they take 1d6 
points of dam age per effectivecaster level 
increase. 

Exam ple: Thrug, a 6th-level sorcerer, is facing 
do wn a white dragon. His comrades are badly 
wounded, and he knoWS he has to kill it now or 
die. He he gins to unleash his fireball spell, but 
uses theBloodburn feat to increasehis caster 
level by 3. Thefireball is castasif he werea 
9th-level sorcer er, and he takes3d6 points of 
d amage. 

Compose Song of Power [Item Creation]

Youcan writea song that duplicat esa sing le
m agical spell. 
Prerequistes: Spellcaster level 3rd+, Perform 
8 mnks. 
Benefit: Youcan com posea song of power that 
duplicates any sing lespellthat youknow. 
Com posing a song of power take s 1 day. It has 

a base price of spell level times caster level 

times50 gp. You mustalso expend 1 /25 of this 

base price inXP. Any song of power that dupli-

catesa spellwith costly m at erial com ponents 

or anXP costcarriesa com m ensumtecostto be 

paid by YOu. 

A song of power is stored inyour me mory until 

activat ed by singing it. This is a stand ard action

that do esnot provoke attacks of opportunity. 

Youcan have no moresongs of pOwer me m o-

rized at any given time thanyour Intelligence 

modifier. Youcan teach a song of power to 

another pers onthat m eets the prerequisitesof 

this feat. Teacbing a song of power takes1 hour 

of instruction, after whichthe song passes from 

your me mory to your pup il's, counting against 

his limit of songs of power. A song of power 

counts asa use-activated ite m for all purposes. 

Favored Instrument [General. Bard Only]

Thebard m ay gainbonus esto spelleffective-
ness by using a favoriteinstrum ent. 
P rerequisite: Bardic music. 
Benefit: This feat all ows a bard to ch oosea 
sing leinstrum ent ashis favored instrum en t. 
This is his pers onal instrum ent, onethat he has 
practiced withcontinuously, and he knows it so
well it is practically a part of his body. As a 
consequence, all spells castwhile using this 
instrume ntgain+2 to their saveDC

Should the instrument ever be stolen or des troyed, 
the bard suffers a -1 morale penalty onall attack 

rolls, weapondamage rolls, skill ch ecks, and sav-
ing throws for the next week. A fter anadditional 
month of training and practice, the bard m ay spec-
ify a new favored instrument. 

Improvise Counterspell[General]

Thech aracter m ay casta counterspell even if 
he is not capable of casting the spell he wishes
to COunter. 

P rerequisites: Ability to castarcane spells 
without preparation. 
Benefit: This feat all ows a sorcerer to casta 
COunterspell without being ableto castthe spell

that he is trying to counter. To do this, the sor-
cerer m ustfollowall theno rm al rules for cast-
ing a counterspell, except that he m ay useany 
spellhe knows, provided the spellis at least
twolevels high er thanthe spellbeing coun-
tered. 
Thesorcerer m uststill haveanunused slot of 
that level available. Thus, if a sorcerer wishes

to counter a fireball spell, and has a 5th-level 
spell slot unused, he may usethat slot to cast an
improvised counter-fireball . 
Normal: A ch aracter m ay only attempt to 
counter a spellby casting the same spell. 

Sorcerous Quicken [Metamagic]
Thech aracter m ay casta spellasa freeaction. 
P rerequisites: Cha1 5+, ability to castarcane
spells without preparation. 
Benefit: Onceper d ay, a sorcer er m ay ch oose
to quic ken a spellhe knows, casting it asa free
action. Unlike other sorcerous m etam agic 

feats, this ability does not take a full round; it is 
used at will. To useit, the sorcer er m ust have

anunused spell slot four levels higher than the 
spellbeing cast. 

Despite the name of this feat, bards can 
takeit aswel l. 
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Ritual: Cleanse the Taint 
This dread magic ritual was created centuries 
ago by a cabal of wizards who felt sorcerers 
were too dangerous to be allowed to run free. 
They sawthemas untrained, undisciplined, and 
unho und by oaths to guild and mentor, allsins 
in theeyes of themage's council. However, the
cabal dreWtheline atgenocide, and sofound a 

merciful compromise, theritual known as 
cleanse the taint. 

The ritual re quires one wizard of atleast l0th 
level, and fiveas sistants of atleast 5th level. It 
takes one hour to cast for each of thevictim's 
SOrcerer or bard levels, and thevictimmust be 
physically present during thecasting. A pint of 
dragon 's blood (or, if using theVariant Taint 
rules above, giant, fey, or demon blood, 
dependin g) is alsore quire d, as well as material 
adjuncts worth a minimum of 5,000 gp, allof 
which is cons um ed in thecasting. 

When this ritual is completed, thevictim loses 
allability to cast arcane spells witho ut prepara-
tion. He re tains allotherfeatures of his classes, 
but cannot cast spells unlesstheyhave be en .

prepare d. In effect, a sorcereror bard loses 
allmagical ability, while still technically 

re taining their class and level. 

Overtheensuing centuries, this ritual has been 
ad opted by sorcere rs themselves as a means of 
policing their own and avoiding thesort of 
hatred that led to this ritual being created in the
first place. Most of those who are affectedby 
this rite end up killing themselves within a few
Weeks; therest become veng eance-obseSSed 
mad menwho channel their ragein to martial or 
evenwizardly purs uits, allin thename of 

re veng e. 

Old Skills,
New UseS

This section presents a d iscus sion of novel 
applications of existing skills and describes one 
newskill,The text of this section is designated 
as Open Game Content. 

This section offers several newcombin ations 
of spells and skills thatcan make spellcasting 
classes more vers atile and deadly. Thesynergy 
between skills is well noted, but ho wcan a 
mage use his mundaneskills to enhancehis 
spellcas ting, and vice vers a? Thefollowing 
d iscus sion answers these question s. A lso pre-
sented is a newskillthatanyonefroma bard to 
a court wizard may finduse ful whe n trying to 
d etermin ethemood and motivations of their 
enemies. 

Appraise 

Tho ughty pically used to determinethe worth 
of anantique or jewel, A ppraise can aid a spell-
caster who may need to use a bit of trickery to 
earn a fewextracoins. 

Antique Bluff: Whenused in conjunction with 
a minor creation spell, the A ppraise skill
allows yoUto reproduce the look of a finely 
crafted antique for short periods of tim e. 

First you must make a successful A ppraise 
check while studying anitemsimilar to the one
youare going to attempt to recreate. Con sult 
Table 4-l1 to determinethe deg ree of success
and modifiers to apply for the antique bluff. 

If successful, youmay thencast minor creation 
to create items thatre semble the original 
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Quality of Item Opponent's Modifier DCto Recreate 

Poor, -50% of market value + 10 30 

Flawed, -30% of market value +5 25 

Normal NoM 20 

Good, + 30 % of market value -5 15
Exceptional, +5 0% of market value -10 10
Masterwork -15 5 

Table 4-1l: Antique Bluff Modifiers 

antique, subject to the limitations of the spell as
normal. You then make another Appraise check 
to determine the quality of your work. If you 
have 5 or more ranks in a Craft skill that per-
tains to the itemyou are choosing to createyou 
may add a +2 synergy bonus to this rolI.

If the buyer of such anobject also has the 
Appraise skill, they can make a roll opposed by 
the check you made after casting the spell. If he 
beats your roll, he spots the object asa fake, 
with conseque nces appropriateto the situation. 

Of course, this combination canbe u sed for far 
more thanpassing off fake merchandise. It can 
also be used to buy time with anemployer for 
wbomyou have failed to re cover anobject, to 
pass off a party invitation asthe real deal, or to 
emula tetheseal of a noble bouse. The re is 
obviously quitea bit of danger associated with 
being caught using this technique. 

Whe ncombined with a major creation spell , 
this technique can be used to faith fully recre ate 
valuable gems and jewelry. This is guaranteed 
to causeanuproarupon the expiration of the 
spell, sospell casters should be ve ry judicious
in their application of sucha scam. 

BmANCE

While the Bal ance skill is most u seful fur
rogues, it can alsobe a ve ry handy to ol in a 

spell cast er 's arsen al '

Improved Con centration: If you are in a situa-
tion where anuneven floor or a narrow path is 
hampering your spellcasting abilities, having a 
high Balancescore can helpyoU to concentrate. 
If you have 5 or more ranks in Balance, the DM
may apply a +2 synergy bonus to 
Concen tration ch_ks made whilein a precari-
oussituation. This bonusalsost acks with the
Combat Casting feat if applicable. 

Improved Grease: If you have 5 or more ranks 
in the Balanceskill, you may add a +2 bonus to 
the save difficulty of any grease spell that you 
cast. This bonus is a reflection of your well-
defined senseof balanceand your underst and-
ing of how to placethe grease SOas to causethe 
targets the most possible trouble. 

Bluff 

Whilethe Bluff skill is very effectivefor char-
acters suchasrogues and bards, Bluff can also
becomevery useful for spell casters that are 
facing a wily opponent. 

Spell Bluffing: There are two uses for this com-
bination. Fi_it is possible to useillusion 
magicto re createmore power ful spell effects, 
possibly frightening opposing mages or other 
foes. This allows you to make useof a silent 
image or similarspell to re createa more dan-
gerouslooking spell effect, suchas mord's 
Sword, to frightenthosewho are le SS ed ucat ed 
in the ways of magic. Asuccessful Bluff check 
(DC I5) allows you to add a +2 bonus to your 
spell save DC for the Illusion spell used. You 
may freely recreate any spell that you know. To 
recreate a spell that you do not know you must 
make a successful Spellcraft check to recre ate 
the effect. The DC is 15+ the levelof the spell 
you are attempting to re create. 

Alternatively, when used in combat with anoth-
er mage, Bluff can be used to hide a spell, mak-
ing it more difficuIt for the opposing caster to 
counter. You may make a Bluff check when 
casting anY spell re quiring somatic compo-
nents. The re suIt is the Spellcraft DC necessary 
to iden tify the spell you are casting for purpos-
es of counters pelling. 

Handle Animal 

For a rang er or druid, the Handle Animal 
skill is necessary for many every daY 
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tasks. When used in tandemwith a fewof these 
classes' exclusive spells, it is even more useful. 

Improved Friendship: If you have 5 or more 
ranks in Handle Animal you may add a +2 
bonus to the spellsave difficulty for ananimal 

to re sist any animal friendship spellyou cast. 

Trusting Presence: A ranger or druid who pos-
sesses5 or more ranks in Handle Animal may 
add a +2 bonus to any Charisma check when 
dealingwith a summoned ally conjured by the 

useof any summon nature's ally spells. 

Intimidate 

This skill, while more commonly used by thugs 
and rogues, can be a useful tool in the spell-

caster's a rnen al. 

Fear Effect: Many spellcasters drawupon fear-
in ducingspells, suchas cause fear and scare, 
to re solve threateningsituation s. If you have 5 
or more ranks in Intimid ateyoumay add a +2 

bonus to the save difficulty of any fear-in duc-
ing spells yoUcast. 

Intuit Direction 

This skill is essen tial to any druid or ranger 
character. A strong knowledge of dire ction can 
not only guide a character to safety, but may 
also aid his animal companions when com-
bined with a fewexclusive spells. 

Helpful Guide: When a ranger or druid makes
useof the animal messenger spell, heplaceshis 
trustand talent fordire ction in to the abilities of 
ananimal ally. To helpen sure that his message 
re aches its destination, a ranger or druid with 5 
or more ranks in Intuit Direction may grant a 
+2 bonus to his messen ger should it need to 
ma ke anIntuit Direction check while en route. 

Perform 

This is typically the skill of roguesand hards 
who re ly heavily on talent and charisma to Cap-
tivate onlookers. However, the use of the 
Perform skill is useful to a spellcaster who 
relieson sleight-of-hand and tricke ry to fool 
opponent s. 

Master Puppeteer: If youhave 5 or more ranks 
in Perform (ven triloquis m), youmay add a +2 

bonus to the save difficulty of anY sound-
based Illusion spells you cast, suchas ghost 
sound or ventriloquism. 

Storyweaver: Modify memory is anessen tial 
spell for most bards. Though the spell is effec-
tive as norm allY cast, when in the hands of a 
capablestoryteller it can be even more e ffec-
tive. If youpossess5 or more ranks in Perform 
and have storytelling as a perform ance type, 
youmay add a +2 bonus to the save difficulty 
to re sist any modify memory spellyoucast. 

Sense Motive 

This may be one of the most essen tial skills for 
any character to have, as the villains, and in 
some cases the heroes, of the World tend to rely 
on falsehOOds to promote their plans and id eol-
o gy. And when used in conjunction with a 
select number of spells, this skill can beco me
even mo re val uableto a character. 

Judge of Character: Tho ugh many clerics and 
paladins make useof spells suchas discern lies 
to weed out the falsehoods of villain y, a few
ranks in the Sen seMotive skill can improve a 
divinecharacter 's chances for id en tifying a 
pernon 's true nature. If youpossess5 or more 
ranks in the SenseMotive skill you may add a 
+2 bonus to the save DC of any discern lies or 

zone of truth spells you cast. 

New Skill 

Knowledge (PSYCHOLOGY) (Int: Trained Only) 

KnOWledge (psychology) focuses on under-
standingthe inner workin gs of the mind and 
ho wmen talproce ssescan a ffecteveryday 
behavior, rangingfromcommon pho bias to 
behavioral patterns. 

Check: As withany other KnOWledge check, 
ans weringa question within the character's 
field of study has a DC of 1O(for easy ques-
tions), I5 (for hasic questions), or 20 to 30 (for 
to ughquestions). 
Retry: No. Thecheck repre sents what the char-
acter knows, and thinking about a to pic a sec-
on d time doesn ot let the character knOWsome-
thing the character never learned in the first
place. 
Special: Anuntrained Knowledge check is 
simply anIntelligen ce check. Withoutactual 
train in g, a character on ly k nows common 
knOWledge. 
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CEREMONIES 

AND RITUALs 
This section gives rules for creating and using 
divine ceremon ies. The text of this section is 
designated closed content. The rules and termi-
nology derived fromthe d20 SystemReference 
Document are designated as Open Game 
Content. 

On a dusty street, anold lady throws several 
bones ont oa small table and rea ds the fortune 

of the young man sitting before her. Miles 
away on a cliffside near the sea, three clerics 
chant over the still body of anelf as the surf 
crashes on the rocks below. Whatdo thes e two 
scenes have in common? Boththe fortuneteller 
and the clerics are using rituals.Such cere-
mon ies havebothcommon and divine uses, 
though only thoseperformed by divine spell-
casters hold anY power. 

A common ceremon y can be used to a ffect life 
in small ways such as a farmer praying for a 
good harvest. A nyone who takes part in a 
divinely in spired activity, in cluding those
based on supers tition, is performing a type of 
ceremony. Throwing salt over your shoulder to 
ward off evil and saying your evening prayers 
are bothexamples of common rituals. 

Divine ceremon ies are used to achievelofty 
goals like curing a d isease or sanctifying a 
patch of ground. Clerics, druids, paladins, and 
rangers all viewceremon ies as animportant 
part of the spellcasting process. A ceremony 
all ows a d ivin e ch a ract er to communicate with 
and give thanks to her source of power. Clerics 
and druids oftenperformrituals between 
adventures while the wizard stud ies her spell-
book and the figh ter sharpens his blades. Each 
ceremony requires a successful Spellcraft 
ch eck to complete, and every qualified spell-
caster beyond the first adds +2 to this ch eck. 
The following sections exploredivine cere-
mon ies in mored etail. 

General Uses of Ceremonies 
A cquiring New Divine Spells: Unlike arcane 
spells, which comefrompracticeand study, 
divine spells are gifts from the gods. If a divine 

ch aracter wishes to unders tand or create a ne w
spell, she must first researchit just like a mage. 
While mages study particular material foci or 
arcane syllables, clerics must study to be tter 
under st and their connectionto the power they 
worship. Once the divine ch aracter comple tes 
her research, she should performa short cere-
mony to ask permissionto le arn the ne wspell. 
Sometimes a deity reje cts the request for a ne w
spell. The reasons for this may includethe dan-
ger that using the spell presents, lack of faith on 
the part of the priest, or the merewhimsy of the 
cleric's god. 

In-Class A bilities and Leveling: As ch arac-

ters grow and learn, they gain new powers and 

le vels ' Divine ch aracters may mark the se
ch anges with a ceremon y to givethanks to their 
deity for heigh tening their powers. For exam-
ple, a druid seeking ananimal companionper-
forms a short ceremon y to assure the summon-
ing of a st rong ne wfriend. 

Using Class Abilities: Ceremon ies aid class 
abilities suchas the paladin's healing or the 
druid's wild shape. By showing the proper 
respect and due attention thatthese abilities 
require, divine ch aracters improvethe potential 
of their powers. 

Cure or Cause Curses and Disease s: Divin e 
ch aracters are be st knownfor their healing
powers. Ceremon ies play animportant role in 
the cleansing of cert ain d iseas es and curs es. 
Victims of lycanthropy, for example, are often
madeto undergo a complex ritual under every 
full moonuntil their a ffliction is cured. 

Recovery Spells: Whe ther resurrecting the 
dead or healing a small wound, divine ch arac-
ters call on the aid of supernatural powers. 
Prayers and rituals are the foundation of recov-
ery spells and the reason that they are inacces-
sible to wielders of arcane magic.

A ffecting the Spirit World: No mort al can 
truly a ffect the spirit world, but ceremon ies 
all ow a ch aract er to ask for a ch ange. 
Conversing with a spirit to ask for advice is an
exampleof working onthe spiritual le vel. 
Ceremonies reducethe gap between the mater-
ial and spiritual worlds, all owing a ch aracter to 
establisha closer connection to the other side. 

Creating or Destroying Holy Items: A 
weapon, pieceof a rmor, or itemimbued 

73



with a supernatural power is a dangerous 
instrument. These power ful tools and relics are 
not easy tocreate or destroy, al most always 
requiringa ceremonY todo either. 

Becoming lst Level: Even if they receive a 
calling, a commonpersondo es not just wake 
up one day and decide tobecome a cleric or a 
paladin. Theindoctrinationintoa divine class 
is a special event, as it marks an important 

chan ge inone 's life. Most churches an d groups 
have a ceremonY tocelebrate this life step. 
These can range froma joyous celebrationtoa 
solemn obse rvance, but inan y case, the cere-

mony is an important part of bringing a new 
personintothe organization. 

Social Functions: Weddings, funer als, and 
coming of age celebrations are part of al most 
every culture. A divine character often presides 
over these important even ts because she 
embod ies the purity and essen cethatsuchan 
occasionde man ds. Leading these ceremonies 
is also an important method of fundraising for 
mo st churches. 

Bonuses to Spellcasting: Possibly the great-
est benefit of usinga ceremony is the boost 
thatthey give tospellcas ting. A ceremony 

not onlY provides a strongfocus, but it also 
prais es the supernatural beings thatpower the 
divine do mains. Therewards for suchactions 
include st ronger, longer-las ting, and farther-
reachingspells. 

Ritual and ceremony Design 
Designing a specific ritual for yourgame is a 
good Way toadd de pth toa divine character, 
give focUS toa quest, or provide an exciting 
conclusiontoan adve nture. Will the ceremony 

work? Are the evil -its gone for good, or is 
the volcano going toblow? Sending playersout 
tog ather ingredients or necessary information
for a ritual o fferscountless possibilit ies for 
adve nture. Ritualscanbe divided intose ve ral 
do mains inorder togive the mbe tter focus an d 
the mes. Theceremony level narrows do wn 
caster requiremen ts as well as any time, place, 
and mate rial compone nts. 

Ceremonies by Domain 
Alignment: The alignme nt do mains are chaos, 
evil, good, and law. Alignme nt ceremonies have 
powerful e ffects and often take a lot of time to
complete. Mate rial compone nts are usually sym-
bolic such as a scale for law or weapons for evil. 
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Arcane: The arcane domains are knowledge, 
magic, and travel. Arcane ceremonies requirea 
focus to complete such as bones for divination
or a door for dimensional travel. Words a realso 
animportant part of every arcane ceremony. 

Body: The body domains are healing and 
death. Body ceremonies have time require-
ments and material compone nts suitablefor the 

ceremony. Ahe aling ceremonY oftencalls for 
prayer and water while a death ceremony uses 

prayer and blood. 

Elemental: The elemental domains are air, 
earth, fire, water and any combinationther eof. 
Eleme ntal ceremonies have specific place
requirements based onthe element. Fire cere-
monies oftencall for lava, air ceremonies wind, 
water ceremonies pools or oceans, and e art h
cer e monies forests and mountains. The ele-
mental theme also plays a part inits compo-
ne nts. Afire ceremony might ne ed a flaming 
sword or anair ceremony could use musicand 
song. 

Guard ian: The guardian domains are luck, 

protection, and strength. Guardian ceremonies 
are the most commonand have fewrequire-
me nts. However, all guardian ceremonies only 
o ffer temporary bene fits. 

Nature: The naturedomains are animal, plant, 

and sun. Natureceremonies are ve ry growth-
oriented and oftenrequirespecific plant or ani-
mal compone nts. Sun ceremonies may onlY be
held during the d ay. 

Pain: The paindomains are destruction, trick-
ery, and war. Painceremonies can summonor 
release a power ful monster or goad a king into 

greed ily attacking his neighbors. These cere-
monies take a lot of time to perform and require
a sing lematerial component, which can subse-
quentlY beuse d to reve rse the ritual. 

Ceremony Level 

The levelof a ceremonY is based onits streng th
and power. The ceremonY levelcan bedeter-
mined by the number of compone nts, the cast-
er require me nts, and the difficulty to use the 
ritual. If the ceremonY duplicates anexisting 
spell, the ceremonY levelis the same as the 
spell level. Commonceremonies are al ways 
level0 because they have little or no power. 
Table 2-10 lists the ceremony levels, descrip-
tions, minimal ing redients, and the DC to the 

Spellcraft ch eck needed to successfully per-
form the ritual. More thano ne spell caster per-
forming a ritual drops the DC by four for each 
capableas sistant(max. 2), but does not a ffect 
the components or caster requireme nts. 

Caster Requirements 
The caster requirements include the who, What, 
and how of a ceremony. Who can use the ritu-
al, what must they do, and how can they per-
formit? How many spells are necessary for the 
ritual? Spell requirements d eterm ine the mini-
mal level that the spellcaster has to beto per-
formthe ritual. How many times can the ritual 
beperform ed and whathappens if it fails? The 
morepowerful the ritual, the moredangerous 
the consequences if it goes awry. Rituals that
perm anently ch angeanability scoreor level
should belimited to one use only. Does the 
spell caster have to dosomething personal in
the ritual such as cutting himself for blood, 
praying, dancing, drinking, wearing a specific 
outfit, or preparing a compone ntahead of time? 
Personal involve me ntoftenlengthe ns the time 
of the ceremony. 
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Level DC Example Caster Requirements Time Place Materials 

0 NA Pray for luck None NS NS NS

I 10 Bless a :=ad None or 1 spell NS NS I

2 12 Turn extra Por 1 spell SS NS I

3 15 Rain dan ce Por 1 spell ss NS 2
4 18 Summon aspirit P& 1 spell ss S 2
5 22 Raise the dead P& Ispells SM S 3
6 25 Boost an ability score P& 2spells SM S 3
7 28 Destroy a cursed item P& 2spells SM S 3
8 32 Summon ademon P& 3spells SL S 4
9 36 Stop a tidal wave P& 3spells SL S 4
10 40 Become an avatar P& 4spells SL S 5

Table 2-I0: Ritual Components and Difficulty 

NS~ Not Specific. Doesnot require compone nt. 
S~ Specific. Requires component. 
ss ~ Specific Short. Requires a short ceremony. 
SM ~ Specific Moderate. Requires a moderate ce remon y. 
SL~ Specific Long. Requires a long ceremony. 
P-Person al. Requires p erson al caster involvement. 

Time, Place, and MaterialComponents 

The compone nts determine whereand when a 
ce remon Y can take place an dwhatis necessary 
to comple te it; the morechallen ging the com-
pone nts, the morepowerful the ceremon y. 

When doesthe ceremon y start an dwhen can it 
en d? Time plays an import ant role in allcere-
mon ies. Doesthe moon have to be full or does
it requirea solar eclipse? How long w ill the 
ceremon y last? Ashort ceremon y lasts 0-5 
hours, a moderate ce remony lasts 5-12hours, 
an da long ce remony lasts 12or morehours. 

Wherecan the ce remony take p lace? Doesit 
requirea specific en vironment suchas a lake or 
a forest? Aceremony draws a ce rtain degree of 
energy fromits location, w hichis w hy most 
ceremon ies are performed in p lacesof pow er
like temples, altars, and holy ground. 

What material in gred ients are required to per-

formthe ceremon y? Are they expen siveor 

hard to find and how many are there? Like 

spell s, material components add strengthand 

focus to a ce remon y. Most ce remon ies involve

the use of atle ast a few mate rial compone nts. 

Cleric Ceremonies 
Of allthe divine character classes, clerics 

are the most involved with the public and there-
forethe common folk expectmorefromthe m
than they w ould apaladin or a me mberof the 

lay clergy. As such, clerics have very rigid cer-
emon ies. Since they repres ent the divine, cler-
ics must act w ith a dignity and grace acce ptable 

to their chosen deity and their fellow w or-
shipers. Even clerics withno sworn allegian ce 

to any onegod live by moral rules and regula-
tion s. Priests of chaotic deities may havele SS
strict guideline s, but followersof the te ne ts of 
unpredictability can still have ritualistic 
expressions just like any faith. 

Clerical ce remon ies are elegant, if not beauti-
ful, and they are markedby a precision and 
focus n ot found in those of the otherdivine 
classes. Most clerical ce remon ies are detailed 
in religious te xts sothatfuture gene rations 
might le arn an dfollow. Whetherthe se texts are 
divinelY inspired or no t, a clericfollows their 
instructions to the letter. Temples often have
numerous rituals an d common ce remonies, 

fromw aking everyoneup atdawn w ith church
be lls to giving the daily prayer se rvice. 
Powerful rituals are us ually rese rved for the 
clergy an dare rarely open to the p ublic. Some 
clerical rituals ar e describe dbelow. 

Prayer tthe Mighty 

Fromtime to time, a cleric may needspiritual 
guidance on how to w alk the right path. 
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Communing with a deity directly may answer a 
difficult question or help when something 
dreadful shakes a pries t's faith to the core. 

Caster Requirements: A clericof anY level or 
faith. 
TimeRequirements: This ceremony is usual-
ly performed on the night of a half moon, sig-
nifying indecision, and lasts th ree hours. 
Place Requirements: Outside. 
Material Components: a holy symbol, the 
petal of a pink rose, a stone basin, a strand of 

th e cleric's hair. 
Preparntions: Thestone basin must be filled 
with water and allowed to sit und er th e starnfor 
twohours. 
The Ceremon y: The clericmust pray over the 
bowl for several minutes and th en gentlY to uch
the surfaceof the water with the rose petal. The 
cleric cuts a strand of hair and places iton the 
ed geof the water, asking for help or guidance
while clutching his holy symbol. If the deity 
deems the question er worthy, a divine manifes-
tation appearnwithin the watery basin and 
answers one question to the be stof its ability. 
Ritual DC: 15. 

Breaking of the Circle 

Rarely does the Church of Dimna, goddess of 
life, allow for the resurrection of the d ead. Life 
must al ways come to anen d, and accepting th at
grimfateis part of living. However, under 
extreme circumstances, the churchcan perform
a Breaking of the Circle ceremon Y to bring 
back a life extinguis hed too soon. This ritual is 
common to most faiths, but itcannot be per-
formed by clerics with the Death domain. 
Caster Requirements: A l2th-level clericto 
leadthe ceremon Y and two7th-level cleric
assistants. 

TimeRequirements: This ceremon Y takes two
days of p reparation and eight hours to complete. 
Place Requirements: A stone altar. 
Material Components: A book d etailing the 
necessary prayern(600 gp), 10 yards of white 
cloth (prefe rably fine silk or line n), a cand leof 
death, a cand leof birth, a pitcher of bleSS ed 
water, and a loved one of the d eceased. 

A cand leof death is a simplewhite cand le
dipped inwhite wine and buried ina cemetery 
for th ree d ay s. Thecand lemust have been 
buming inthe presenceof someone asth ey 
died. A cand leof death burns white during the 
ceremon y. 

A cand leof birthis a smallred cand ledipped 
inred wine and placed on a templealtar for 
three days. A baby no more than one day old 
must to uch the candle be fore itis ready for use. 
The can dle burns red during the ceremon y. 

Preparntions: Thebody of the deceased 
should be completeand a gentle repose spell 
mustbe cast on itwithin th ree hournof death. 
The body must be wrap ped inwhite cloth and 
placed on the altar. There itmust sit undis-
turbed for two days, wheretempleguards or 
lay priests often guard it. 

The Ceremony: Theceremon Y be gins th ree 
d ays a fter the body 's p reparation, when the sun 
reaches its highestpointinthe sky. The can dle 
of death is lit and placed atthe foot of the body, 
atwhichpointthe pries ts be gin a four-hour
prayer vigil. At the end of this vigil, the candle 
of birth is brought and lit atthe head of the 
body. Thepries ts th en hold anoth er vigil, this 
time for two hours. Once these prayers are 
complete, the corpse's hands and fe et must be 
washed infreshlY bless ed holY water. The
priests then pray for another two hours. At the 
end of th ese p rayers, the cand les bumthe m-
selves outwith a flash. Theloved one must 
th en plead with the deceased to return 
(although the loved one is on ly necessary for 
the last 10 minutes of the ceremon y, clerics of 
Dimna usually require himto be presentfor the 
en tire ceremon y). If th ese pleasare heard, both 
candles flare with a red flame and the spirit of 
the deceased returns to the body. A pernon 
retumed inthis way is cured of al Id isease and 
damage, suffernno ability or experien celoss, 
and has no memory of being dead. 
Ritual DC: 22.

DAAce of the Shattered Moon 

No curne is more difficult to remove th anth at
of lycanthropy. On nights of the full moon, vic-
tims of th is curse trans forminto powerful, rav-
ing beasts capable of great feats of murder and 
destruction. True ly canthropes are bomwith 
such powers and have no need for cures, but 
th Ose to rtured souls who become a fflicted 
through some violentact cry nigh tly for anen d 
to th eir curs ed exis tence. A fe wscatte red texts 
exist that detail this curse and offer some pos-
sible solution s. The Da nce of th e Shattered 
Moon is found in One such book, "The
Madnessof Camber Ridge." 

Caster Requirements: A 12th-level 
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clericthat can cast break enchantment, remow
curse, and remowdisease. Two assistants of at 
least 5th level, one of which must be able to 
cast remowcurse. 
Time Requireme nts: This ceremony la_six 
hours and must take placeonthe night of a full 
mo o n. 
Place Requirements: A stone altar placed ona 
high hill with silver chains to contain the lycan-

thrope. 
Material Components: A hook of prayers (50
gp), seven to rches and st ands, a silver dagger, 
the heart of the crea turethat in flicted the victim
with lycanthropy, a stone bowl, and a basin of 
wat er and a to wel. 

The Ceremony: The ceremonY can onlY be gin 
after the victimhastrans formed in to animal
form. A round the altar, the seven to rches are 
placed in a circle and lit. The head priest reads 
froma book of prayers while the first assistant 
ca_remove curse onthe victim. Upon com-
pletion of the spell, the lead cleric must set fire 
to the he art, which is placed in the stone bowl, 
and dip the silver dagger into it. Taking the 
blade, the head priest must stab the afflicted 
being in the chest, being careful not to strike 
the heart or lung. The head priest then casts dis-

pel magic, remowcurse, and curedisease on

the afflicted, in that o rder. The second assistant 

then d resses the wo und with a mixtureof fresh 

be lladonna and bleSSed hone y (see MM 219 for 

the e ffects of be lladonna uponthe afflicted). 

One minutelater the pers ontrans formsback 

in to a humanand the curs e is lifted. 

Ritual DC20. 

Exorcism 
It takes a clericof immeasurable courageto 
driveanevil spirit or demonout of anobject or 
pers on. The Exorcists are anorder of clerics 
that follow Boran Mol, the god of death. They 
are highly trained individuals whotrack down 
evil entities and capturethem so they may 
ne ver againtempt mortals with their promises 
and lies. A ny clericmay attem pt anexorcis m, 
but sucha decis ion sh ould ne ver be taken ligh t-
ly. Creatures with the power of posses sionare 
very dangerous and SO mehaveno phY sical
form, so they can ne ver be destroyed. 
Caster Requireme nts: A clericwith a Will
save of at least +8, the ability to speak both 
A byssaland Infernal, and the ability to cast 
hold spirit (see Chapter I: Spells). 
Time Requirements: An exorcism la_one 

78



hour per HD of the possessing spirit. 
Depending on the power of the spirit, an exor-
cism can last days. Knowing the entity's name 
in life shortens the exorcism by one hour. 
Place Requirements: Non e. 
Material Com ponents: Spirit wards, a bind-
ing book, an da Book of Redemption. 

Spirit wards are small, paper-like sheets of 
pine wood, each paintedwith the divine sym bol 
of imprisonment. brequires a Knowledge (reli-
gion) ch eck (DCI5) to drawthe appropriate 
sym bols on the wood. 

A Book of Redemption is a prayer book con-
taining phrases an dversesdesigned to enCOur-
age redem ption for sins. Exorcists havelittle 
needfor this book, having me m orized all of the 
prayersas part of their train in g. They still ke ep
one on hand at every ritual SOthat an acolyte 
m aytake over in the event that the exorcist is 
rendered uncons cious or dead. The m a rket 
price for such a book is 50Ogp. 

A binding book is craftedof fine leather with 
thin threads of silver running through the spine 
and a silver strap that locks the book tight. A 
small, silver ke y com eswith the book. An 
unusedbook has fifty blank page s. 

Caster Level: 15: Prerequisites: Craft 
Wondrous Item, Craft (bookbin ding ), antimag-
ic field, find the path, death knell; Market 
Price: 8,00Ogp. 

Preparations: The clericm ust first determine 
the authenticity of the possession. Toooften
com mone rsm istake a phy sical condition like 
epilepsy, a me ntal disorder, or a m agical item 
for an evil spirit. A true possession, however, is 
unm istak able to a train ed exorcist. Det ect 
magicreveals nothing. Detect evil an ddetect 
undead sense a prese nce but nothing more. 
Cats and other animals may also sense the evil 
entity. Some phy sical signs in cludecurdling 
m ilk, clocks moving backwards or stopping 
al to gethe r, or a ch ild suddenly speaking fluent 
Infernal. Once the clericconfirms the prese nce 
of a possession, the exorcism m aybegin. The 
exorcist ne xt quaran tinesthe are a by rem oving 
all people and sharp objects or weapons in 
order to confine the possessed object. The more
freedom ithas to m OVe, the moredange roUS the 

evil spirit can be. The cleric then places the 
spirit wards in a circular patternsurrounding 
the room or build in g. Each ward m ust beno

m orethan 3ft. from an oth er. He thencas ts hold 
spirit on one of the wards. This ward acts as a 
COnduit and creat esa circular prison that the 
evil entitym aynotescape. 

The Ceremony: The ritual begins the mome nt 
the exorcist stepsin to the binding field. The 
exorcist must bring the binding book and the 
Bookof Redemption with him in to the circle. 

A singleacolyte may follow but only if he too 
carry a Bookof Redemption and weara holy 
sym bol. A nyone else whocrossesthe threshold 
iscomple tely within the power of the evil spir-
it. Keeping the binding book openat all times, 
the exorcist begins reading fromthe Bookof 
Redemption. Lettersin red ink magicall y 
appear on the pagesof the binding book as the 
exorcist slowly uncoversthe true name of the 

evil spirit. Once the spirit'strue name iscom-
ple tely writtenin the binding book, the exorcist 
must speak the name to draw the spirit into the 
book. Inorder to trap the spirit. the book needs 
to belocked imme diat ely and the key subse-
quently destroyed. Throughout the exorcism, 

the spirit may try any number of evil tricks to 
getrid of the exorcist or getthe m to close the 
binding book. Pretending to bea deadloved 
on e, anim ating ne arby objects, spitting fire, and 
sed uction are just a fewof the spirit 's tempta-
tions. At the DM's option, the exorcist may 
have to make One or m ore Conce nt ration 
checks (DC IO+ the spirit's HD) during the rit-
ual in order to m aintain control. 

Destroying a binding book freesthe spirit that 
istrappedwithin, sothe Exorcists of Bor an 
Mol storethe trappedspirits in a darkvault 
buriedm il esbeneath the surface of the world. 

Ritual DCIO+ the spirit 's HD. 

Druid Ce
Calm as a rock or fierce as a storm, druidic cer-
e monies take man Y shapes, and those Whoper-
formthe m careleSSabout the appearance of the 
ritual than about the results. Druids care fully 
guard the se crets of their ce rem onies and teach 
the m only through wordof mout h. The ce re-
m on ies oftentake place at night in se cluded 
are as awayfrom civilization, such as a wooded 
glenor a sacred tree. Druids do notconcem
themselveswithtime as much as the oth er 
divine clas ses, soa druidicce rem on y m aylast 
m in utes, hours, days, or evenweeks. The 
ce rem on ies the m selves are ench an ting 
and som etim esfrightening to watch. A 
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great gathering of druids, called a conclave, is 
rare and never open to outsiders. Some druidic 
ceremonies a re describedbelow. 

Summoning an Animal Compan ion 
A druidsometimesseeks a fore st frien dto fol-
low himin his journeys. These animals are 
loyal, helpful, and caring. In order to find the 
best companion available in anunfamiliar are a, 
a druidmay perform a short summoning ritual. 
Caster Requirements: A druidof any le vel. 
TimeRequirements: This cere mony takes
abouthalf a day. 
Place Requirements: A deep fore st. 
Material Components: A pieceof chalk, a jar 
of honey, four le avesfromfour differe nt trees, 
a smooth rock, a blade of grass. 

The Ceremony: TheceremonY begins at dawn 
w ith the druidsetting outona th oughtful w alk 
in the forest. During this walk hemust acquire 
the four le avesto beusedin th eritual. A round
noonandaway fromcivilizationandroads, the 
druid must find a place to write, such as the 
trunk of a large tree, a boulder, ora sandy sur-
face. Once a suitable placeis found, the druid
takesoutthe chalk anddraws a triangle 
in scribed in a circle. Aftercompleting the 
draw in g, a smooth stonemust beplaced in the 
center. Then the druidtakesseven steps away 

and sits down, placing the four leaves facing 
north, south, east, andw est around him. The
druidmust th en med itat eonth ede sire da nimal
companionfor one bour. Aftermed itation, the 
druidp lacessome boney onhis to ng ue, being 
care ful not to swallow it. Then, holding the 

blade of grass with both hands, the druid blows 
through itlike a w his tle. Thegrass emits a 
shrill soundth at echoesformilesa round. If th e
de sired animal companionis w ith in lOmiles, it
speeds to the druidw ith allhaste, arriving in 
ld4 min utes. The summoned a nimal is a fine
specimen that has +2 to the ability SCore of the 

druid's choic e. 
Ritual DC15. 

Planting in a Sacred Grove 
Thebackbone of druidic faith is the purity of 
nature and the clarity onegains fromembrac-
ing it. All druids have one place that they turn 
to for med itationandreflection. A sacredgrove 
is to a druidas a templeis to a cleric. They are 
p lacesof pow er, beauty, and know le dge. A nat-
urally form ed grove takescenturies to grow, 
but a druidmay shape and de velopa new one 
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more quickly. These groves repre se nt the 
labors of the druid's life and are not just creat-
ed anywhere. A druid often scours far and wide 
to find newplants and newdirt to strengthen a 
newsacred grove or re pair a damaged one. 
However, the druid must sanctify and bless 

each new plant and clump of earth to keep the 
balance of a grove intact. 
Caster Requiremen ts: A druid that can caM
hallow and plant grow th. 
Time Requirements: This cere mony takes a 
little less thanonehour to complete. 
PlaceRequirements: A sacred grove. 
Material Components: TheneWplant or dirt, 
a woodenbowl, fresh springwater, and a pinch 
of sund ust. 

SunduMis duMthat has beenheld und er a sun-
beampeekingthroughthe leaves of a tree at 
d usk. 

Preparations: Thenewplant or dirt must be 
placed ina wooden bowl and prayed over for 
tenminutes. 

The Ceremony: Once preparations are com-

plete, the bowl is placed upon the ground and 
the druid slowly dances around it. After d anc-
ing se ve ncompletecircles around the bowl, 
she sprinkles fresh wat er over it and prais es the 
rain for giving life. She then dances seven more 
circles a round the bowl ' A fter the se COnd 
dance, she sprinkles the SUnd ust over the bowl 
and praises the land and sun for givingstrength 
and prosperity. Again, she must dance seven 
times around the bowl. After the final dance, 

she casts hallow and plant growth over the 
bowl 'The new plant or dirt may now be carried 
into the grove for planting. 
Ritual DC10. 

The Shattering 
Many druids have little use for weapons of war
and see such instrumen ts as dangeroUSto 
nature. Power ful relics or holy items, whether 
good or evil, can be ve ry deMructive and these 
druids would prefer to eliminate such things. 
Druids of the WhiteLady use the Shatteringto 
destroy minor holy relics, weapons or a rmor 
with a +2 bonusor less, and minor wondrous
items. 
Caster Requireme nts: Three 5th-leveldruids 
that can caMcall Iightning, produce flame, and 
soften earth and stone. 
Time Requirements: This ceremonY be gins at 
mid night and lasts for onehour. 

Place Requireme nts: A grove inwhichthe re
are currently no magical items or e ffects. 
Material Components: Three hand be lls and a 
block of limestone uponwhichthe itemcan be 

placed

Preparations: The holy itemmust be placed 
onthe block of limestonewith wide ningcircles 
of mud sme ared a round it. 

The Ceremony: The ceremony begins at mid-
night with the druids ch ant ing prayers of peace. 
Each druid rings one bell and walks around the 
holy itemcounter-clockwise. After 15 minutes, 
all three druids turn, face the holy item, and cast 
soften earth and stone onthe limestone. As the 
holy itemslowly sinks into the limes to ne, the 
druids returnto walkingand ringingthe be lls, 
only this ti-they move clockwise around the 
item. A fter I5 more minutes, the druids turn
again and castproduce flame to harden the lime-
stoneand solidify the holy itemwithin. The 
druids then re turn to walking and ringingthe 
be lls ina counter-clockwise dire ction. A fter l5 

more minutes, the druids stop, face the holy item, 
and cast call lightning onthe limestone. If the 
holy itemis not too powerful, the lightning 
destroys the iternal ong with the stone. 
Ritual DC28. j
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Paladin Ceremonies 
Paladins are warriors for justice and therefore 
walk a difficult path. Most paladins have a 
patron deity who gives them guidance and 
strength. Each deity has rules and codes that 
thepaladin m ust uphold in order to maintain 
his powers. his a strict life, but a good one for 
those Who can Walk it. As champions of stric-
ture and lawfulness, paladins have them ost 
formal ce re m onies of all the divine characters. 
Some paladin ce re m onies are described below. 

Paladin Leveling Ceremony 

When a paladin achieves enough experience to 
advance a level, he m ay performa leveling ce r-
emony. The benefit of performing theleve ling 
ce re m ony is that thepatron deity oftenre wards 
its hum ble se rvant. The paladin could re ceive 
thefull hit points possible for thenew level, a 
magical item, a bonus to anability, or any other 
possiblere ward. Individual rewards are up to 
theDM, and most of thetime they re flect some 
aspect of thepaladin 's god. Of course, placing 
ones elf in judgme ntrisks thedispleasure of a 
patron aswell. If the DM thinks that the-
adin has not lived up to his code then he might 
penalize thecharacter in some way. 
Caster Requirements: A paladin who has 
re ceived enough experience to gain a level. 
TimeRequirements: This cerem ony lasts two 

ho urs. 
Place Requirements: A templeto thedeity of 
thepaladin. 
Material Com ponents: The paladin m ust 
donate at least l0% of his wealth to thetemple
at whichthece re m ony is performed. 
Preparntions: Upon achieving enough experi-
ence for a new level, thepaladin declares that 
he Wishes to performa leve ling ce re m ony. He 
does not goup a new level at that time and 
re ceives no ne wexperience until finding a tem-

pleto his deity. 

The Cerem ony: The paladin m ust enter the
tem pleand m ake his donation. The ce re m ony 
begins asthepaladin goes to thehe adaltar, 
re m oves any helm et or _and places his 
weapons ontheground. The paladin prays for 
two ho ursgiving thanks for his courage, power, 
and theble ssings of thedeity. If thepaladin 
shows proper re spect and good ne ss of charac-

ter, a holy light fills thechamber for a few 
mom ents asthepaladin re ceives his reward. 
Ritual DC15. 

Atonement for a Fallen Paladin of Sulis 

If a paladin of Sulis, goddess of healing, loses 

sight of ber duties and performs anevil and 
hurtful action, thedeity m ay strip thepaladin of 
ber ho ly powers. Sucha blowsom etim es drives 
thepaladin to beco me a blackguard or a wor-
shiperof thedark arts. However, theex-paladin 
m ay attempt themore difficult pathand attempt 
to at o ne for her sins. 
Caster Requirements: Only a fallenpaladin 
can conduct this ce re m ony. 
TimeRequirements: This ce re m onY lasts onlY 
one night but thepreparations can take months 
or y ears. 
Place Requirements: A tem pleto thedeity of 
thefallen paladin. 
Material Com ponents: Three sym bols (one 
eachof streng th, ho no r, and love), a pair of 
white glove s, anexpensive outfit (200 gp), a 

pitcher of black ink, and a pitcher of holy 
wat e r. 

After being stripped of her power, anex-pal-
adin must seek outa priest of her deity and con-
fess her sins and crime. After hearing thecon-
fession, thepriest directs thepaladin to com-
pletethree unique que sts. She must re turn from 
these ques ts with three ite ms: a symbol of 
strength, a symbol of ho no r, and a symbol of 

love. 

Preparntions: Before performing thece re m ony, 
thepaladin m ust confess to a priest, com plete
three unique ques ts, and abstain from food or 
drink for one day before thece re m ony. 

The Ceremony: The ce re m ony begins at a 
time appropriate to thefaith, at thetempleof 
thepaladin's deity. The paladin first kisses the
floor before thealtar and then puts onthewhite 
gloves and dips them into theink. For therest 
of thenight, thepaladin kneels before thealtar 
and prays for forgiveness. At dawn, thepaladin 
stops praying and dips thein k-stain ed gloves 
into thepitcher of holy water. If thegloves 
come outcom pletely clean, thepaladin is for-
given and thepaladin's powers are re store d. If 
thegloves re m ain staine d withink, ho wever, 
thepaladin is not forgiven. 
Ritual DC: 20. 

Ranger Ceremonies 
Hidden from civilization, rangers have fewce r-
emonies, and they are usually introspective. 
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Rangers do not gather together and therefore
have no group ceremonies. Most rangers have 
no use for such rituals and se e the mas unnec-
essary displays of wors hip. All rnnger cere-
monies are short, tothepoint, and rarely 
impressive. Some rnnger ceremonies are listed 
below. 

Preparing for Battle 

If provoked, a rnnger can fight with unusual 

strength and resolve. By performing a small 
preparation ceremony, thernnger may tem-
pornrily ch angea first favored enemy. For 
example, BremWhitestaff, a 4th-levelranger, 
intends tocombat some goblins thathave rnv-
aged his forest. Although his chosen favored 
enemy is giant spiders, Bremcan temporarily 
substitutegoblinoids for spiders throughthe
preparationceremony. Arnnger usingthis cer-
emonY can als otarget individuals, whether 
monst er or humanoid. 
Caster Requirements: Arnnger who has been 
wronged ina pers onal way. 
Time Requireme nts: This ceremony takes 1O
minutes. 
Material Components: Apieceof thenew
creature(any sample will do for a general tar-
get, toswitchtoanindividual target thernnger 

must have something pers onal fromhis intend-
ed foe), heliandye, a fire, and a d agger. 

Heliand ye extract is used tomake a thick, red 
dye used by wildemesswarriors as camouflage
and decoration. To make thered face paint, the
rnnger must track do wn thetwo-leafed helian
bush and cut off a single branch. AWildemess
Lorech eck (DCI5) enables a ch aract er tofind 
theplant. Grind ing thele aves intoa powder 
and mixing it with water produces a mild face
paint thatwears off ina fewdays. 

The Ceremony: Thernnger first mixes thered 
paint and uses a stick or brush tomark his face. 
Thenthernnger holds theidentifying object of 
thenewcreature and concen trates his anger onit 
for IOminutes. Oncethefocus is comple te, the
ranger must take his knife, slash theobject in
half, and toss the_es into thefire. The change
of first favored enemy lasts for one day + one day 
per Charisma modifier beforeretuming back to
no rmal. All other favored ene mies sh ift do wn 
one step, sointheabove example giant spiders 
WOuld become thesecond favored enemy. If gob-
lins werenot al readya favored enemy, the
ranger's most recently select ed enemy would 
temporarily disappear fromhis list. 

Ritual DC: l8. 

Purifying the Land 

Druids and rangers tend tosee themselves as 
guardians of natureand defenders of life, but 
when crea turesor natural d isasters d is turb the 
land it can take years or sometimes centuries 
for theland torepair itself. Rangers usea small 
purificationceremony tohelpspeed thehealing
proCes s. 

Caster Requirements: Arnnger who can cast 
plant growth. 
Time Requirements: This ceremonY takes le ss 
than5 minutes. 
Place Requireme nts: Theinjured land. 
Material Components: Fresh water and 

nature's k is s. 

Nature's k iss is a bag of mixed see ds specially 
prepared and bless ed. Thesee ds of 1Odifferent 
plants are gathered together and left ina pile 
under a sacred grove for one nigh t. While the
see ds are still cove red with themoming dew, 
they are gathered together and placed ina bag. 

The Ceremony: The rnnger begins by sprin-

kling thenature's kiss over theland and fol-
lowing it with thewater. The ranger then casts 
plant growth OVer theare a. Within se conds of 
comple tingthespell, newsprouts e me rge from
the lan d. 

Ritual DCI0. 
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Chapter Three 

of 

Ward Magic 
This section presents a new magic itemcre- 
ation system. The text of this section is desig-
nated as Open Game Content. 

Weave Wards [Item Creation]

You can create semi-permanent areas of magi-
cal effect by tying spells to a particular location 
via w a rdstones. 

Prerequisite: Intelligence l3+, arcane spell-
caster level 5th+. 
Benefit: You can imbue a location w ith a range

of Abjuration and Divination spells by W eaving 
a wardinto a central arcaneanchor point. 
Warding a location takes lday per 1,000 gp in

the ward's base price. To weave a ward, the 
spellcaster must spend l/25 of the ward's price
inXP and use up raw materials costing half of 
this price. See page 85 for details on pricing 
wards. The market value of w eaving a wardis 
equal to its base price. 

Anew w ard has 50 charges. 

Any wardthat stores a spellw ith a costly 
mat erial component or anxp costalso car-
ries a commensuratecost. Inaddition to the

costs derived fromthe baseprice, you must 
expend the mate rial component or pay the XP 
whenw eaving the w ard. 

Wards 
Awardis a location-bas ed enchantment that, 
w he n use d inconjunction w ith a band held 

ward token, may be use d to castpre-determined 
spells muchlike a staff. An activew ard might 
repel evil creatures or it might allow a to ken 
bearer to shrug off the effects of a fireball. 
Whilemany common wards bavebeen stream-
lined into everyday spells suchas arcane lock 
and glyph of warding, othe rs requireextensive
preparation and expensivecomponents. 

Wards a reactivated and cont rolled via ward 
tokens, smallmagical devices that arecrafted at 

the time of a ward's creation. By holding a 
to ken forth, its bearer may dischargethe w ard's 
spells. Ward spells may be used by more than 
one pers on at a time, as long as eachis holding 
a to ke n. 

The rearetwo types of w ard to ke ns. Keyston es 
channel low-level spells (up to 2nd level). The y 
may be used by anyonebearing the to ken, but 
the bearer must spend at leasto nehour within 
the wardto attunehimself to a particular ke y-
ston e. After attuning himself he may leave the 

84



ward without having to reattune when here-
enters the ward. The bearer may choose up to 
three spells that hewill be able to activate when 
hefirst attunes himself to a particular ward . He 
may reattune himself to a ward atany time, 
allowing himto change his available spells. 

Master keY stone s, the second type of ward 
token, are morepotent, and allowtheir be ar ers 

to fully access allof a ward 's powers. Only 
spellcasternof the same type (arcane or divine) 
as the ward weaver may use a master keystone. 

Physical Description 

Wards may be visible or invisible atthe 
weaver's pleasure. Visible wards appear as 
complex and color ful runes and icons painted 

ona wall, floor, or other feature of the target 
location. Ward tokens may be fashioned from
stone, wood, met al, or whatever material 
appeals to the caster. Sword pommels are pop-
ular choices for gua rds protecting a ward ed 
gate. Tokens are covered inrunes thatbind 
them to their wards, but they do not reveal a 
particular ward 's capabilities. 

Identifying Wards 

Any spellcaster with the Weave Ward featmay 
readily discemthe functionof any ward hecan 
see. He must make a Spellcraft check to do so, 
and for eachpoint by which heexceeds 20 on
the check hecan identify onestored spell, start-
ing with the least powerful and moving up. 
Other means mustbe used to d etermine the 
functionof invisible wards. Rendering the m
visible by suchspells as dispel magic or true 
seeing is the most straightforward met hod. An 
identify spellallows the caster to determine one 

spell per caster level, startingwith the least 
powerful. Adetect magic spellindicates the 
presence of aninvisible ward, but reveals nei-
ther its formnor function. Ward tokens may 
likewise be identified and linked to specific 
Ward s. 

Activation 

Wards use the command WOrd activation 
met hod, so activating a war d's spellis usually 
a stand ard actionthatdo es not provokeattacks 
of opportunity. If the spellbeing casthas a cast-
ing time long er than1 action, of course, it takes 

that long to cast the spell from the ward. To
activatea ward, the bea-of a to ken must be 
holding the ward token and be within the 
ward 's radius, usually 30 ft. fromthe anchor 

stone. Spells are cast atthe level of the original 
weaver of the wa rd. 

Weaving Wards 
Toweave a ward, the caster needs a supply of 
special arcane inks and dyes, brushes and scrib-
ing tools, and relevant spellcomponents. The
costfor the materials is subsumed inthe cost
for creating the ward . Weaving a ward costs 
1 00 gp per level of the highest-level spellinthe 
ward times the level of the caster, plus 75% of 
the value of the next most costly ability, plus 
50% of the value of any other abilities. Zero-
level spells count as one-half whenfiguring 
costs based onspell level. Wards have 50 
charges When created. 

Thespellcaster can reducethe costof creating 
a ward by having powers drain twOcharges 
Wheneverthey are use d. For eachpower that
uses two charges instead of one, reducethat
power's costby 50 %. Asing le functioncan 
cost no more than two charges. The caster level 
of allspells ina ward must be the same. 

Theward weaver must prepare the spells to be 
stored inthe ward each day, or must know the 
spellinthe case of a so rce-or bard. He must 
alsoprovide 50 of each component necessary 
for eachspell. If casting the spellwould reduce
the caster 's XP total, hepays the cost (multi-
plied by 50) up onbe ginning the ritual inaddi-
tionto the xp for weaving the ward. Material 
components thususe d are cons umed when he
be gins writing the ward. Theact of weaving the 
ward trigge rnthe prepared spells justas if they 
had been cast, making the munavailable for 
thatd ay. 

Weaving a ward requires oneday for each
1 ,000 gp value of the completed war d. It takes 
a minimumof o nedaY to weavea ward. 

The war d must be inscribe d on an a rcane 
anchor point, animmovable object or featureof 
a structureor the land scape SUchas walls, pil-
lars, flagstones, and caveentrances. Living 
objects such as trees may not serve as an
anchor point, nor may a surfaceor object 
al ready bearing so me enchant ment. If an

anchor point is moved, its ward sfail immed i-
atel y; be ar ers of its to kens are immed iately 
awa reof a wa rd 's d es tructio n. 

Wards extend 30 ft. inalldirectio ns from
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the anchor point, and pass through all non-
magicall y shielded materials and barriers with-
out impediment. Activating a ward froman
upper or lower fuor is the reforepossible. This 
range may be extended in in crements of lOft., 
but every extension adds 20% to the cost of the 
ward, calrolated separately. 

Acaster may createa number of keystones 
equal to his spellcaster level, one of which may 
be a master keY stone for every three levels of 
spellcasting ability. At leastone master key-
stone must be created. Each to ken of eith er 
typewsts 15 XP and 50 gp in materials to cre-
ate. These wsts in gold and xp are in addition 
to the wsts in rorred during the ward's creation. 
It adds one day to the Ward's creationtime for 
every four ward to kens created. 

Like most charged magicitems, wards fade 
away in to nothin gness when their charges are 
expende d. Intellige nt wards are the only excep-
tion. However, as long as a ward retains atleast
one charge, it may be rene wed by a spellcas ter 
of equal or greater power than the one who cre-
ated it. Theweaver must possess a master key-
stone for the ward in ord er to unde rtake this 

task. 

Recharging a ward requires the spellcaster to 
go through the entire creationprocess again, 
except that this time the process costs only a 
fractionof the original ward's wst. This wstis 
equal to the percentage of charges thatare 
being restored. Both the gold and XP costs 
must be paid again. The caster must restore the 
ward fully each time, nomatter how many 
charges remain. Material wmpone nts are 
required for every charge to be restored. New 
ward tokens may not be created in the renew-
ing proces s; if the caster de sires moreto kens, 
his only optionis fully discharging the existing 
ward and weaving a ne wone with the de sired 
number of to kens in its place, atfull wst. 

Ward Spell List 
Most Abjurationand Divin ationspells listed in 
the PHB are eligible for in wrporationin to 
wards. Several of the ne wspells presented in 
Chapter One are also included in this listand 

are marked by an(*). 

0-Level 

detect magic, detect poison, read magic, 
resistance. 
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1st-Level 

alarm, comprehend languages, detect undead, 
endure elements, hold portal, ident ify, 
protectionfrom chaos, protection from evil, 
protectionfrom goad, protectionfrom law, 
shield, true strike. 

2nd-Level 

arcane lack, detect thoughts, protectionfrom 
arrows, resist e lements, see invisibility, tongues 

(Brd). 

3rd-Level 

dispelm agic, m agiccircle against chaos, 
m agic circle against e vil, m agic circle against 
goad, m agic circle against law, protect ion from 
elem ents, shadow sight *, tongues (Sor/Wiz). 
zone of visibility * 

4th-Level 

break enchantm ent, detect scrying, m inor globe 
of invulnerability, privacy*, repel undead*, 
stones k in. 

5th-Level 

dism issal, greater dispe lling (Brd). Rary's 
telepathic bond. 

6th-Level 

analyze dweomer, antimagic field, globe of 
invulnerability, greater dispel ling (Sor/Wiz), 
repulsion, true see ing. 

7th-Level 

bonishm ent, spell turning. 

8th-Level 

prismatic wall, protect ion from spel ls. 

9th-Level 

prismatic sphere. 

Example Wards 

Banker's Ward 

Well-to-do citizens requiring magical security 
for lockrooms or living suites often find minor 
wards an economical option. The banker's 
ward offers a mnd icumof security, and is 

usable by nearly everyone ina positionto need 
one. 
Tokens: 1 keystone, 1 masterkeystone. 
Radius: 30 feet. 
~ Alarm (1 cha rge) 
~ Endure elements (1 charge) 
~ Hold portaI(1 charge) 

~ Protectionfrom chaos (1 charge) 
Caster Level: 3rd; Prerequisites: Weave Ward, 
alarm, endure elements, hold portal, protection

from chaos; Market Price: 825 gp. 

Greater Gate 

Large cities often ward their gates to allow for 
defense an d ready interrogationof suspicious 
passersby. The greatergate ward actually con-
sists of twooverlapping wards, one intended 
primarily for use by g ate wardens to interact 
with travelers, and the other for use by city 
spellcasters during an attack. Splitting the 
wa rd s intwomakes it much morecost e fficie nt 
to renew charges for the left gate ward, which 
is inuse much more than the right. This ward 
would se rve just as well for the gate to an evil

despot's fortressby exchan ging the m agic cir-
cle against evil for a m agic circle against good. 

Left Gate: 
Tokens: 9 key stone s, lmasterkeystone. 
Radius: 30 feet. 
~ Alarm (1 cha rge) 
~ Comprehend languages (1 charge) 
~ Detect m agic (1 charge) 
~ Detect thoughts (1 charge) 
~ Hold portal (2 charges) 
~ Protectionfrom arrows (1 charge) 
Caster Level: 5th; Prerequisites: Weave Ward, 
alarm, comprehend languages , detect m agic , 
detect thoughts, hold portal, protectionfrom 
arrows; MarketPrice: 3,000 gp. 

Right Gate: 
Tokens: 3masterkeystone s. 
Radius: 30 feet 
~ Protectionfrom elem ents (1 charge) 
~ Magic circle against evil (1 charge) 
~ Minor globe of invulnerability (1 charge) 
~ Rary's telepathic bon d (1 charge) 
~ Tongues (1 charge) 
Caster Level: 9 th; Prerequisites: Weave Ward, 
m agic circle against evil, m inor globe of invul-
ne rability, protection from e lements, Rary's 
telepathic bond, tongues; Market price: 
1 1 ,4O0. 
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Jester'S Knot 
An invisible sentinel, the jester's knot ward 

stands guard OVer a rule r's throne. His gua rds 

and advisors, who flank the throne while he 

holds rourt, are ever ready to tap into its power 

to defend their liege or support him in interact-

ing with petitioners and ambaSSadors. 

Tokens: IOkeystone s, 5 master keystone s. 

Radius: 30 feet. 

magic circle against evil, repulsion, shield, 

Spell turning; Market Price: 25,450gp. 

Lesser Gate Ward 

For fortresses that a dmit fewstrangers or to wns 
inpeaceful are as, the le sser gate ward offers a 
variety of services and prote ctions for a fair 
price. 

Tokens: 6 keYstone s, 3 master keystone s. 

Radius: 30 feet. 
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underground iron door set directly into the 
mountainside, is wily and evil, and even above 
its hatred desires to recover one of its master 
keystones so that it might be recharged. It is 
willing to reve al hidden caches of orc treasure 
for those willing to se arch for it. It speaks 
Common, Orcis h, and Goblin. The Maw has 14 
charges remaining. 
Tokens: 50 keystones, 5 master keystones (pre-

sumed lost). 
Radius: 30 feet. 
~ Alarm (1 charge) 

~ Comprehend languages (1 charge) 
~ Hold portal (1 charge) 
~ Magic circle against good (1 charge) 
~ Magiccircle against law (1 charge) 
~ Protection from elem ents (1 charge) 
~ Break enchantment (1 charge) 
~ Detect scrying (1 charge) 
~ Stoneskin (1 charge) 
~ Dismissal (1 charge) 
~ Greater dispelling (1 charge) 
~ Analyze dweomer (1 charge) 
~ True seeing (1 charge) 
~ Banishm ent (1 charge) 
~ Repulsion (1 charge) 

Gormash's Maw: SA: Speech, see invisible, 
sense motive, true seeing; special purpose 
power: disintegrate elves (DC15); AL CE; Int 
l4, Wis l6, Cha l4. Ego 45.
Caster Level: 15th. 

Chaos Magic 
This se ctionprese nts ane wspellcasting option
for arcane spellcasters. The te xt of this se ction
is designated asOpen Game Content. 

There is great power locked inthe se ething 
energies of the cosmos. Those wholearnto 
unleash this chaos are capableof impressive 
effects, though this craft lacks the dependabili-
ty and safety of other types of magic. 

Gaining Chaos Magic 
Only arcane spellcasters may wield chaos 
magic. A character must takethe Chaos Magic 
feat inorder to wield the se forces. The reafter, 
so rcerers may designateany ne wspells known 
slots aschaos slots, designating asing lechaos 
spellashis choice. Wizards may learnchaos 
spells normally, and the wizard can choose to 
learn achaos spell asone or both of the new 
spells he gains at each level. A character who

takes Chaos Magic at or be fore his first level of 
aspellcasting class may be come achaos mage. 
All spells of achaos mage must be chaos 
spells, but the chaos mage has great er control 
over them. 

chaos Magic [General]

This feat allows thecharacter to castchaos 
spells. 
Benefit: Thecharacter may nowchoose chaos 

spells any time he gains anew spells known 
slot or learns ane wspell. If the character 
choose s this at or be forehis first level of a
spellcasting class, he may become achaos 
mage. 
Normal: A spellcaster must choose specific 

spells to fill his spells known slots, and may not 
chOOse to castchaos spells. 

ChaoS SpellS 

A wield er of chaos magic aims to shape the 
fundame ntal en ergies of magic into d iscernible
effects. Chaos spells are thenreally justcon-
trolled explnsions of rawmagic. Where asa
normal spellcaster performs gestures and 
speaks words inorder to precisely draw upon
the correctmixtureof eleme ntal magic forces, 

achaos mage taps into one type of magic in
order to releaseits effects ontheworld. 

Newchaos spells still need to be rese arche d, 
but the rese arch takes adifferentpaththanfor 
traditional wizards. Normally awizard must try 
to understand the complex move ments and 
compone nts necessary to shape their spells. In 
order to understand achaos spellthe wizard
must come to understand the prope rties of ele-
mental magic and howto tap into distinct
arcane effects. Only then can he release those 
elemen ts of magic that he wishes to manifest. 

Spell Forms 

All chaos spells have acentral focus. This 
focus may be purpose (Damage, Aid, Enhance, 
Learn, Communic at e, In fluen ce), eleme nt
(Frost, Force, Fire), or another aspe ct(Hand, 
Sphe re, Necromantic, Color, Shadow). Other 
foci are possibleasthose previously give n rep-
rese ntonly afractionof the applicatinns of 

magic. 
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Chaos spells also have an effect type: harmful, 
helpful, or neutral. Harmful spells interfere 
with others, either throughdamage, enchan t-
ment, illusion, or other harmful effects such as 
ability drain. In general, ch an ging something 
dramatically is considered harmful, as is sum-
moning a creature to .ack o ne's enemies. 
Helpful spells protect an d aid, such as bull's 
strength or stoneskin. Spells that enhan ce 
mobility such as fly or expeditious retreat are 
also considered helpful. Neutral spells ch an ge, 
communicat e, or have other functions that do 
not dire ctly helpor harm. Most spells that 
enhan ce communication, scrying, an d the like 
are neutral spells. Tran sformations are usually 
considered neutral as well. Some examples 
includealarm, erase, faerie fire, light, mes-
sage, and phase door. Some spells may seemto 
fall inmore than one category. In this case the 
DMmay decideto allow the mina ch aos spell
of either type, or inneither if he feels the spell
is inappropriate. 

Chaos spells each have six manifestations. A 
manifestationis a re gular spell, and may be 

from any arcane spell list. The spell 's focus and 
effect ty ped etermine the logic be hind what 
manifestations are possible within a particular 
ch aos spell. All of the manifestations ina par-
ticular chaos spell need not be of the same 
le vel. Spells chosen may be of up to one level 
higher than the ch aos spell le vel, as long as the 
average spelllevel of allthe manifestations is 
equal to or lower than the level of the chaos 
spell,So, a 5th-level ch aos spellcould have 
two 4th, two 5th, an d two 6th-level manifesta-
tions. The level of the chaos spell itself is one 
level helOW the highe stlevel spellincluded. So, 

a chaos spell with two 1st, two 2nd, and two 
5th-level spells would be a 4th-level ch aos 
spell, even though the ave rage level of the 
manifestations is only 2.6.

The level of the manifestationcast, rather than 
the level of the ch aos spell, is used to determine 
alleffects that utilize the spell level, such as the 
save DC

Sample Chaos Spells 
The Myriad Evasions 
Ist-level protection-helpful ch aos spell
endureelements, expeditious retreat, mage 
armor, obscuringmist, protectionfromgood, 

shie ld 

Whe el of Woe 

Ist-level harmful ch aos spell
burning hands, cause fear, color spray, magic 
missile, ray of enfeeblement, sleep 

En tranceme nt 
2nd-level harmful ch aos spell, bard onlY 
blindness/deafess, daze, enth rall, hold person, 
scare, sleep 

Doctrine of Flame 

3rd-level fire-harmful ch aos spell
burninghands, fireball, fire shie ld, flame 
arrow, flaming sphere, pyrotechnics 

The A ll Call
3rd-level summoning-harmful ch aos spell
evard's black tentacles. summonmonsterI-IV, 
summonswarm

Invocation of Dreams 

3rd-level mind-harmful, sor/wiz onlY 
daze, detect thoughts, dream, nightmare, sleep ' 
suggestion

A rcane Wall 

4th-level wall-neutral, sor/wiz onlY 
wall of fire, wall of ice, wall of iron, wall of 
stone, wallof force, wind wall

Lesser A rcane Sphe re

4th-level spher e-helpful, sor/wiz onlY 
fireball, flaming sphere, invisibility sphere, 
minor globe of invulnerability, otiluke's 

freezing sphere, otiluke's resilient sphere 

Ser pent 's Journey 
4th-level trave l-neutral, sor/wiz only 
dimensiondoor, expeditious retreat, fly, 
phantomsteed, shadowwalk, teleport without 
error

Temporal Dissuasion 
4th-level helpful, sor/wiz only 
expeditious retreat, feath erfall, haste, mass 
haste, slow, timestop 

A rcane Manus 

5th-level hand-barmful, sor/wiz onlY 

bigby's farcefulhand, bigby's grasping hand, 
bigby's interposing hand, fingerof death, mage
hand, spectral hand 

Greater A rcane Sphe re

6th-level sphe re -helpful, sor/wiz onlY 
delayed blast fireball, globe of inVUlnerability, 
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invisibility sphere, otiluke's freezing sphere, 
otiluke's resilient sphere, prismatic sphere 

Effusion of Death 
7th-level death-harmful, sor/wiz only 
circle of death, cloudkill, finger of death, 
horrid wilting, power word kill, wail of the 
banshee 

Casting Chaos Spells 
A chaos spell is treated normally in most ways, 
in cluding the use of metamagic to alter the 
spell . The main difference is the random effect 
generated eachtime the caster attempts to 
wield it. Each time a chaos spell is cast, the 
caster mustroll on the Chaos Effect table. 

Table 3-I: Chaos Effect 

d20 Result 
I Spell fails, noe ffect is generated. 
2 Spell I'harmful mutation 
3 Spell 1,nomutation 
4 Spel l I'beneficial mutation 
5 Spell 2, harmful mutation 
6 Spell 2, nomutation 
7 Spell 2, beneficial mutation 
S Spell 3'harmful mutation 
9 Spell 3,nomutation 
10 Spell 3'beneficial mutation 
II Spell 4, harmful mutation 
12 Spell 4, nomutation 
13 Spell 4, beneficial mutation 

14 Spell 5, harmful mutation 
15 Spell 5, nomutation 
16 Spell 5, beneficial mutation 
17 Spell 6, harmful mutation 
18 Spell 6, nomutation 
19 Spell 6, beneficial mutation 
20 Roll again, spell generates spon taneously 

and does not use up the mage's spell slot. 
Ignore rolls of Iand 20on the reroll. 

Harmful Mutations 
d6 Result* 
1 Duration halved (spells with a duration of 

Instantaneous are simply lost). 

2 Range decreased by one step (short 
becom es to uch, to uch becomes self; 

spells with a range of self are simply lost, 
asare spells whose target is out of range). 

3 Casting time increased by one step (a free 
action becom es one action, one action 
becom es full round, etc.). 

4 Shapeof e ffect changed in a harmful way
(line becom es burst, burst becom es line, 

5

6

cone becom es cylinder, etc.). 
Save difficulty reduced by 5(if nosaveis 
normally allowed, the creaturegains one 
appropriate to the spell ). 
Harmful e ffect (heal reversed to harm, 
attack targets self or ally, ability increase 

becom es d ecrease, etc.). 

Beneficial Mutations 
d6 Result* 
I Duration doubled (instantane ous spells 

a ffect the creaturein the following round 
asWell ). 

2 Spell e ffect increased by +50%~
3 Casting time halved (full round becom es 

one action, one action becom es free 
action ). 

4 Shape of e ffect changed in a beneficial 

way. 
5 Save difficulty increases by 5. 

6 Beneficial e ffect (spell a ffects multiple 
targets, travels around obstacles, target 
fails saving throw, et c.). 

*If a mutation makes nose nse or is in applica-
ble, simply raise or lower the spell 's effect by 
50%, depending on the situation. 

Once the magic begins to take form, the caster 
can direct it properly, se nsing howthe magic is 
functioning. Decisions about the spell, in clud-
ing its target, are made after allrolls are fin-
is he d. Note thatharmful result 6cannot beuse d 
positively. An inflict reversed to he al must help 
an enemy, a he al reversed to inflict must burt 
the caster or an ally. The caster can decide 
which enemy or friend is a ffect ed, within the 

limits of the spell 's range or area of effect. 

Control Points 
Wielders of chaos magic become accustomed 
to altering undesirable e ffects in the in stant 
between the realization thatthe magic has been
warped and the manifestation of a spell. This 
aware ne ss is represe nted by control points. 
Choosing the Chaos Magicfeatgives a charac-
ter a number of cont rol points equal to his 
Wis dommodifier. Chaos mages alsogain two
cont rol points per claSS le vel, starting atfirst. 
Con trol points are replenished atthe same time 
eachday that the spell caster regains his spell s. 

A spell caster mayspend a control point to 
alter h is roll on the Chaos Effect table. He 

may spend nomore than one point per 
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spell. Spending a rontrol pointmoves his result 
up one step, so a harmful effect becomes no 
mutation, once no mutationbecomes a benefi-
cial effect. The caster must decidewhether or 
not to use a rontrol point before the DM makes 
any decisions about the result cithe mutation. 

Extra Control Points [General]

This feat gives extra control points to a mage 
wielding chaos spells. 
Prerequisite: Chaos Magic. 
Benefit: Each time this feat is taken, the mage 
gains a number cirontrol points equal to his 
Wis dommodifier. 
Normal: A mage gains a number cirontrol 
points equal to his Wis dommodifier, plus 2 per 

level if he is a chaos mage. 

Chaos Magic and Magic 
Items 

Chaos spells may not be woven into magic items 

ciany type. Since the mage is dealing directly 

with fundamental magical properties rather th an 

the detailed and precise applicat ion cisuch, the re

is no way to place this into an item. 

Magic 
This sectionpresents rules for a newway to 
castspells. Thetext cithis sectionis designat-
ed as Open Game Content. 

Cooperative magic is a power ful newoption
th at allOws spellcasters to rombine th eir efforts 
to produce spectacular effects. Twocasters can 
createlarger an dmoredamaging spells by 
rombining th eir spellcasting efforts. 

Cooperative Magic [General]

This feat allows a charact er to rooper ate with 
up to one other spellcaster in order to produce 
results greater th an either rould achieve al one. 

Benefit: Up to two casters with this feat may 
castany spellth ey bothhave prepared as a sin-
gle spellwith any one Metamagic feat applied 
to the spell. The spellcasters donot have to 
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have the Metamagic feat they wish to apply to 
the cooperative spell. 

Casting a cooperative spell is a full round 
action, unless the spell being cast normally has 
a long er casting time, in which case that casting 
time still applies. Spells with a casting time of 
longer than one round add +5 to the initial 
Concentration check to cast the cooperative 

Spell . 

Spellcasters must be of the same type (arcane 
or divine) in order to cast a cooper at ive spell, 
but need not be of the same class. 

Using Cooperative Magic 
In order for a spell cast er to participate in a 
cooper ative casting, sever al conditions must be 
met. First, both participating spell casters must 
h ave the Cooperative Magic feat. This enables 
eachto underst and the complexities of in ter-
min gling his arcane components with those of 
the other cast er. Secon d, both spellcasters must 
cast their spells on the same initiative. This 
means that in most case s onecast er will have to 
ready his action and wait until the slower of the 
two be gins casting. The two spell casters must 
also be within lOft. of one another. If one or 
the oth er is move d more than1Oft. fromhis 
partner during the casting attempt, the casting 
process will be broken and bothcharacters will 
lose their spells. 

Once these conditions are met, the twocasters 
can be gin the cooperative casting. Each must 
make a Con centrat ion check (DC 1O+ the 
spell 's leve l) in or derto execute in unis on the 
advanced words and in tricate se mantics of their 
spell s. If bothcasters make the check, the 
enhanced spell goes off asdesired. If either 
cast er fails the in itial Conce otration check or 
has his spell in te rrupted (by taking damage, 
being countered, etc.) thenthe cooperative 
attempt is lost and bothcasters lose their spell s. 

If the spells gooff, the combined spell uses the 
aver age of the casters ' leve ls to dete rmine its 
cast er levelfor any re levant e ffects, in cluding 
cast er levelchecks to be at spell re sistance. All 
other e ffects, suchasrang e, area, or number of 
targets, are calCUlated using the highest of the 
cast er s' leve ls. The save DCto re sist or avoid a 
cooperative spell is lO+ the spell 's level+ first 
cast er 's ability modifier + 1/2 of se condcaster's 
ability modifier. The first cast er is the caster 

with the highe st relevant ability modifier. In 
addition, the casters may choose to apply any 
one of the following Metamagic feats to the 
spell: Empower Spell, Enlarge Spell, Exte nd
Spell, Maximize Spell. This does not cause the 

Spell 's levelto change. 

Countering COOperative 
Spells 

Witha higher degree of power comes a h igher 
degree of difficulty whe n attempting to dispel 
or counter cooperative magic e ffects. To doso, 
a spell cast er follows the counters pelling proce-
dure normally (PHB 152), but the DC of the 
Spellcraft roll to re cognize the spell being cast 
is increased to 20 + the spell's level. If the 
Spell craft check succeeds, the cast er re cog-
nizes the cooperative magic effect and may 

counter itnormally. 

Religion 
This se ction prese nts a discussion of religion in 

its many forms. The text of this section is des-

ignat ed closed COntent. All rules and te rmin ol-

ogy derived fromthe d20 Systemrefere nce 

Docume nt are designat ed asOpen Game 

Content. 

The typical viewof gods being worshipped and 
be stowing divine magic upon their clerics is 
onlY one of many re lationships be tween mor-
tals and supematural agencies. Paladinsenjoy a 
differe nt relation shipaschOsen defenders of 
the faith ful. Druids and rangers have a connec-
tion to the spirit of the earth and nature, gaining 
power fromanunders tanding of a fundame n-
tally spiritual World. 

Religionscan be describe d by three attributes: 
cosmology, order, and re lationship. Cosmology 
con cems the nature of wh at divinities a re and 
their placein the unive rse. Order distinguish es 
the s tructure and organization of divin ities. 
Relationship d etermin es the placeof mortals in 

religion. 

Cosmology 
In a detached cosmology, divinities or spirits 
are independent being s. The only distinc-
tion between mortals and divinities is a 
matter of power or substance. Divinities 

'
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are usually worshipped d ue to their strengthor 
unique abilities. Animism and ancestor wor-
ship are the most common religions with 
detached cosmologies. 

In a cosmology of rule, divinities are still 
somewhat independent, but they claimowner-
ship or respon sibility over someaspect of the 
world. This dominion may have an almost 
political dimension. If a divinity were 
destroyed, an other god or child of a god could 
take over that domain. This is most common in
polytheis m. 

Devasare spirits respon sible for creatingsome 
part of the universe. In a d evic system, divini-
ties are identified with the parts of the world 
that they are respon sible for creatingor main-
taining. If a d eva could ever be destroyed, some 
part of the world might cease to exist, which 
could cause larger problems unless the deva 
wasreplaced. This role for divinities is most 
common inpantheism, but somepolytheists 
an d an imis ts alsobe lieveit. 

In ic on ic systems, gods are representations of 
someessential aspect of the universe. They 
may not be truly independent beings, but will 
act assuchina way cons istent withtheir 
domain. Parlayingwitha god is thuscommuni-
catingwith the universe. An ic on ic god is 

essentially an avat ar of some non-an thropo-
morphic principle. If destroyed, a god will be 
replaced with an other representation. 
Polytheismor pant heism may embracethis 
concept, asmay dualism. 

Elemental gods are literal parts of the universe. 

A god of fire is fire, and is called forth when-
ever fire is created. Freque ntly suchgods can-
not be destroyed, or if destroyed, eliminate
someaspect of the universe. Elemental gods 
are most commonly regar ded inpolytheis tic
religion s. 

Order 
In equally ordere d religion s, gods or spirits 
havenodistinct supetiority over onean other. 
While somegods may be morepowerful and 

lesser beings exist, for the most part gods are 
justdifferent. This is common inpantheism, 
animism, and an cestor worship. 

In hierarchic al religion s, one group of gods is 
superior to the othe rs. They may have creat-

ed or given birth to the others, or simply may 
be the potent natural rulers of the gods. A reli
gion with one supremepower an d man Y le sser 
beings is called henotheism. Most polytheist 
systems are alsohenotheist. It is alsocommon 
inpant heis m. Man y systems that are typic ally 
called mon othe ist are technicallY henotheist, 
becausethey be lieve inle sser beings an d pow-
e rful spirits as will

Singular religions be lieve inonly onegod 
(mon otheism), d ualist intwogods or forces, 
limited religions have a list of nomorethan ten 
to twenty gods, and open religions havepoten-
tially hundreds or more. A religion with more
than twogods can be COnsidered polytheistic, 
though opennumbe red religions are common 
to an imism or pant heis m. 

Relationship 
In servile religion s, followersare servan ts or 
petitionersto the power of gods. Mortals are 
considered less er beings, and the help of divini-
ties is a favor to be granted only to the most 
faith ful. Man y types of religion havea servile 
relationship. 

In devoted religions, followersare morevalued 
by gods. Whether the divinities havea tenuous 
claimto their position or derivevital energy 
fromworship, the gods are protectiveof their 
followers. Divinities may be cruel or kind, but 
they care. This is most common inpant heism 
and ancestor worship. 

In independent religion s, the gods see the m-
selves asabovemortals. Somemay be friend 
mortals, somemay hunt the m, and many will 
simply ignorethe m. Gods respon d to proper 
requests due to spiritual laws, not out of love or 
fear. All religions may have this sort of rela-
tionship, though it is most common inan imis m. 

Doctrine 
Different shades of interpretation an d takes on 
religioustradition USually le adto doctrinal con-
flict. Somereligionsare moreopento diver-
gent views than others, dependingon their 
structure. Dualists a rethe le ast accommodat-
ing, with their viewof reality asa war be tween 
competingideologies. 

Mon otheists may be acceptingsolongasthe 
primacy of onegod is acknowledged. Some
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versions of polytheism, particularly those with 
strong pantheist elements, are themost open. 
Animists and ancestor wornhippernusually just 

ignore other doctrines. 

Standard clerics are dedicated to one force 
within thereligion. The religion may be poly-
theistic, animist, or a myriad of other forms. 
Though moreappropriate to se "ile or devoted 
religions, a dedicate d cleric in independent reli-
gions is allied or specialized in one type or 
group of being s. In thecase of animis ts, pan-
theists, and ancest or worshippers, thecharacter 
follows a patronspirit or totem. The cleric may 
also followa particular codeor ethos within a 
ftamework of a religion. In any case, theWor-

shipis singular. 

Standard clerics are also most likely d ualists. 
The division of good and evil, and theinflu-
enceof undead, sets up a cleardualism. This 
isn't a requirement, however. An animist cleric
thatis good simply chooses another relation-
ship with thespirits of thedead than ananimist 
clericof evil. 

Druids are not required to dedicate themselves 
to a sing le deity. They are ftequently animist, 
but may blendhe not he ism (mother earth, 
nature, or moon) or polythe is m, or shift in to a 
pant he is tic framewor k. Rangernare similar, but 
are morelikely to be henot he ists in a polythe ist 

framewor k. 

Paladins are dedicated worshippers, much like 
clerics. The irreligiousdoctrinesare nearly 
always monotheistic or he notheistic, but it is 
possible to have palad ins dedicated to holy 
work in animism or ancest or worship. 

~ivine Spellcaster 

Small Gods Disciples 
Not allsourcesof divine blessings are as potent 
and broad as those typically available to cler-
ics. Whether lesser gods of a polythe is tic reli-
gion, devas and totems of a paot he is tic reli-
gion, or power ful spirits of animismor ances-
tor worship, wornhipof lesspower ful beings 
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~god 
.Level 

Number of Number of 

~iples* ~shippers Necessary 
5 1
6

~

3 40O
7 7

11
8 4
9 5
10

!
11 127 24,700
12 255

&13 511
14 1,023 
15 . . ~:16 .1,636,900

18

E =19
20
21 131,071

22 ~ 5~~23 19
~:j~,10024 20

Table 3-2: Small God Qualities 

*Disciples refers to divine spellcasters. 

has its own merits. These less powerful beings 
of worship are known as small gods. 

Small gods are more likely to lend direct aid to 
their followers. They are concerned about the 
welfare of their people, though this can be a 
drawback at times. Small gods disciples are 
often subject to limits in howfar their power
may grow, but the benefits may heworth the 
limitation. Since small gods are more directly 
involved withtheir followers, they rnay expect 
rnore frornthernas well. Divin erna nifestations 
are rnuch rnore cornrnon for worship persof a 
small god, and the being may task his followers 
on a re gular basis. 

Most small gods can hebased on out siderslist-
ed in the core rules . Any creature of at least CR 
5rnay h ave a fewworshippers, but rnost are at 
leastCR 9. Truegods, by comparison, are at 
leastCR 24. Thechall en ge rating of a small 
god is used to d etermine various effects. 

Divine Special Quality 

AAsmall gods h ave the divine special quality. 

This quality all ows a small god to sense 

requests for in tercession and to channelthe 

powerof be lievers in to spells for her disciples. 
Thedornains that a small god rnay grant acce ss 
to are in dicated in pare ntheses. Divine crea-
tures act as their own divine focus for spell-
casting purposes. This quality is inheren tly 
linked to thenurnberof followers that thesrnall 
god has at any given time. 

Asmall god can support a pyrarnid of disciples, 

starting with one whois at leastfour divine 
casting levels belowits chall en ge rating. Each 
levelbelowthe firstdisciplehas twice as rnany 
as the previous. So a CR 18 small god could 
support one 14th-leveldisciple, two13th-level
disciples, four 12th-leveldisciples, and soon. 

For each levelof spellcasting disciple, there 
mustbe 100non-spellcasting mernbe rsof the 
religion. Worshippersprovide the spiritual 
en ergy that a spirit needs to hestowdivine 
rnagic. Asmall god can onlY delegateas rnuch 
spiritual en ergy as described above. Small gods 
with more worship persrnay controllargerter-
ritories, but can not ge neratemore en ergy for 
disciples. Truegods rnay h ave rnany guis es, 
and are worshipped across en tire worlds and 

possibly on rnany at the sametime. Not all 
small gods followthis pattern. In somecases, 
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gods can channel power to a smaller number of 
more power ful disciples. In this case, each shift 
down in the number of followers shifts up the 
highest follower level possiblefor that small
god

Killing off disciplesis aneffective way of 
elirnin at ing the power of smallgods. As the 
number of wors hippers drop, they support 

fewer disciples' As the flowof divine energy 
falters, some followers rnay lose higher level 
spells, while others rnay be stripped of their 
spellcasting abilities cornpletely. 

Disciple Abilities 

Smallgods disciplessacrifice long term power 
for more direct contact with their god. Only the 
rnost power ful smallgods are ableto grant 
acce ss to dornain spells and abilities, and the 

power of the spells they can grant is limited as 
well. However, smallgods are more likely than
truegods to intervene on be h alf of their disci-
ples, evenallowing the rnselves to be called 
with some frequency. Although the form that 
their aid takes rnay vary, smallgods disciples
be ne fit frorntheir rnore pers on al connection to 
their god. 

Intercession 
Once a week, any follower of a smallgod rnay 
pray for anin teroes sion. Thedisciplemakes a 
divine spellcast er level check again st a DC of 
the smallgod's CR +2. If successful, the divine 
being directly aids the wors hipper in some way. 

A charact er rnay attempt rnultiplein teroes sion 
calls during a week, but each additional attempt 
in the same week (regardless of previous suc-
ce ss or failure) adds a curnulative +5 to the DC
Most smallgods willget annoY ed at this, and 
oftenin dicate their displeas ure at being hound-
ed by their followers 

If successful, the deity willin tervene in some 
fashion. At the ve ry least, a helpful effect is 
generate d, which rnay rangeanywh ere frornan
orison to the smallgod itself showing up and 
as sisting directly. Under some circurnst ance s, a 
small god willnot re act imrned iately but 
choose to act later. A dditionally, if the event is 
important to the god in ques tion, it rnay choose 
to in tervene with noform al re quest. Smallgods 
can and dointervene when the fate of a com-
munity is at st ake, or whenrival gods or other 
power ful beings are attacking their followers . 

It must be stressed that rnost gods prefer to 
work through others. Muchof the point of 
g ranting spells and powers to followers is so

that they may perform the will of the god. A 
clericthat as ks for in tervention continuatly 

rather than using the gifts his god has granted 
hirnrnay be re quired to fulfill anatonement. 

In animist or panthe ist religion s, the spiritsdo
not necessarily h ave any particularliking for 
their disciples. Worship is more of an
exch ange. A follower rnay offer entertain rnent, 
some iternthe spirit desires, or rnay be as sisted 

in exchange for not bothering the spirit. 
Ance st or wors hipis rnuch the sarne. Though
ance stors are in tere st ed in the general welfare 
of their family line, the form this takes may not 
please their descendents. In allof these cases, 
calls for in teroes sion are oftenanswer ed grudg-
in gly or as the repayment of a favor. 

Greater Spirits 
A ny smallgod with a CR of 1S or great er is 
considered a great er spirit. Gre at er spiritsare 
less likely to directly in tervene in the a ffairs of 
their disciples, but they offer muchgreat er 
power in return. Disciplesof great er spir-
itsare granted accessto one dornain, like 
the clericof a truegod. This dornain 
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must be related to the spirit's area of influence, 

and the DM has final say on all small gods' 

domains. 

Range of Influence 

The amount of territo ry in which a god is wor-
shipped is has ed on its population. A CR 7 
small god may be followed in a small number 
of hamlets, a rural region, or perhaps only in 
one small to wn. Greater spirits areconceivably 
worshipped throughout large nations or in 
broad region s. In effect, a small god has influ-
ence (can effectivelY channel power to d isci-
ples) in a radius equal to its CR multiplied by 
l0. So, a CR 7 small god has in fluence over an 
area equal to 70 miles in radius. 

Wherewornhip of a small god is not so stron g, 

the effective CR for the small god is -4 for 
spell purposes. That is, the spell caster's levelis 
capped by that supported at the newCR for 
gaining newspells and number of spells gained 
daily, but is considered normal spell caster level 
otherwise. Being far fromthe area of a small 
god's influence alsoincreases the in terces sion 

DC by 4. 

Some small gods may provide less magic than 
others, but may cover larger territories than 
usual. As a simplemodification, lowering one 
valueallows an other valueto goup a rank. A 
CR 15 to temcan d oublethe number of its wor-
shippernby acce pting a limit of 10th-level fol-
lowers. This decis ion must be made by the 
small god, who can expand his territory at any 

time. This oftencauses disciples to WOrk 
against their god to avoid a reduction in their 

pernon al power. 

Drawbacks 

Themain d rawback to following a small god is 
that SUch gods may be destroyed. Also, their 

in terests an d power are fairly localized. 
Though a ch aracter enjoys a closer relation-
ship, this is a closeness that can involve great 
d an ger whena small god man euve rnagainst 

larger powers. 

If a small god is de stroyed, an other so on rises 
to take its place. Disciples must petition the 
newbeing for patronage, but wornhip pernneed 
not doan ything. Thenewbeing simply takes 
over the spiritual void left empty by the other 

creature's death. Petitioning for patronage 
follows the same rules asserving out an 

atonement, and all divinepowers, abilities, and 
spell casting arelost until the newbeing acce pts 
the follower ashis own.

In so me religions, small godsmay be part of a 
hierarchy. In dividual gods may be less power-
ful fragments of greater being s. Worship of 
lesser godsis rolled up into the power of their 
grea ter selve s. The local god of deathmight be 
a simplereflection of the overall man ifest ation 
of de ath. This man ifestation may be a true god 
or other being of at least CR 30. Such a power 
may have twoincarnations be neathit, four 
in carnations be neaththe m, eight beneaththe m, 
and so forth until you have a great number of 
deathspirits of varying mien. 

Elibia. Goddess of the Erespont 

Elibia, the lady of the Erespont River, is wor-
shipped by communities all al ong the river. She 
is usually de picted asa blue-greenmaide nwith 
flowing white robe s, laying just underthe 
wat er, an arm rising above the surface. 

The lead ers of her faith aretwo5th-level cler-
ics, ea ch an elder of a village on opposite sides 
of the river. These two villageslie just down 
the river fromea ch other, creat ing a friendly 
rival ry in bothme rcan tile an d religious matters. 
This rival ry comes to a head during the a nnual 
spring festival, where brightly colored boats 
made entirely of flowers areset out upon the 
river in Elibia's name. Her de man ds arenot
great, mainly coming in the form of music and 
festivals featuring flowernspread acroSS the 
surface of the river. She is worship ped in small 
shrin es tende d by local families, usually near
piernor otherwise closeto the water. 

Elibiaregards her followernasher ch ildren, 
al beit ch ildrenshe does not underst and ve ry 

well. Her worship is found all along the river, 
bothin the largest to wnSand in the small er 
communit ies around the m. Further in land an d 
al on gthe ocean coast her worship is weaker. If 
her clerics travel too far inland, they arelimit-
ed to only 1st-level spells until they returnclos-
er to her domain. 

Elibia, Goddess of the Erespont, CR 9; 

Medium-size water eleme ntal ; Clr6; HD 
4d8+12+6d8+l8; hp 82; Init +1(Dex); Spd 20 
ft., swim90 ft.; AC 19 (+1Dex, +8 natural); 
A tk +l0/+5 mel ee (1d8+4slam); SA Water 

mastery, drench, vortex; SQ divinebeing 
(Tric ke ry, Water), elemental; AL N; SV Fort 
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+ I2, Ref +4, Will + I0; Str I6, Dex I2, Con I7, 
Int 6, Wis I7, Cha I3.

Skills: Con centration +9, Listen +7, Spot +7.
Feats: Enlarge Spell, Extend Spell, Iron Will, 
Pow.Attack. 

Special Attacks: Dreoch, vortex, wat.mastery. 
Special Qualities: Divine being, elemental. 

Small God Qualities: Numb.of followers: 52; 
highest follow.level: 5; numb.of worship-
pers: IO,59I; intercession DCI2.

Theurgists 

Theurgists are clerics who serve morethan one 
god. Their job is to function as intermediaries
between mortals an d gods. Builders, ship-
wrights, farmers, and many ot hers call upon 
theurgis ts, who ensure thatgods are placated
withproperrituals, and thatnone are inadver-
tently offend ed. 

Aplay.may chooseto make a charact.a 
theurgist when a charact.is created or first 
gains a clerical level. Theurgists may choose
spells fromany domain when they are praying 
for their spells. This represents thetheurgis t's 

ability to appease man y different gods rath.
than just on e. They must make a Knowledge 
(religion) check (DCI5+ spelllevel) for each 
spell, failure indicating thatthey haveoffended 

one of thegods and may not receivethat spell 
for theday. As potent as this is, theurgists do 
not receiveany domain abilities. Otherwise, 
theurgists are handled as normal clerics. 

Animists 
Animist cleriCS havea special relationship with
spir its, distinctfromthety pical approach of 
stan dard clerics. They come fromdistinctcul-
tures thatoftenrecognize sev.al different 
typesof spirits thatinhabit theCOsmos. For 
ex ample, an an imist froma mountainclan may 
recognize animal, plant, and elemental spirits, 
while an animist thatinhabits a ne arby village 
might wors hip thespir its of animals and 
undea d. 

Aplay.may chooseto make his charaCter an 
an imist when the cha ract.is created or first 
gains a clerical level. If hedoesso, heloses all 
access to domains an d hemust chooseone 
type of creature that hecan turn or rebuke, 
eith.an imals, elementals (one type), 
plants, or undead. In addition, animists 1
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start play with a Spiritual Awareness Rating of 
4 (see below). Druids can alsobegin their 
careers as animists, but must give up one wild 
shape use per day. This means that a druid must 
wait until 6th level to gain the ability to wild 
shape, and then has one less use per day than 
normal. Animists alsogain lpoint of spiritual 
awareness at every odd-numbered level after 
Ist (3rd, 5th, 7th, etc.). 

Spiritual Awareness 
Common amon g animists, spiritual awareness 
demons trates a mutual respect and power in the 
a ffairs of spirits. Pantheists and ancest or wor-
shippers (normal clerics and druids) may also
have this ability, but they must purchase it by 
selecting the Spirit Friend feat. 

Spirit Friend [General]

By selecting this feat, the character offers his 
friendship to the spirits that inhabit the land and 
sea. He learns to communicate with these spir-
its, and in times of dire need call on them for 
aid. 
Prerequisite: Divine spellcast er level 5+. 
Benefit: The character gains a Spiritual 
Awareness Rating of 4. 
Special: This feat may only betaken once. 

Spiritual awareness allows the character to 
communicate with the naturespirits that sur-
round him. He is able to ask the mquestion s, 
call on them for various types of aid, and even 
petition the mto protect himfromenemies. The 
spirits call ed have allthe attributes of a normal 
elemental of their type (MM 81), and the ani-
mistmust beneara source of the elemental 's 
type in order to call one. So, a druid that was 
standing on top of a mountain would have a 
hard time calling a water spirit, and ananimist
aboard shipwould findit difficult to se ek aid 
fromanearth spirit. 

Each time the character calls upon this kind of 
aid, he must use up one or morespiritual aware-
ness points. These points reple nisheachday 
when the character regains his spells. The pos-
sible Uses for spiritual awareness areas follows: 

* Ask a question of the spirit, which the 
spirit answers to the best of its ability via 
empathic link. Spirits arein tunewith their 
eleme nts, and thus have knowledge of the 
area around them for up to one mile per HD 
of the spirit. So, a cleric aboard ship could 

summon a wat er spirit to findout if the re
wereany large wat er creatures in the area, 
and whether or not they arehostile. An air 
spirit would not have knOWledge of what 
goes on beneath the waves, however. The 
spirit is not able to answer specific ques-
tions, such as the name of the captain of an
approaching ve ss el, but might beable to d is-
cern the ge neral mood or in tent ions of the 
crew. 
Cost: 1 spiritual awareness point. 

* Have the spirit perform a task. The ani-
mist could have anair spirit carry a me ssage 
to his allies on the winds, or ane arth spirit 
could he araninjured animistto the nearest 
town for healing. The task may take no
longer than one hour per HD of the spirit, 
and may take the spirit nomore than one 
mile per HD away fromthe locat ion in 
which it was called. This task may not 
includecombat of any kind, and if the spirit 
is attacked it will attempt to retreat as quick-
ly as possible rather thandefendits elf. The 
e ffects of a spirit dying areexplain ed below. 
Cost: 2 spiritual awareness points. 

* Have a spirit defend you. This is the 
extreme of what ananimistmay ask of a 

spirit. The spirit will fight as directed by the 
animist, using allof its special abilities to 
helpdefeat the character 's enemies. If the 
spirit is killed, hoWever, nospirit of that type 
will beavailable for one week with the dead 

spirit 's range. A spirit 's range is a radius 
equal to one mile per HD from the point at 
whichit was called. 
Cost: 1 spiritual awareness point per HD of 
the summoned spirit. 

Place Magic 
This se ction prese nts rules for creating places 
of awe-inspiring power. All text in this se ction 

is designated as closed content. M onst er 
n ames, spells, feats, and rules and termin ology 
derive d from the d20 System Reference
Docume nt aredesignat ed as Open Game 
Con tent. 

Shrouded in mystery and guarded fromthe 
world, locations filled with the power of magic
or touched by divineinfluence areconsidered 
to bein valuable to many; some evenconsider 
the mworth dying for. Whether it is a mind 
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flayer temple buried deep within the recesses 
of the underdark or a peaceful waterfall in the 
heart of a grove guarded by fey creatures, these 
arcane nexuses and shrines can bestoWgreat 
gifts upon the faithful and terrible woe upon 
their enemies. 

Places of Power 
There are two different types of places of 
power: arcane ne xuses and shrine s. This sec-
tion d is cusses thesimilarities and differences 
of each type, ranging from the abilities that a 
ne xus or shrine grants to prime construction 
locationsto optionson howunwanted visitors 
are punis bed. 

Arcane nexuses for the most part tend to benat-
ural phenomena. Within the houndaries of an
arcane ne xus, spellcasters mayfind the mselves 
to bemoreknowledgeable in the arcane arts or 
find the spells they cast to bemore potent than 
normal. In many cases, when anarcane ne xus 
is d is cove red wiza rds and sorcer ers willbuild 
safeguards around the nexus to keepthe curi-
ous away. It is a rareoccasion that anarcane 

nexus is created by any other means than nat-
ural (or supernatural) occurrences. As a result, 
arcane ne xuses are al ways ne utrally aligned; 
good and evil may wield the power of magic 
equally. 

Shrine s, on the other hand, are al most al ways 
created by a deity's most devoted clerics or by 
thedeities themselves to aid their follower s. 
Unlike arcane nexuses, shrines al ways have a 

s trong affinity to the patron deity 's alignment. 

Theappearanceand powers of a shrine are 
always a direct representation of the patron 

deity's beliefs. For example, a god of healing 
might utilize a pool of clearwater to magically 
heal any wound or cure any disease that has 
strickena follower. A deity of n aturemight cre-
atea smallgrove that grants a permanent animal 

friendship effect on a druid or rang er that con-
sumes berries fromthe grove 's sacred tree. A 
death goddess might ble ssher unholy worship-
pers withincreased necromantic abilities when 
the rites are performed in a sacred mausoleum. 

In the case of the unfaithful, shrines will
al ways punish trespassers whotread upon their 
sacred ground. Thehealingpool mentioned 
above might freeze, trapping the trespasser 
within, or the sacred treemight release onlY 
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poisonous berries to one that bears ill will 
toward nature. For those Who flaunt their apa-
thy toward religionand the gods, shrines can be
deadly Places indeed. 

Designing an Arcan e Nexus 
Thisse ctiondetails quick and easY guidelines 
for DMs to followwhen creating an arcane 
nexus for a campaign. 

First, you must determine what the arcane 
nexus does. Keep inmind that an arcane nexus 
rarely has more than one benefit, and only the 
most powerful more than two. Nearly all 
a rcan e n exu se s have at least one drnwback 
associat ed with their u se aswell. Listedbelow
are examples cisome e ffects that an arcane 
nexus may provide: 

Positive 
~ All spells cast froma particular scho ol are 

considered empowered. 
~ All Knowledge (arcana) skill checks have a 

+20 circu mst an ce bonus. 
~ No scrying a ttempts can penetrntethe 

arCa n e n e xu s. 

~ A spellcaster isgiven use cithe Spell 

Mastery feat when preparing his spells 

withinthe nexus. 
~ Casting a spellfromwithinthe arcane 

nexus does not use up a spellslot. 
~ Characters within the arcane nexus gain 

ld4+lpoints ciIntellige nce for 24 hours. 
~ Characters donot n eed to eat or sleep while 

with inthe arcanenexus. 

Negative 
~ Only one scho ol cimagic functions within 

the a rcan e nexus. 
~ Upon entering the nexus, any non-spell-

cast ermust ma ke a successful Will save 
(DC20) or suffer froma confusionspell. 

~ A ny divinations attemptedfromwithinthe 
a rcan e n exus fail. 

~ Spellca_rs withinthe arcane nexus must 
make a successful Fortitudesave (DC20) 
or SUffer froma randomdisease. 

~All spells cast within one hour civisiting
the shrineare u ncontrolled chaos spells. 

~ Casting a spellwithin the nexus erases all 
prepared spells fromthe caster 's mind. 
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Example Arcane Nexuses 

Xemping's Gate 

Hidden deep within the recesses of a secluded, 

yet active volcano, Xemping's Gate is a large 
stone well that measures roughly 20 ft. indiam-
eter. It rests inthe cen ter of the volcano, sur-
rounded on all sides by lava. Cove red inornate 
carvings and runes that are clearly not of this 
plane, Xemping's Gate seemingly pulses With
anevil energy. InsideXemping's Gate is a 
thick, black substancethat glows red d due to the 

intenseheat of the surrounding lava. 

Xemping's Gate is just that: a gate to the pits of 
hell. Once every 1d4 days, Xemping's Gate 
summons forth a rnndomden izenof the lower 
p lanes withwhich to spread destruction to the 
neighboring settlements. 

Table 3-2: Xemping's Gate 

d% CreatureSummoned
0l-25 Lemure
26-40 Osyluth

41-6O Barbazu 
61-83 Erinyes 
84-95 Gelugon 
96-00 Pit Fiend

While insidethe volcano, all devils gain a +2 
circumstance bonus to attack rolls, damage 

rolls, saving throws, and abil ity checks,
Additionally, any spell or spell-like ability used 
by a devil is considered to be empowered, as 
the metamagic feat. All Summon ing spells fail 
inside the volcano due to the power of the 
ne xus, and fire spells have their are as doubled. 

Penetrating to the depths of the volcano in
which this ne xus lies is ooeasy task. Many of 
the devils that the ne xus summons take a liking 
to their ne we Dironment, making their bomes 
here. In ad dition, the heat is so intensethat 
characters must make a Fortitudesave (DC20) 

every 1Ominutes or suffer ld6 points of dam-
age (the volcano's heat is too hot to mer ely 
causesubdual damage). Charncters wearing 
metal a rmor auto maticall y suffer 2d4points of 
damage for every minute spent insidethe vol-
can o. The waves of e xtreme heat d is to rtoormal 
vision, causing targets morethan1Oft. away to 
h ave on e-quarter conce al ment. 

Theorigin and intent of Xemping 's Gate 

remain a mystery. The on ly cldue to its origins is 
a tower that sits on the side of the volcano. 
Long forgottenand seal ed to the World, the 
to wer h as 00 vis ible entranCes or exits. In 
recent years, manY heroes (and vil lains as well) 
h ave attempted to either enter the tower or 
destroY Xemping's Gate. None have returned 
to share any of the secrets of this deadly and 
terrifying ne xus. 

TheSittingCircles 

Withina d ark cave rests the Sitting Circles, 
comprised of four engraved ritual circles set
withina larger engraving. Thecircles are 
marked withthe arcane symbolsfor divination 
magic. Within the cave, faint signs of blood 
still cover the cave walls and decaying bits of 
fabric litter the cave rnfloor. 

A group of long dead divine rs created the 
Sitting Circles. The group constructed the cir-
cles SO that they could fully serve the agenda of 
their king, using their abilities to see the future, 
spy on the king 's enemies, and foresee coming 
d isasters. The king himself ended up destroy-
ing his loyal servants, as hefeare d their knowl-
ed ge and insight morethanhetrusted it. Upon 
their death, heor dered the Sitting Circles 
seal ed away, n ever to be used again. 

A nyone casting divination magic while inside
one of the four circles casts those spells as if 
she weretwole ve lshigher. A nycaster doing 
so, hoWever, casts all other schools at -2 caster 
level for one hour after leaving the nexus. The 
full e ffects of the Sitting Circles are reve al ed if 
four spell casters simultaneously sit inthe cir-
cles. All spells cast by any of the four charac-
ters function at +2 caster le ve l, withDivination 
spells functioning at +4 caster le vel. In ad di-
tion, eachof the four casters is protected by 
protection from chaos and nondetection for one 
full hour after leaving the ne xus. 

Designing a Shrine 
Unlike arcane nexuses, shrines carry a signifi-
cantly greater amount of cont rol and purpose. 

Often the direct work of a deity, shrines only 
be ne fit loyal followers of the deity and sever e-
ly p unish oon-believers. 

Listed beloware examp les of the benefits and 
pun ish ments that a shrine may be stow: 
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Benefits 
~ The shrine is hallowed. 
~ All turning attempts made in the shrine are 

conside red to de stroy undead rather than 

turnthem. 
~ All Knowledge (religin n) checks have a 

+20 circumstan ce bonus. 
~ Followers are auto matically he aled of all 

damage whe n they enter the shrine. 
~ Divine spellcasternof the samealignment 

regain one spell they have already cast that 

d ay. 

Pun ishments 
~ Theshrine is unhallowed. 
~ Divine spellcasternof different alignment 

than the shrine lose their ability to turn

undead for 24 bours after visiting the 

shrine. 
~ No spells other than the patron deity's 

domains may be castwithin the shrine. 
~ Non-followernmustmakea successful Will 

save (DC 20) or lose 1 point of Wisdom 

perman ently. 

Example Shrines 

Gaea' s Waterfall

Gaea's Waterfall is a se emin gly normalwater-
fall that is 40 feet high and flows directly from 
a large river in to a small pond. The pond, 
whose water is crystal clear and always cold, is 
roughly 15 feet de ep at its center. Oddly, there 
are nofishor ty picalaquatic creatures found in 
the pond at all, though man y localwoodland 
creatures cong regate ne ar the pond to drink 
from it. The floor of the pond is made of a 
smoothstone that appearnto be worked. 

Despite the se odd features, the most recogniz-

able feature of the waterfall is the large carved 

stone statue of the naturegoddessthat rests at 

the top of the water fall. Carved froma large 

stone that overlooked the wat er fall and pond, 

the god de ssstan ds smiling with her a rmsout-

stretche d over thewat er. Howan d whe n this 

statue was carved is a mystery to all, as it 

shows nosigns of aging or decay. Someof the 

local fishermenhave claimed to see strange 

lights through the trees near the pond on nights 

of the harvest moon. The y alsoreport he aring 

the sounds of singing in the distance. It is 

rumored that if followers of the nature god de ss

stand on the thin, rock shelf that rests under the 

waterfall, the goddess will shower her a ffec-
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tions down upon them. 

If a clericof thegoddess stands under the
waterfall she gains a permanent +4 bonus to all 
Charisma-based checks when dealing with ani-
mals. In addition to this, any hit point or abili-
ty damage th at thefavored charactermay have 
suffered recently is healed. Non -evil non-fol-
lowers are unaffected by thefall .If thewateris 
removed fromthepond or waterfall, it acts no
differentlY fromnormalwater, otherth anbeing 
especiall y clean. 

Any evil characterth at stands under thewat er
suffers 10d6 points of damage asthewater
begins to glow with a golden, boly aura the
color of summerwheat. Suchcha ra cters must 
alsomake a successful Will save (DC20) or 
fall under theeffects of a feeblemind spell cast
at 20thlevel'Submersion in thepond results in 
th en eedfor a Will save eachrounduntil th e
charactercan escapefromthewat er. 

If theshrine is attacked, it defends itself via a 
permanent summon nature's ally IX spell that it 
may call upon upto three times per day. The 
chosen all y is gene ra lly a great erwaterele-
mental who will attempt to slay theshrine 's 
attackers or drive themaway. 

The Shrine of Light 

Nestled in thehigh peaks of a mountain ra ng e, 
theShrine of Light is a small stone temple built 
at thecenter of a centuries-old monastery. The
shrine is a ho ly placededicat ed to thegod of 
light and healing and is protected by the
Brothers of theShining Star, themon ks who 

1ive, train, and study in theSUrrOUnding 
mon astery. 

Con structed a century agoby theelderbroth ers 
of th emon astic orderto serveasa source of 
powerandenligh tenmentfromth eir deity, the
Shrine of Light is a simple stone building 
roughly 30 feet to a side. The shrine consists of 
one large room with on ly a l5-foot-wide holy 
symbol carved in to thefloor and a 15-foot-
wide circular ho le cut in to theceiling directly 
above theholy symbol. 

On thelast day of each year a member of the
broth erho od is chosen asthechampion of the
order, and is sent forth into theworld to spread 
theteachings of thegodof light. This champi-
on undergoestraining, bothphY sicalandmen-
tal, for most of his young life in preparation for 

this moment, theDay of Awakening. On this 
day, thechampion stands in thecenter of his 
deity's symbol, speaking thedoctrine of his 
god. As themorning sun rises over theopen-
in g, a heamof brilliantlight show ers overthe 
holY symbol andthe ne w champion. At th is 
moment, the champion is giventhe effects of a 
permanent protection from evil spell .In addi-
tion to th is, thechampion 's Wis domscoreis 
permanently increased by 2. 

If anevil charactershould enter the temple, she 

must a successful Will save (DC20) or suffer 

froma in stantmark of justice spell castat 20th

le ve l, which is activat ed any timethe evil char-

acter attempts to harm one of the deity's fol-

lowers. Additionally, a permanentalarm spell 

alerts the brothe rs to the presence of anenemY 

in th eshrine. 
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The 
Made 

Alchemy 
This sectioopresents expanded rules for using 
the Alchemy skill as well as several related 
items and tools. Thetext of this sectioois des-
ignated as Open Game Content. 

Theprocess of mixing, meas uring, preparing 
and combining specific ing redients toachievea 
desiredeffect is the art of alchemy. An 
alchemist works with the natural properties of 
her ingredients toproducea multitudeof extra-
ordinary items and materials without the aid of 
magic. Where wizards master arcane energies 
and clerics leam to channel their faith, 
alchemists study and shape the properties of 
thenatural world. 

Alchemy Skill Combinations 
During the productiooof analchemical itemit 
may be necessary toapply additiooalskills to
completethe process. Professiooand Craft 
skills are useful when creating items that
require non-chemicalparts or process es topre-
pare a product for the market. An alchemist 

ay leamthese skills herself or seek outside
sources toaid her inher task. If thealchemist 

creating the itemhas atleast5 ranks inthe 
additional skill necessary tofinish the itemand 
performs the skill check herself, she gains a +2 
synergy bonus toher Alchemy check duetoher 
related knowledge and skills. Theproper tools 
and equipment are still necessary toper form
thes ea ss ociated skill checks. 

Many alchemists takeup skills like Professioo
(apothecary, herbalist, or shopkeeper) tomake 
a decent living peddling their creations.
Alchemists may als o find Craft skills like 
bookbinding and glassblowing useful increat-
ing their own equipment. 

Skill Combination Examples 

Thecreatiooof COncent ratioopie requires an
Alchemy check (DC20) and a Professioo
(bake r) check (DC15) tosuccessfully com-
plete. An alchemist with5 ranks of Professioo

(bake r) gains the synergy boom to the 
Alchemy check becauseof her experiencein
combining iogredients tobe bake d. 

Creating a greenflarrowrequires bothan
Alchemy check (DC20) and a Craft (fletcher) 
check (DC25). An alchemist without Craft 
(fletcher) must take the incend iary portion of 
the itemtoa fletcher inor der tocompletethe 
prOCes s. 
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Alchemy Equipment 
Alchemy equipment comes in many shapes and 
sizes for use in any number of situations. 
Equipment can be designed for a specific pur-
pose, providing great advantages for a narrow 
range of alchemicaltasks, or for gener al
alchemical work, in which caseit may fail 
w henused in in tricate or delicate tasks. With 
the right gear, adventurers w ith ranks in 
Alchemy can perform checks in the field or 
make money during th eir down timeas an
alchemy instructor. 

Alchemist's Lab: This in cludes beakers, bot-
tles, mixing and meas uring equipment, and a 
mis cellany of chemicals and substances. This is 
the perfect tool for any job. It adds a +2 cir-
cumstance bonus to Alchemy checks, but it has 
no bearing onthe costs related to the Alchemy 
skill. Wit hout th is lab, a cha racter with the 
Alchemy skill is assumed to haveenough to ols 
to use the skill but not enough to get the +2 
bonus th at the lab provides. Thealchemis t's lab 
must be stationary and requires at least 40O
squarefeet of space, due to the neces sity of 
storing volatilechemicals in separate compart-
ments and the fragile nature of many of its tools 
and storage devices. 

Alchemical Res earch Library: Thevolumes 
of analchemical research library cont ain all of 
the no tes fromanalchemis t's pastexperiments, 
both failures and successes. In addition, the 
no tes and writings of other alchemists may be 

present to aid in new endeavors. Lists of in gre-
dients, processes. meas urements, and their 
combined results fill beavy to mes and cases of 
parchment. Many volumes are difficult to find 
outsideof univers ities and organizations, and 
oftenaccessto thes eis limit ed to students or 
membe rs only. Booksellers in larger cities may 
be ableto COmpile the necessary volumes at a 

rate of Id I00 gp of the library's value each day 
until the I00 or morerequired books havebeen
collected. Most booksellers w ill require a 
deposit onthe library be forebe ginning the 
accumulationproces s. 

Field Lab: The field labis a w ood framed 
leather backpack th at opens into a low WOrk-
table. Compartments and drawers hold beakers, 
flasks, a small oil burner, a nd a multitudeof 
other to ols to make alcbe my easier while onthe 
road. Most of the equipment inthe field lab is 
small er th an th e items found in a standard 
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alchemy lab, requiring users to repeat some 
stepsin the itemcreation process to achieve a 
desired effect. Using a field labadds a +2 cir-
cumstance bonus to Alchemy checks but 
requires one and a half the usual time to rom-
plete the process. Gnomes using the field lab
can create items in the standard a mount of time 
required while retaining the bonus to their skill 
check. 

Field labs fulfill the requireme nt for having an
alchemy labfor the purposes of taking alchemy 
rours es and itemcreation. 

Gnome Wagon Lab: This large lab-on-wheels 
is typically manned by th=gnomes wbotrav-
el through the rountryside peddling their 
alchemical creation s. Theexterior of the wagon 
is a simple wooden building on wheels that has 
a sloping roof and smallchimney, the walls of 
which are often pain ted brigh tly withadve r-
tiseme nts. Oneside of the wagon can be 
propped open on poles to form a caoopy when 
parked ina marketplace or roadside ve nue, cre-
ating a smallstorefront. Asmalldoor at the 
back of the wagon provides access to the in te-
rior of the wagon, which is cramped with 
alchemy equipmen t, a smallliving area, th=
bunks, and a fireplace. On the road, a teamof 
pon ies or oxen that are drive n froma padded 
be nch pulls the wagon. Each gnome has 
en OUgh equipme nt to provide the standard +2 
circumstance bonus to Alchemy checks. 

Identification Lab Expansion: This smallset 
of to ols rontains variousd yes, filters, treat me nt 
papers, and lenses for useiniden tifying anY 
type of mat erial. Use of the iden tificat ion lab
expansion requires analchemis t's laband 
incurs double the standard rostper attempt (2 
gp per attempt or 40 gp to Take20). Alchemy 
checks made using the iden tification lab
requirehalf the usual time (1/2 anhour instead 
of 1 hour) for iden tifying pois on s, potion s, or 
subs tan ces. 

Prod uction Lab: This alchemY labron sists of 
bothlarger equipme nt and multiple se ts of stan- 
dard equipment. Its purpose is to increase the 

speed and red uce the cost of creating one type 
of alchemical item. The type of item that the 
production labis de signed to produce (such as 
firebane parchmen t) is d eterm ined when the 
ronstruction of the lab is ron tracted. 

Con struction rosts of the labinclude produc-
tion of the necess ary equipme nt and its 

installation. Theprod uction labrequires a per-
manent locat ion of at least40 Osquare feet with 
adeqUate ve ntilation. This location is not 
include d in the lab's rost. The rost of an
alchemical production labis the cost of the 
itemit is de signed to prod uce multuplied by 20 
(min imum production labprice is 50Ogp ). 

Running a production labrequires a senior 
alchemist with a minimum of 1 0 ran ks in
Alchemy and a junior alchemist with at le ast 5 
ranks. The salary of anNPC alchemist is equal 

to 1 sp per rankinAlchemy per day. The fol-
lowing rules for d eterm ining howmuch time 
and money it takes to create analchemical item
with a production labsupercede the rules listed 
under the Craft skill (PHB 65). 

1 . find the DC listed here or have the DM set 
on e. 

2. Pay on e-fourth the item's price in raw mate rials. 

3. Make a skill check represe nting oneweek's 
WOrk. 

If the check succeeds, multiply the check result 
by the DC. If the result times the DC equals the 
priceof the item multuplied by 5 ' then the 
alchemists have romple ted the item. (If the 
result times the DC equals double or triple the 
price of the item (multiplied by 5), then they 
have romple ted the taskinon e-half or on e-
third the time, and soon.) If the result times the 
DC doesn't equal the pricemultiplied by 5, 
then it represe nts the progress that has been 
made during the week. Record the result and 
make a check for the next week. Eachweek the 
alchemists make moreprogress until their to tal 
reaches the price of the itemmultiplied by 5 . 

If the alchemists fail the check, then 00
progreSS is made during the week. If the 
Alchemy check fails by 5 or mor e, the 
alchemis ts ruinhalf the rawma terials and have 
to pay half the original raw mate rial rostagain. 

\
The alchemists can make checks by the d ay 
instead of by the week, in which case the 
alchemists ' progress (result times DC) is at one 
tenththe weekly rate. 

Production Lab Expansion: A production lab
expansion requires 1 00 square feet adjoining 
anexisting production lab. Theaddition al
expansion allows the alchemical production lab
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Item Cost* Weight 

Alchemist's Iab 500 gp 40 lb. 

~al research library 
3,000 gp 300 lb. +

650 gp 161b. 

Gnome wagon lab l 2,000 gp 65Olb. 

Identification lab expansion I50 gp 5lb. 

Production lab 
**

1,000 lb. +

Production lab expansion **
500 lb. +

Teaching lab expansion 200 gp 20 lb. 

Table 4-1: Alchemy Labs 

*A lab may be rented for l0 gp per day, plus the cost of any lab employees who must be utilized. 

Therenter isalso expected to provide all but the most basic materialsand components. Any compo-

nent with a cost must be provide d. 

**See the itemdescription for de tails. 

to produce onemore alchemy itemusing the 

rules de scribe d ab ove. Another junior 

al chemist with a minimum of 5 ranks in 

Alcbe my isrequired for production duties. 

Analchemical production lab can have no
more th an4 expansions (enabling it to produce 
5products) be fore another full production lab 
must be adde dal on g with the re quired staff. 
Thecost of anal chemical production lab 
expansion isthe cost of the itemit isde signed 

to produce multiplied by 20 (minimumproduc-
tion lab expansion price is350 gp ). 

Teaching Lab Expansion: Anal chemical 
teaching expansion has all the teaching aids 
nee ded to in st ruct stude nts in th ecreation of 

o ne type of alchemical item. Con tents in clude 

diagrams, detailed notes, customme asuring 

and mixing equipme nt and a volume of 

re search material on the prope rties of the item
for which the expansion wasde signed. The
teaching expansion must be used al ong with an
al chemist's lab andisrequired to successfully 
in st ruct anal chemy course. 

AlChemy Courses 
Many arcane universities and organizations 
o ffer courses on creating items and identifying 
substances through al chemy. 

To beco me the in st ruct or for anal chemy 
course, analchemist must be ab le to succes s-
fully createthe itemor identifythe substance 
that the course focuses on by taking 10. The 
in st ruct or is also required to have an

al chemist's lab , a teacher's expansion lab, and
acce ss to enough space for herequipme nt and 
that of thestude nts. An in st ruct or cansucces s-
fully teach a coursecontain ing onestude nt for 
every 2 ranks of Alchemy she has. Her 
Alchemy ranks are added to the market price of 

the itemthat she isgiving instruction on and 

multiplied by the number of stude nts in the 

course to determine herpay in goldpieces. 

Each course details not only how to create the 
item, but how and why the process works at 
eachstage of its de velopment. Thisproce ss 
takes a number of 4-hour course-days equal to 
half the DC to create the item, rounded up. At 
the end of the COurse, students must make an

Alchemy check (DCequal to the item's cre-
ation DC) to pass the class. Stude nts may Take 

10 on th isroll. 

IdentificationCourses: Thistype of course 
focuses on identifying a potion froma specific 
school of magic, a substance froma specific 
classification (animal, mine ral, plant, etc.), or 
types of poison. Stude nts enrolled in a course 
are re quired to have 5ranks in Alchemy and 

must provide their o wn al chemy lab . 
Identification courses re quire a week of 4 -hour 
days to completeand a successful Alchemy 
check (DC 20 for poisons, 25 for potions and 
SUbstances). Stude nts may Take 10 on this roll. 

Success ful stude nts re ceive a +2 circumst ance 

bonus on Alchemy checks made to identifythe 
specific typeof substanceson whichthe course
focused. Cost of anidentification course is
1,000 gp for potions and 500 gp for poi-
sons or mat erial s. 
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Item Creation Courses: Each class focuses on 

the art behind creating asingle type of item, 
and students who pass the coursereceive a+2 
circumstance bonus when creating this itemin 
the future. Students enrolled in acourse are 
required to have ranks in Alchemy equal to the 
skill check DC of the item they are learning to 
create m in us20, m ust providetheir own alche-
my lab, and must cover all material costs. The 
cost for the course itself is 5 times the market 
price of the itembeing stud ied (minimumcost 
for anycourse is I00gp).

Researching NewAlchemy
Items

AnalchemistWithen oughtimeand resources 
cancreate anewalchem icalitem.Tocomplete
the research, the researcher m ust h aveaccess to 
analchemicalresearch library, analchemist's 
lab, and devote eight hours aday for anumher 
of days equal to the item's creation DC. The 
DC for creating the item and itsfinal market 
value must be set by the DM atthe beginning 
of the research period. Costs for materials, 
in gredients, equipment and consultation are 75 
gpper day. At the end of the research period, 
the alchemistm ust make anAlchemy check 
(DC=item's creation DC) to success fully 
complete his new item. Each addition al
research er with a minimum of 5 ranks in 
Alchemy adds a+2 synergy bonus to the final
check, provided hehas worked for the full 
duration of the research. Thedaily research 
cost increases by 25 gpfor each additional 

alchemist working on the item, and each
alchemist must have an alchem is t's Iab. 

Once anoriginal itemhas been success fully con-
structed, it may be created normally the reafter. 

When Alchemy Goes Bad 
Failing anAlchemy check while creating an
itemoriden tifying asubstance canresult in 

more than simply needing to try again. 
Alchemy in volves the use of potentially dan-
gerous SUbstances and errors in judgment can
have seriousconsequences. Todetermine the 
results of afailed Alchemy check, subtract the 
check result fromthe DC to d etermine seve rity 
of failureand consult the table below. 

Table 4-2: Alchemy Mishaps 

Failure Result 
By 
I

2-5 

6-I0

11-15 

I6-20

21+

Check is unsuccess ful but has noneg-
ative reSUlts orcost s. 
Half of the raw mate rials for creating 
anitem are ruined. Costs for iden tify-
ing apotion orsubstance are con-
s umed. 
All of the raw m aterials for creating 
an item are ruin ed. Potion orsub-
st ances are destroyed and all costs for 
iden tification are lost. 
All of the rawm aterials for creating 
anitemareruin ed and thelab suffers 
3d6x100gpof d amage*. Effects of 
potionsorsubs tances are rele ased on 
thealchemistand all costs foriden ti-
fication arelost. 
All of the raw materials for creating 
anitemare ruine d, the lab SUffers 
6d6xI00 gpof damage, and the 
alchemist suffers 3d6 points of dam-
age (Reflex save (DC=Alchemy 

check failure) for half). Effects of 
potions orsubstances are released on 
thealchemistand all costs foriden ti-
fication are lost. 
ThealchemYlab is dest royed and the 

alchemistsuffers 6d6 points of dam-
age (Reflex save (DC=Alchemy 
check failure) for half). 

*A damaged lab may not be used until it is 
fully repaired. 

AlChemical Items 
Creating itemsthatare superior to moremun-
d ane equipment is one of the highpoints of 
alchemy. Alchemicalstudy combin ed withtrial 
and errorhas produced manyitemsthatare 
valuable to adve nturers. Itemscreated through 
alchemy are ex traordinary and will function 
even when magic is negate d. 

Like the compon en ts of powerful spells, not all 
alchemying redients are easyto comeby, 
sometimes requiring aspecificquest to acquire. 
Analchemist is asvaluab le to agroupof 
adve nt urers as the adve nt urers are to the
alchemist when it comes to acquiring mon-
strousing redients. Itemsthat requirerare in gre-
dients are moredifficult to create and, the re-
fore, moreex pensive. Analchemicalitemthat
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requires rareingredients will have themlisted 
at theend of its entry. 

ConcentrationPie: A favorite among wizards 
and sorcerers, wncentrat ion pies are small tarts 
stuffed with sweet fruit th at has been treat ed in
a delicate alchemicalwncoction. The sweet 
pies are a wmmonsnack during times of magic
study and research, prompting bakeries near 
ar caneuniversities to employ alchemists to 
keeptheminsupply. Baking thealchemical 
ing redients into a pastry all ows theOtherwise 
unstable properties to remain potent and 
unspoiled for up to 10 days. 

Whena wncen tration pie is wnsumed during a 
day spent study ing a spell to be transferred into 
a spell book, a +1 bonus is added to the
Spellcraft check required at theend of thed ay. 
In periods of long erresearch, suchas develop-
ing a newspell, a wncen trationpie mustbe 
eatenduring each day of study to gain the+1
bonus. 

Concentration pie does not givea bonus to 
identifying spells and magicall y altered mate r-
ial, evenwhenwmbined with read magic or 
detect magic. 

Darkfire Items 

Originally developed by subterranean races, 
darkfireis a wmbination of minerals and pow-
dered fungi th at havebeen wmpressed into dif-
ferent forms for various uses. As a stand ar d 
action, darkfire can be struck against a rough 
surface, causing it to burst into flames th at are 
visible onlY to creatures with darkvis ion . 
Darkfire can be used to ignite flammable mat e-
rial and causes 1d6 points of fire damage each 
round th at a creatureis inwn tactwith it. A ll 

fires lit with darkfireburnnormally and are vis-
ible by all sighted creatures. Darkfiremay be 
extinguis hed normall y. 

Rare ingredients: The fungus used to produce 
d arkfire cannot be exposed to light until it has 
been proce SSed into a darkfire ite m. The fungus 
is only found deepunderground, and may be 
purchas ed inmany subterranean mar kets. It 
costs 5 gp to purchase enoughfungus to create 
onedarkfireite m. 

Darkfire A rrow/Bolt: Thes e a rrows end in
blunted darkfiretips th at burnfor 2 rounds. 
The lastfewinches of th e a rrowar e wn-
structed of metal to prevent thedarkfire 
fromigniting thewooden shaft and this j
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added weight causes its range increment to be 
reduced by 20 ft. These projectiles are often 
used as signal flares and can be seen from as far 
away as 50Oft. by creatures with darkvision. 

Darkfire Orb: Darkfireorbs are four inches in
diameter and have been d iluted with nonflam-
mable mineral powder to give themaburntime
of one hour. The orbs can be placed inlanterns, 
wall sconces, or other nonflammable recepta-
Cles and used as to rches th at increase therange 
of darkvision by 30 ft. Creatures with darkvi-
sion gain a+3 bonus on Spot checks when a
d arkfire orb is burning nearby. Darkfireorbs 
can be extinguis hed and re-lit multiple times, 
and th ey are frequently used as cooking fires 
for d ark-dwelling races. 

Darkfire Stick: These four-inchlong sticks of 
darkfireare commonly used for signaling and 
burn for only five rounds. When lit, they extend 
therange of darkvision by 60 ft. and theglow 
is visible to darkvision fromas far away as 500
ft. Creatures with d arkvision gain a+6 bonus 
on Spot checks when adarkfire stick is burning 
nearby. The sticks cannot be held for moreth an
tworounds be foreth ey causefire d amage to 

thewielder. They are typically th rown or 
placed on non flammable surfaces. 

Feather Skin: This le at he r-like mat erial is nat-
urally buoyant inair, literally hanging intheair 
whe rever it is placed. A suit of armor made 
fromfeat her skin has th e defen sive val ues of 

le ather witbout any weight, making it afavor ite 
amon g rogues. The armor check penal tyfor 
Balance, Climb, Jump, Move Silently and 
Tumble checks is zerowhen wearing afull suit 
of feath er skin, and falling damage is reduced 2 
points per lOft. (minimum of one point per 
die). There are many other uses for feather skin, 
suchas weightless spellbooks and saddles. 

Rare ingredients: Feather skinis derived from
thehideof abeholder. Its innate buoyancy can 
on ly be prese "ed when al chemically treate d 
within IOdays of thebe holder's death. 

Firebane Parchment: This durable paper has 
been treated inasolution hgives it fire resis-
tance 5. Important d ocuments, scrolls, and reli-
gious scripture are frequently scribed on this 
parchment and wealthy wizards have SPell-
books madefromit. 
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Flarrow: These signaling devices are simply 
arrows with alchemically treated tips. The tip

of the arrow can be struck against any rough 
surface asastandard action, igniting the flar-
rowfor 5 rounds. Anyone struck with aflarrow
takes anadditional 1d6 points of fire damage 
and risks catching on fire. Because of the added 
Weight of the inflammable tip, flarrows have 
their range increment reduce d by 20 ft. 
Standard flarrows burn normally, though flar-
rows with blue and green flames are also avail-
able. Different coloredflarrows areoften use d
to signaldifferent meanings amon g organized 
troops. 

Flash Dragon: Flash dragons wereoriginally 
developed by alche mists asash ow piece for 
en tertainers. When this egg sized orb of com-
pressed powder is thrown into afire it flashes 
into the sh ape of a10-foot-tall dragonwith a20 
ft. wings pan. The flashof white light lasts onlY 
aninstant but le aves abright dragonsh aped 
spnt inthe vision of allwho viewit. Creatures 
with in20 ft. of the flash's ce nter mustmake a
Reflex save (DCl2) or suffer a-lpen alty on 
attack rolls for Id4 rounds. 

Altho ugh dragons are the most common sh ape 
created by the flash, other shapes can be 
designed. Simple religious symho ls, rune s, 
skulls, andstarnare not uncommon. Creating 
morecomplex sh apes may requirelarger or 
multiple flashdragons but have noaddition al
e ffects be yond the on es listed above. 

Gelatinous Breath: This foul-smelling slime
comes inawatertight le ather pouch and can be 
inhaled through the nose andmouthto grant its 
User the abilitY to breathe underwater for 
3d6xI0 minutes. Once inhaled, the user must 
en ter the water wit hin a number of rounds 
e qualto his Constitution or be gin drowning in
the air. The gelatinous breathprevents air 
breathing for allbut the last Id6 minutes of its 
durntion. 

rare ingredients: Gelatinous breathis adistil-
lation of the mucous cloudse creted froman
abOleth. This ing redient must remain sub-
merged inwater until it is ready to be proce ssed 
by analchemist for inclusion ingelatinous 
breath. 

Loudfoot Paste: When buffedon to a stone or 
woodfloor, this oily paste causes anobnoxious 
squeaking soundwhe nit is walked across. 

Creatures passing over a floor treated with 
loudfoot paste suffer a -I0 circumstance penal-
ty on Move Silently checks. One jar of the 
paste cove rna I0-ft. square and requires two 
minutes to apply. The e ffects wear off after 
2d6+6 creatures have walked throughthe ar ea. 
ASpot check (DC l5) will revealthat anarea 
treated with loudfoot paste is sligh tly shinier 
thanuntreated are as. If the floor surrounding a 
treated are a has beenpolished or buffed, the 
Spot check DC becomes 25. It requires an
Alche my check (DC25) to iden tify the loud-
foot paste on a se ction of floor. 

Paralysis Pellet: Effective onlY when their 
stick y contents comeincontact with the skin, 
these one-inch-Wide glasspellets requirea suc-
ce ssful ranged attack (15 ft. range incremen t) 
to hit anoppone nt. Creatures struck with the 
pellet must make a successful Fortitudesave 
(DCI3) or be paralyzed for Id6 minutes. 

rare ingredients: The parnlyzing se cretions of 
a carrion crawler tentacle are required to create 
a paralysis pellet. Enoughmaterialcan be 
proce ssed froma sing le tentacle to make one
parnly sis pellet. The parnlyzing substance must 
be placed ina tigh tly se aled COntainer within 
oneweek of its separ ation fromthe carrion 
crawler or become inactive. 

Powdered Tears: Whe nthrown into anoppo-
nent's eyes, this powder causes mild irritation 
andblurredvision. Throwing the loose powder 
is a ranged to uch attack with a maximumrange 
of 5 ft. This does not provoke attacks of oppor-
tunity. Acreaturestruck with the dustmust 
make a successful Reflex save (DCI4) or suf-
fer a -1 penalty on attack rolls, damage rolls, 
and saving throws for 1 d4 +1 rounds. Failing 
the saving throwalsocauses blurred vision, 
resulting inalloppone nts being considered to 
have on e-half concealment (20% miss chance) 
for the duration of the powder 's e ffect. 
Sigh tlesscreatures are not a ffect ed by pow-
deredtea rs. 

RustOrb: The alche micalconcoction inside

these three-inch-wide glassorbs causes metal
to corrodevery quickly. The a ffectedite mfalls 
to pieces inoneround, becoming us eless. The 
size of the object is immaterial; a full suit of 
a rmor rusts away asquickly asa sword. Magic
a rmor and weapons aswellasother enchant-
ed ite ms made of metalmustsucceedata 
Reflex save (DCI5) or be dissolved. 
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Table 4-3: Alchemical Items 

Item Market Price Weight DCto create 

Concentration Pie 25 gp 1/2 lb. Alchemy 20 
Profession (baker) 15 

Darkfire Arrow/Bolt 75 gp 1/2 lb. Alchemy 30 
Craft (fletcher) l5 

Darkfire Orb 50 gp Ilb. Alchemy 30 

Darkfire Stick 25 gp 1/2 lb. Alchemy 30 

Feather Skin 250 gp (sq. ft.) none Alchemy 35 
Craft (leatherworking) l5 

20 00 gp (suit) none Alchemy 35 
Craft (leatherworking) 20 

Firebane Parchment l0 gp (sheet) ~ Alchemy 15 

Flarrow 
Standard 2 gp 1/2 lb. Alchemy 20 

Craft (fletcher) l5 

Blue/Gre en 8 gp 1/2 lb. Alchemy 25 
Craft (fletcher) I5 

Flash Dragon 20 gp 1/2 lb. Alchemy 20 

Gelatinous Bre ath 250 gp Ilb. Alchemy 35 

Loudfoot Paste 25 gp 1/2 lb. Alchemy 25 

Paralysis Pellet 100 gp 1/2 lb. Alchemy 30 
Craft (glassblowing) 15 

Pow dere dTears 50 gp 1/2 lb. Alchemy 25 

Rust Orb 550 gp Ilb. Alchemy 35 
Craft (glassblowing) 15 

Smokescre en Arrow 50 gp 1/2 lb. Alchemy 25 
Craft (fletcher) 15 

Stronglock 10 gp ~ Alchemy 20 

Thunder Arrow/Bolt 50 gp 1/2 lb. Alchemy 25 
Craft (fletcher) l5 

Striking atargetw ith arust orb is aranged 
touch attack w ith a10 ft. range incre ment. 

Rare ingredients: Theprimary ing re dient 
used increating arust orb is apair of rust 

monst er ante nnae. Removing theante nnae 
fromadeadrust monst er re quires aStrength 

check (DC 20) topull them out or some non-
metal means of cutting themoff. Once arust 
mons ter is killed, theante nnae must be proper- 
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ly treated within twodays or become useless 
for creating a rust orb. 

Smokescreen Arrow: The smokescreen arrow 
must be lit be foreit is fired. Lighting one is a 
standard action. One round after it is lit, this 
non-damaging explosive emits a cloud of 
smoke in a l0-foot radiusthat persists for 
ld3+6 rounds. Win dy conditions reduce the 
duration by 5 rounds. Visibility w ithin the 
smoke is limited to two feet, and everything 
w it hin the cloud has nine -tenths concealmen t. 
Smokescreen a rrows suffer a 20 ft. penalty to 
their range in crement due to the additional

W eight of the tip. 

Stronglock: This transparentfluid is a mild 
adhe sive that is dabbe d ioto the keyholes of 
locks, making the mharder for thievesto 
bypas s. One hour after being applied, the stron-
glock increas esthe Open Locks DC of a keyed 
lockby 10. When using the appropriate key on 
a treat ed lock, a Streng thcheck (DCl0) must 
be made to break loose of the adhe sive. The 
effects of strong lock last until the lock has been 
opene d, and thereforemust be reapplied each
time the lockis accesse d. Stronglock is sold in 
glass vials that have a cork w itha w ood en 
applicator. Each vial contains 10application s, 

though multiple coats of stronglock have no
addition al e ffect. 

Thunder Arrow: Similar to a thunderston e, 
the thundera rrow has a blunted pointthat cre-
at esa deafening bang w hen it strikesa bard 
surface. Creat uresw ithin 1Ofeet of the mis-
sile's impact must make a Fortitudesave (DC
l5) or be deafene d. Deaf creatures, in addition 
to the obvioUSe ffects, suffer a -4 penal ty on 
in itiat ive and a 20 % cha nce to mis castand lose 
any spell w itha ve rbal compone nt. Thunder 
a rrows suffer a 20 ft. penal ty to their range 
in creme ntdue to the additionalw eight of the 

tip. 

Metal Alloys 
One questof the earliestal chemists w as the 
se archfor a met hod to transform le adin to gold. 
Althoughnoalche mist is known to have per-
fect ed this process, many useful met als have 
been discove redin the process. All al chemical-
ly created met als require the Craft (metalwork-
ing) skill to process raw ore and smelt it into 
ingots. 

Alchemist's Gold: Con ve rted fromlead, this 
golden metalcan pass for its preciousname-
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Table 4-4: Metal Alloys 

Alloy Hardness 
Alchemist's Gold 5 
Frost Steel 10
Moon Silver 6
Stormbane Iron 10

Hit Points/inch 
12
25
12
30

Market Price Alchemy/Craft DC 
20gp/lb 20/15 

I50gp/lb.* 25/20
I00gp/lb.* 20/15 

50gp/lb. ** 2OO5 

*Weapons made fromfrost steel add I,000 gptothe base cost. Moonsilver arrows cost IOgpper

arrow. 
**Armor made from stormbane iron adds 3,000gptothe base cost

sake tothe untrained eye. Coins or objects 

crafted from alchemist's gold can be discerned 
fromreal gold with a successful Appraise 
check (DCI5). One pound of al chemist's gold 
can be minted into50Coins. 

Frost Steel: Thiswhite me tal has a continuous 
layer of frost across its surface. Frost steel 
inflicts Ipoint of d amage perround toany 
creatureindirect contact with it. Weapons 
forged from frost steel deal Ipoint of cold 
d amage inaddition totheir normal d amage. 
The contact and weapon d amage bonus isdou-
bled for creatures withthe Firesubtype and 
fire-bas ed a ttacks on the metal a ffect it as if its 
hardne ss werehal ved. 

Rare ingredients: The al chemical ingredients in

frost steel are distilled from the shatter ed 
remains of a frost worm. The shards of a single 
frost wormare enough tocreate sever al hun-
dred pounds of frost steel and donot ne ed tobe 
ke pt frozen for processing. 

Moon Silver: Moon silver isa luminesce nt sil-
ver alloy that sheds a dim blue light ina 5-ft. 
radius. Stone wor k wit hin d wa rvencatacombs 
isofteninlayed with moon silver rune s, and 
although it istoo soft touse for most weapons 
and armor, it canbe used tod ecor ate the m. 
Moon silver a rrows inflict +Idamage against

lycanthropes and are COnsidered silver 
weapons for purposes of bypassing damage 

red uction. 

StormbaneIron: Thisbrass colored iron alloy 
acts as anins ulator inst ead of a conduct or. 
Creatureswearing armor forged completelyof 
stormbane iron gain electricity resistance 15 . 

Constructs 
Thissection presents a ne wsystemfor building
cons tructs and gole ms. The text of thissection 
isdesignated as Open Game Content. 

As magesgrowmorepowerful intheir abilities
theyfindthemselves withconflicting desires 
and goals. On one hand they wish toestablish 
securelocations inwhich toresearchand test 
ne wspells and magical creation s. Many build
secluded towernor winding subterranean com-
plexes tomeet this need. On the other hand, 
on ce theybe gin tounderstand the complexities 
of planartravel and other high arcana they
desiretotravel the dimensions insearchof 
greater knowle dge. It isplaintosee thatthese 
twopursuits are hardlysuite d toone anothe r, 
for once the wizard comple tes his strong hold 
he isluredaway bythe promise of sple ndrous 
travel. It isatthis point thatthe art of building 
cons tructs makesits utility fully known. 

Con st ructs are mindless automata, designed to
carry out every command of their creator. They 

can guard private towernand comple xes, 
allowing on lythosedesignated bytheir creator 
topass. Becauseof their tireless bod ies and 
minds, gole ms are often use d tobuildsuch
structuresina fraction of the time it would take 
a normal crew. Some, suchas the homunculus, 
are intelligent and able tocarry out complex
orders withoutdirect supe rvision. Most, how-
ever, lack any intelligence atalland are only 
designed tocarry out very specific or dernone 
byon e. Allhave st rong bodies, special immu-
nities, and unus ual powernthaten able themto
fulfill their duties for many years, sometimes
long past the deathof their creators. 
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size Base Cost Hardness Cost (per point) 
Tiny 50 gp IOgp 

Small l00 gp 20 gp 

Me dium-size 200 gp 40 gp 

Large 400 gp 80 gp 
Huge 800 gp l60 gp 

Gargantuan l,600 gp 320 gp 
colossal 3,200 gp 640 gp 

Table 4-5: Construct Base Forms and Costs 

Building a Construct 
Mages who build constructs are referred to as 
creators. Altho ugh they are not breathing true 
life into aninanimate object, the end result is 
close enough for the nameto be apt. A creator 
must have the Crnft Wondrous Itemfeat in
order to build constructs, and if he wishes to 
create the body himself he must alsoh ave the 
appropriate Craft skill. Creators wishing to 
learn the rituals associat ed with creating 
golems must alsohave the Craft Magic A rms 
and Armor feat. 

The first thing a creat or must d etermine is the 
size of h is const ruct. This d etermines its bas e 
cost and its bas e form. The bas e formh as noth-
ing to do withthe object's appearnnce. It is the 
set of attributes that the const ruct's creat or 
builds upon. Think of it as its skeleton. These 
a ttributes and abilities may not be lower ed 
fromthe given values; these are the minimum
characteristics for constructs of each size. 
Ability increas es, special qualities, and other 
additionsare possiblegiven the right amount of 
the creator's time, money, and experience. 

Note: a construct's base formhas not hing to do 
with its at tributes. An animate d longsword
d eals nomoredamage and attacks withthe 
same bonus as ananimate d broom, though the 
hardness of the mat erial used may a ffectthese 
scores. 

Basicconstructs do not speak or communic ate 
inany fashion, but they can underst and verbal 
commands fromtheir creator if he is within60 
ft. An uncommanded constructgenerall y fol-
lows the last known order untilit is preve nted 
fromdoing so, it is at tacked, or its creat or gives 
it a newdirective. A construct's creat or may 

alsogive it a standing order, suchas "attack 
any creature that wal ks through the do or with-
out giving the proper paSSword." These com-
mands may only be one or twOsentences long, 
but may be as specific as the creator desires. So 
the above example could be changed to "attack 
any ho bgoblin that walks through the golden 
do or while brandishing a weaponif he do es not 

say the word'amal gam.'"

Materials 
The next questionfacing a creat or is the choice 

of mat erial for his construct. Cho osing softer 

mate rials is lesse xpensive than the alternative, 

but the crea ture's natural a rmor an d at tacks 

may suffer penalt ties if the mat erial is too weak. 

Harder mat erials, onthe other hand, provide 

be tter prote ctionfor the constructbut COmeat 

great er cost. Cho osing a base mat erial for a 

const ructcanbe a difficult decision. So me of 

the factors involve d inthe decisionare time, 

mate rial availability (whe reare yougoing to 

get 500 lbs. of mithril?), and cost. The hardness 

of the mat erial used (PHB l36) a ffects seve ral 

of a construct's abilities an d its cost: 

~ Const ructs gain+l natural a rmor for 

every 2 points of hardness (golems gain

twice this amount) 
~ Const ructs have a maximum Strength 

bonus to d amage equal to the hardneSSof 

the bas e ma te rial 
~ A construct's base price is affected by its 

hardne ssas shown inTable4-5. Youmul-

tiply the hardneSSof the mat erial by the 

hardne sscost to findout ho wmuchto add 

to the construct's base price. 

* see PHB 136 for the hardneSSof com-
monmat erials
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Tiny Construct Small Construct Medium-size Construct 
Hit Dice: 1/2d10 (3hp) Id10 (6 hp) 2d10 (11 hp)
Initiative: +2 (Dex) +I(Dex) +0
Speed: 40 ft. 30ft. 30ft. 
AC: 14 (+2 size, +2 Dex) 12(+1 size, +1 Dex) 10 
Attacks: Slam+ImeIee Slam+2 melee Slam+5melee
Damage: Slam1d3-1 Slam1d4+1 SlamId6+4
Face/Reach: 2ft. by2ft. /0ft. 5ft. by5ft./5ft. 5ft. by5ft./5ft. 
SpecialAttacks: NOM NOM NOM
SpecialQualities: Construct Construct Construct
Saves: Fort+0,Ref+2, Fort+0,Ref+I, Fort+0,Ref+0,

Will-5 Will-5 Will-5
Abilities: Str8,Dex14,Con~, StrI2,Dex12,Con~, StrI6,Dex10,Con~,

Int~,Wis1,Cha1 Int~,WisI,Cha1 Int~,Wis I,Cha I

LargeConstruct HugeConstruct ColOssalConstruct 
Hit Dice: 4d10 (22hp) 8dI0 (44hp) 16d10 (88hp) 
Initiative: -I(Dex) -2(Dex) -2(Dex)
Speed: 20ft. 20ft. 10 ft. 
Ac: 10 (-1size,-lDex, 11(-2size,-2Dex, 13(-4size,-2Dex,

+2 natural) +5natural) +9natural)
Attacks: Slam +9 melee Slam +15 melee Slam+23melee
Damage: Slam1d8+10 Slam2d6+16 Slam2d8+22
Face/ReaCh: 5ft. x10 ft./5ft. or 10 ft. x20ft./10 ft. or 20ft. x40 ft./I0 ft. or

10 ft. x5ft./10 ft. 10 ft. x 10 ft./I5ft. 20ft. x20ft. /20ft. 
Special Attacks: None NOM NOM
Special Qualities: Construct Construct Construct
Saves: Fort+I,Ref+I, Fort +2, Ref+I, Fort+5, Ref+3,

Will -4 Will-3 Will +0
Abilit ies: str24,Dex8,Con~, str32,Dex6,Con~, str40,Dex6,Con~

Int~,Wis1,Cha1 Int~,Wis1,Chal Int~,Wis1,Chal

GargantuanConstruct 
Hit Dice: 32d10 (176hp)

Init iative: -2(Dex)
Speed: 10 ft. 
Ac: 14(-8size,-2Dex,

+14natural)
Attacks: Slam+35melee
Damage: Slam4d6+28
Face/Reach: 40 ft. x80ft./15ft. or

40 ft. x40 ft./25ft. 
Special Attacks: NOM
Special Qualities: Construct
Saves: Fort +10, Ref+8,

Will +5
Abilities: str48,Dex6,Con~,

Int~,Wisl,Cha1

Table 4-6: Construct Base Forms 
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Any material can be used to create a construct. 
While golems are most often made of clay, 
stone, or iron, animated obj.ts of all kinds can 
be found in wizards' to wers and royal halls. 
Often the shape or purpose of an item is far 
more important to a crea tor than the material of 
which it is made. Anadventuring wizard might 
animatea ropeto make climbing an easY task, 
or a noblemight havea self-pouring wine 
decan ter created as a novelty for dinner parties. 

Building a Better Construct 
There are two hasictypes of enhan cementsthat
a creator can besto wuponhis creations, frame-
work enhan cemen ts and special powers. 

FrameWOrk en hancemen ts are upgrades to the 
body of the construct, making it tougher, faster, 
or more agile. A crea tor may choose any num-
ber of framework en hancemen ts for his con-
struct, but the price of each grows as headds 
greater and greater complexity to the creation. 
Thefirst framework enhan cement costs lbp, 

where "bp" equals the base price of the con-
struct. These cond en hancement costs 2 bp, the 

third 3 bp, and soon. So, giving a small con-
struct thre e framework en hancemen ts would 
incre ase the base price by 600 gp(l00 +200+

300).Seebe lowfor a listof possibleframe-
work eenhancemen ts thata construct may be 
given.

Framework Enhancements
Increased Ability Scores:A creator may make 
his construct strong er or more charismaticthan 
normal.Hemay incre ase any oneability score 
by +4each timehebuysthisframework

en han ce men t.

IncreasedHitDice:Acreator may increase 
the construct'sHD,upto a maximumof double
itsnormal startingvalue.So, a Medium-size
construct can haveitsHDincre as edby a max-
imumof two,giving it 4dI0.

Improved Movemen t:A construct withthis 
benefitgainsan additional method of locomo-
tion, granting it a bonusto itsbasespeedor a 
newty peof movement mte.Thetypeof move-
ment should be somehowrepre se nted in the
construct'sform,whether by giving it legs,
wings,hooks, paddles, or someother phY sical 
ma nifestation of its new movemen t. This 
enhan ce ment may be boughtmore than once, 
eachtimegranting a bonusto an existing 

movement mte or a newmovement mte alto-
gether.Eachtimethisability is purchas edit 
counts as a newframework en han ce ment for
COstpurpOse s.

BaseSpeed:
Init ial~
Incre men t:+lOft.

Fly:
Initial20ft.(pOOr)
Increment:+20ft.or +1man euverability class

Climb:
Initial 20ft.
Incre men t:+lOft.

Burrow:
Init ial20ft.
Incre men t:+lOft.

Swim:
Initial 20ft.
Incre men t:+lOft.

ExtraAttack:Theconstruct gainsan extra
slamattackatthesameattackbonusan d dam-
ageas itsfirst.This framework enhan ce ment 
may onlY be boughtonce. 

Sentience:Aconstruct withthis en hancement 
gainsInte lligence, Wis dom, and Charisma
scores,which are genemted by rolling3d6 as

for a normal chara ct er. The construct stm
se rves itscreator unques tioningly,but is ableto 
carryoutmuchmore complexinstructionsand 
interactwithother beingsin a more meaning ful
man ner. Sen tient constructsoften develop
uniquepersonalities and are capableof self-
motivatedactions, thoughthesenevercounter-
man d an in structionfromtheconstruct'scre-
ator.This framework en hancement may only 

be bought once. 

RetainStruct ure:Normall y,theproce ssof 
creating a construct restructuresthe creature so
thatmanyof itsoriginalqualitiesare lost.If
incre diblequalitymaterialsare used,thecon-
struct is ableto re tain itsoriginalproperties.
This gives theconstruct a hardnessrating equal
to thematerial thatwasuse d to construct it.
This framework en han ce ment may only be 
boughtonce. 
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Special Powers 

Specialpowersaresupernaturalabilitiesthat
maybegivenaconstruct, suchastheabilityto
flywithoutwingsoranimprovedempathic

linkbetweentheconstructanditscreator.Such
powersarealwayssupernatural,thoughthey
mayemulatespellsofupto4thlevel.an
exampleofaspecialpower is theclay golem's 
haste ability. A constructmayonlY bebuilt 
withone specialpower; there is alimit tothe
amount ofmagic that maybe stored insuch a
creation. Golems gainasecond extrapower for 
freeupon their creation. 

A constructmaybe givenany supernatural
abilityfoundon creatures intheMM, andDMs 
and playersareencouraged tocomeupwith
their own. These powersworkexactly as
describe dinthecreature entry, except thatthe
DC tore sist anY suchabilities is afunction of

theconstruct's HD, asshown inTable4-8'

Finalizing the Construct 
Oncethepreceding decisionsaboutaconstruct
havebeenmade, thecreatormaychooseto

make his construct intoagolem. Golems are
more advancedconstructs, requiring amuch 
greater expenditure oftime, fund s, andexperi-
encetobuild. In re turnthecreatorgainsamore 
power ful ally orguardian. A ny creator wishing 
tocreate agolem must have theCraft Magic
A rms andArmorfeat. 

Creating a Golem
Golemis atemplate thatmaybeadded toany 
construct(referredtohereafter asthe"base 
creature ") atthetimeofitscreation. Thetem-
platemaynever be addedtoanexisting crea-
ture. Thecre ature re mainsaconstructanduses 
allofthebase creature 's abilities andstatistics, 
withthefollowing exception s. 

Hit Dice: A golem has twice thenatural HD of
aconstructofitssize, including framework 
enhancements. In addition, thegolem gains+1
HD for every point ofhardness ofitsbase 
material. 

Speed: A golemre tains itsbase speed andany 
additional movement rates, but it mayno 
long er run. 

A CA golem's naturalarmorbonus due tothe
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Effect Cost
Emulates spell 50 gp x caster level x spell level x # of uses per day
Emulates monster ability 200-3,000 gp
Breath weapon 250 gp x # of uses per day
Immunity 500 gp

TABLE 4-7: Costs OF SpEcial POWERS

Emulates spell: The construct can cast any spell of up to 4th level as a spell-like ability.

Emulates monster ability: The construct has an ability that is similar to one found in the MM, such
as a medusa's petrifying gaze. The save DC of the ability is found in Table 4-8. The DM should set
the price according to the power level of his campaign.

Breath weapon: The construct has a breath weapon that deals one type of energy damage (acid, cold,
electricity, fire, or sonic) and is in the shape of a cone. The cone's length is 10 ft. per size category
(10 ft. for Tiny, 20 ft. for Small, etc.).

Immunity: The construct is immune to either one energy type (acid, cold, electricity, fire, or sonic)
or one weapon type (bludgeoning, piercing, or slashing).

material of which it is constructed is twice that
of the base creature. So, a construct made of
iron gains +5 natural armor (iron is hardness
10), while an iron golem gains + I O.

Attacks: A golem gains an extra slam attack,
giving it a total of two. Theseare the golem's
primary attacks,thus they suffer no penalty.

Special Attacks: All golems have the berserk
special attack upon their creation (see MM
110). The golem's creator may forgo the
golem's extra specialpower to removethis fea-
ture. Choosing to createthe golem with a focus
also helps keep the golem under control, thus
nullifying the berserk trait.

Special Qualities: All golems gain immunity
to nearly all magic. The DM should choose
three spells or classesof spells that affect the
golem: one that acts as a slow spell for 2d6
rounds,one that makesit vulnerable to attacks,
andanotherthat counteractstheslow effect and
healsthe golem for 1point of damagefor every
3 points the spell would have dealt (or 1 point
per spell level, if it does not deal damage).
These can be changedwith the DM's permis-
sion. Seethe golem entry on MM 110-111for
examples.The golem is completely immune to
all other forms of magic.

Golems also gain damagereduction basedon
their HD, asshown in Table 4-8.

Golems gain one additional special power at no
cost. The creator may forgo this extra power in
order to remove the berserk special attack.
Abilities with limited uses are set to 3/day.

Abilities: A golem gains a bonus to its Strength
equal to the hardness of its base material minus
three. So a golem created of wood (hardness 5)
would gain a +2 bonus to its Strength. If the
golem's hardness is 2 or less, it does not lose
Strength. In addition, all golems gain a
Wisdom score of 11 (if the construct is sentient,
use its rolled ability instead).

Alignment: Golems are always neutral.

Including A Focus
Some creators prefer to give their constructs
additional powers or spellcasting abilities
aboveandbeyond thoseof a normal construct.
The only way to do this is to createthe creature
with a focus. The focus canbe anything from a
precious gem to a magic ring, but the value of
the focus must be at least 20% of the con-
struct's cost without the focus (this is the cost
of the constructnot counting its transformation
into a golem). Thus, ifNalia createsa construct
with a cost of 3,000 gp and wishes to give the
creature a focus, it must be a single item
worth at least 600 gp, bringing the total
cost of the construct to 3,600 gp. A con-
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Golem Hit Dice DR Special Power Save DC
Lessthan 1 to 4 5/+1 12
5-8 10/+1 14
9-12 15/+1 16
13-16 20/+2 18
17+ 30/+3 20

TABLE 4-8: GolEm ABilitiES BY Hit DiCE

struct can only have one focus.

Why include a focus?Constructswith a focus
have several options that are unavailable to
normal constructs.

Grant the construct a spell-like ability:
Normally constructsmay only be given extra-
ordinary and supernatural abilities, but when
built with a focus they may be grantedthe abil-
ity to cast any spell the character may cast,
once per day. The creature may cast the spell
onemore time per day if the value of the focus
is doubled. Tripling the value of the focus
allows the construct to use its spell three times
per day, but this is the limit. The maximum
spell level that a constructcancast is 4th level.
A construct may never cast a spell with an
expensivematerial componentor an XP cost.

Take away a golem's Berserk quality: If a
golem is given a focus, which is incredibly
expensive, it may choose to not risk going
Berserkwhen in combat.

Grant the creature an additional power:
Constructs may normally only be granted one
power, two if the creature is a golem. A focus
allows an additional ability to be built into the
creature, making it a more capable guardian or
more durable workhorse.

External Foci

Some creators decide to create their constructs
with an external focus, one they keep at all
times and which links them more strongly with
their creation. This usually takes the form of an
amulet or ring that the creator wears at all
times. These foci take up a normal magic item
slot, so a creator could not wear a golem amulet
and an amulet of natural armor at the same
time. Creating a focus that does not take up a
magic item slot doubles the cost of the focus.

A creator may control one external focus for
each point of Charisma modifier.

Having an external focus gives the creator sev-
eral advantages. First, he guards the expensive
focus himself, so if the construct were ever lost
the item would not be lost with it. Second, the
construct and creator share an empathic link no
matter the distance between them. The creator is
able to communicate commands to the construct
through this link, and the construct can always
pinpoint the creator's location. Finally, the con-
struct gains the ability to cast one of the follow-
ing spells on the focus's bearer, once per day:
cure serious wounds, delay poison, lesser
restoration, remove blindness/deafness, remove
disease, removeparalysis, shield other. The cre-
ator must choose which spell his construct can
cast upon creation, and a scroll with the appro-
priate spell must be burned during the ritual.

The disadvantage to using an external focus is
that the construct's creator is often more vul-
nerable than the creature itself. The focus is
linked to the creator, so if the creator dies the
construct ceases to function, losing all magical
properties and becoming an inanimate object.
If the focus is stolen, the creator loses control
of the construct, which merely continues to fol-
low its current orders. No other being may take
control of a construct through its external
focus, but the construct can be rendered nearly
useless if its creator loses the focus.

CoI1structioI1 and AnimatiOI1
Once all the decisions have been made and the
necessary materials and components gathered,
the creator must mold the construct into its
final form. This requires an appropriate Craft
skill check and the expenditure of time and
money as per a normal skill check. The creator
may have an outside expert craft the body for
him, sometimes without even letting on about
the object's final fate. The item to be animated
must be of masterwork quality.

Once he has the completed object, the creator
must perform a long ritual over it in order to
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awaken its powers. This ritual takes one day
per 250 gp value of the construct (minimum of
one day) to perform, and the creatormust labor
for eight hours each day. Any interruption in
this processother thannormal sleepingandeat-
ing ruins the ritual. Half the base cost of the
construct is lost, but XP are not spent,and the
creator must begin the animation ritual anew.

The final cost of a construct is equal to its base
cost plus any additions it may have been given.
The creator must expend 1/25 of the final cost
in XP in order to animate the construct. In addi-
tion, the creator must cast a spell that emulates
the effect of any special powers its creator
wishes it to have. So to give it a lightning
breath weapon, the creator must cast lightning
bolt during the ritual. Spells must be cast daily.
Framework enhancements do not require any
spellcasting.

Creating a golem uses exactly the same
process, with the following exceptions. The
creator must cast geas/questand either poly-
morph any object or resurrection upon comple-
tion of the ritual. He may casttheseoff scrolls,
but if he fails to activate the spell (DMG 203)
then the ritual is ruined and must be restarted.
To determine a golem's final cost, the creator
must multiply the construct's final cost by 25.
Upon completion of the ritual he must expend
1/50of the golem's final cost in XP in order to
animate the golem. The ritual lasts for exactly
two months regardless of the golem's final
cost.

CoI1struct CreatiOI1
Example

Shandrikathe gnomerogue/illusionist hastrou-
ble reaching things. To remedy her problem,
shedecidesto createan animatedrope that can
also help her climb up to hard to reach win-
dows. (Not that she does so often, mind you).
Let's take a look at the processand decisions
shemust make about her new helper.

Creating AIl Animated Rope
Determine size: Shandrikawants her creation
to be able to reach where she cannot, so she
decidesto make it Large (tall) sothat it hasa 10
ft. reach.

Choose material: Since she has plenty of rope
around her home, she decides to make use of it

to save her some time and money. For the tasks
she plans to assign her new friend, this will be
a fine choice. Since rope has a hardness of 0,
her new friend gains no bonus to its AC and
cannot deal much damage with a strike.

Choose framework enhancements: Shedefi-
nitely wants her construct to be able to climb,
so shegives it a Climb speedof 20 ft. with the
first enhancement.Since it isn't very strong,
she decides to make it agile so it can avoid
damagerather than withstand it. To this pur-
pose,sheincreasesthe rope's Dexterity by four
with the secondenhancement.Trying to keep
costs down, she avoids increasing the rope's
speedand leavesit as is.

Choose special abilities: The rope isn't made
for combat,soshereally doesn't needto give it
any special abilities. She decidesto go ahead
and make it immune to slashing weapons so
that it can't be cut while she's off plying her
trade.

The final cost for the animated rope is 400
(base size) + 400 (Climb speed) + 800
(increasedDex) + 500 (immunity to slash-
ing weapons)= 2,100 gp & 84 XP.
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Now that she has that information, she must
constructthe body andthen go through the ani-
mation ritual. In order to create the animated
rope, shemust succeedat a Craft (ropemaking)
check to create a masterwork body from her
available materials. She could hire an outside
craftsmanto complete the job, but shedecides
that shecould usethe time off anyway.Enough
masterwork rope to create the body costs 200
gp, so she works at it for nearly three weeks
before shehascompletedthe task. Upon com-
pleting the construct's body, she gathers the
necessarycomponentsand begins the creation
ritual. Sinceher golem hasa total cost of 2,I 00
gp, the ritual is going to takejust over a week
(2100/250 = 8.4 days). She works for eight
hours each day casting spells and performing
rites. At the endof this time, her constructstiff-
ensup and awaits its first command.

Animated Rope
Large Construct
Hit Dice:
Initiative:
Speed:
AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

IOdlO (55 hp)
-1 (Dex)
15 feet, swim 40 feet
20 (-1 size, -1 Dex,
+ 12 natural)
2 slams + 16 melee
Slam 1d8+9
10 ft. by 5 ft./15 ft.
None
Construct, magic
immunity, damage
reduction 10/+ 1,
regeneration 5, swim
ming, aquatic native,
reefseeming, water
dependency
Fort +3, Will +3, Ref
+2
Str 28, Dex 9, Con -,
Int -, Wis 11, Cha 1

Any aquatic
Solitary or pair
11
None
Always neutral
11-15 HD (Huge)

The animatedrope appearsas several coils of
rope looped into one another.It can uncoil its
armsand legs to aid it in climbing or combat.

Combat

The animated rope fights as directed by its cre-
ator, fighting indefinitely thanks to its inability
to become fatigued.

Construct: Immune to mind-influencing
effects,poison, disease,andsimilar effects.Not
subject to critical hits, subdualdamage,ability
damage,energy drain, or death from massive
damage.

Immune to Slashing Weapons: Slashing
weapons, even enchanted versions, deal no
damage to the animated rope. Such weapons
slip in betweenthe coils of its body, leaving it
unharmed.

Creating a GoleIfI
Applying the golem template to her rope crea-
ture is going to mean a lot more work for
Shandrika, but it will also produce a much
more potent follower. The construct undergoes
the following changes:

~ The rope golem's HD double to 8. It gains
no hardness bonus to HD due to its poor
hardness rating.

~ The golem can no longer run, though its
base speed remains the same.

~ The golem's AC remains the same, since
its hardness of 0 gave it no bonus to natur-
al armor in the first place

~ The golem gainsan extra slam attack, giv-
ing it 2 slams at +9 melee.

~ The golem gainsthe berserkspecialattack.
Since she isn't planning to have her golem
fight, she doesn't mind this at all.

~ The golem gains immunity to magic. It is
still affected by fire spells, however, and a
cone of cold acts as a slow spell. Since she
has access to a lot of spells with the Force
descriptor, she decides to allow the golem
to be healed by such spells.

~ The golem gains damagereduction 10/+1
~ The golem gains an additional special

power at no cost. Shandrika decides to
allow her golem to cast rope trick. It can
cast the spell three times per day.

~ The golem gains a Wisdom score of 11,
but no Strength modifier due to its poor
hardness rating.

~ The golem becomes neutral, eschewing
Shandrika's alignment.
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The ritual hasnow becomemuch more compli-
cated as well. Shandrikamust acquire a scroll
of geas/quest and polymorph any object
becauseshe does not have them in her spell-
book. She must also cast rope trick daily in
order to give the golem this ability. The final
cost for the golem is 52,500 gp (2,100 x 25),
and Shandrikamust pay 1,050XP to complete
the ritual. The ritual alsonow takes2 monthsto
complete.

Rope Golem
Large Construct
Hit Dice:
Initiative:
Speed:
AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

10d10 (55 hp)
-1 (Dex)
15 feet, swim 40 feet
20 (-1 size,-1 Dex,
+ 12 natural)
2 slams + 16 melee
Slam Id8+9
10 ft. by 5 ft./15 ft.
None
Construct, magic
immunity, damage
reduction 10/+ 1,
regeneration 5, swim
ming, aquatic native,
reefseeming, water
dependency
Fort +3, Will +3, Ref
+2
Str 28, Dex 9, Con-,
Int -, Wis 11,Cha 1

Saves:

Abilities:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Any aquatic
Solitary or pair
11
None
Always neutral
11-15 HD (Huge)

The rope golem appears as several coils of rope
looped into one another. It can uncoil its arms
and legs to aid it in climbing or combat.

Combat

The rope golem fights as directed by its creator,
fighting indefinitely thanks to its inability to
become fatigued.

Berserk (Ex): When a rope golem enters com-
bat, there is a cumulative 1% chance each
round that it goes berserk. The uncontrolled
golem goes on a rampage, attacking the nearest
living creature or smashing some object small-

er than itself if no creature is within reach, then
moving on to spread more destruction. Once
the golem goes berserk, no known method can
reestablish control.
Construct: Immune to mind-influencing
effects, poison, disease, and similar effects. Not
subject to critical hits, subdual damage, ability
damage, energy drain, or death from massive
damage.

Immune to Slashing Weapons (Ex): Slashing
weapons, even enchanted versions, deal no
damageto the rope golem. Suchweaponsslip
in between the coils of its body, leaving it
unharmed.

Magic Immunity (Ex): Rope golems are
immune to all spells, spell-like abilities, and
supernatural effects, except as follows. Fire-
based spells affect a rope golem normally. A
cone of cold slows them (as the spell) for 2d6
rounds,with no saving throw. A spell with the
Force descriptor counters the slow effect and
cures 1 point of damagefor each 3 points of
damageit would otherwise deal (or one point
of damageper spell level, if it does not deal
damage).The golem rolls no saving throw
againstforce effects.
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Magical
Materials

This section presents a discussion of the use of
different materials to enhance magic. The text
of this section is designated closed content. All
text under the Sample Materials heading up to
the end of this section and rules and terminolo-
gy derived from the d20 System Reference
Document are designated as Open Game
Content.

Giving detailed descriptions of the magic items
found by a party during a game can help add
excitement and verisimilitude to a game. It can
help make the gameworld seem deeper and
more wondrous, and help to create the feeling
of a world rich in magic and wonder. The use
of various magical materials can add more than
flavor, however: The DM can use them to give
his magic items personality and uniqueness.
This can be especially helpful in a low-magic
campaign, where such items are rare and
deserve to be treated with depth and detail.

Most of the materialscoveredin this sectiondo
not do anything in themselves. Rather, they
enhance magical and mundane items that
incorporate special materials into their con-
struction. In most cases,this enhancementis
minor, otherwise no one would ever make an
item out of more ordinary materials. Such
slight changes,however, can help to smooth
out the power curve, or simply make a minor
item a bit more memorable.

UsinG THESEMaterials
The items introduced in this section should be
integratedinto an existing campaigncarefully,
both for reasonsof verisimilitude and game
balance. Players in a long-running campaign
might wonder where all these new metals,
woods, and other materials have been all this
time, and retroactively declaring magic items
to havealways beenmadeof this or that could
cause a sudden and undesired power shift.
Further, not every item suits every world.

Most of the materials described here have
some backstory to them, explaining where
they come from and what grants them their

properties. This material can, and should, be
alteredto fit your world. If you do not have the
traditional elementalplanes,then the origins of
emberwood and similar materials can be
changedto suit your cosmology.

On THE NaminG Of NameS
Most of the names for the materials here are
descriptive, and eachattemptsto be evocative.
There are two reasonsfor this.

First, descriptive names are easier to remem-
ber, especially when there are so many items
presented.A list of items with namessuch as
fluviel, zerith, and konthagir may sound more
otherworldly, but what the heck are they?

Second,every gameworld has its own culture
and heritage. Names with a certain linguistic
flavor may soundcompletely out of place in a
campaignbasedon a different ethosor culture.
The DM can, and should, rename commonly
useditems from this section in accordancewith
the language and culture of his campaign
world.

Low MaGiC WOrldS
It might seemthat a lot of theseitemsareof use
only in worlds where magic is exceptionally
common, where elemental vortices and extra-
planar energies seep into things on a regular
basis.However, a lot of the materials described
herecanbe usedto add a little somethingextra
to low magic worlds as well. Consider
silentsteel,for example.In a high-magic world,
enchantingarmor with the silent movesspecial
ability is simple enough, but in a low magic
world this might be very difficult. In such a
world, armor made from silentsteel (halves the
armor check penalty for moving silently) can
be greatly desired, becausenothing better is
available.

THE USEOf Materials
Magical materials can be used in a variety of
ways. Here are somesuggestions.

Add flavor and a slight edge. A wand of
waterbone is more memorable than one of
ivory, especially if it casts ice storm or similar
magic. If you feel a +2 weapon is about the
right power level for the current party, but you
want the item to bejust a bit more useful, mak-
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Table 4-9: Identification and Location OF MagiCal Materials

Skill Animal Crystal/Gem Exotic Metal/Stone Plant/Wood
Alchemy 10 20 15 20 10
Knowledge (arcana) 15 15 15 15 15
Knowledge (nature) 10 15 25 15 10
Wilderness Lore 15 20 25 20 15

Rarity modifier:
Common -5
Uncommon 0
Rare +5
Legendary + 10

The DC for any check the DM may wish to impose to find a particular item in a populated area is
equal to 15. + rarity modifier + community size modifier. Skills useful for such a task include
Diplomacy and Gather Information.

Community Size modifier:
Thorp or Hamlet: + 10*
Village or Small Town: +5
Large Town, Small City, Large City: 0
Metropolis: -5

*At the DM's discretion, a tiny community might have access to a regular supply of one particular
material. For example, the hamlet of Dendral's Fall might have cultivated a supply of lifeberries.
They would likely keep the extent of their supply a secret, selling only a small quantity to passing
traders each year.

ing the hilt of meldstone can balance things
out.

To help control magic item production. In
ancient times, it is said, making something as
simple as a scroll required powdered gems,
gorgon blood, or ludicrous working conditions.
These days, though, every spell caster spends
his free time doing little but making scrolls and
potions. GMs might be frustrated at the sheer
quantity of magical items that players can pro-
duce with little effort, but may also be loathe to
simply restrict them out of hand. Requiring the
use of some of the items in this section can help
restrict the flow of magical items. In such a
case, you may rule that the cost of the material
is included in the gold piece cost already asso-
ciated with making magic items, and that the
material does not provide any kind of bonus
other than making item construction possible.
In such a case, there could be a special ritual,
mixture, or rare hybrid of the materials found
herein that would allow characters to gain the
benefits described in the entries below, but
such would be incredibly rare and valuable.

Example: Fred the DM is annoyed at how
many potions of cure light wounds players tend
to carry with them. When he begins a new cam-
paign, he tells the players that lifeberries are
required for all potions that contain healing
spells, and that they have no other beneficial
effect. The PCs must track down lifeberries for
each potion they wish to make, and the DM
also notches the rarity up a bit, so that they
can't be found at every town bazaar.He also
introduces violet lifeberries, which, when
mixed into a potion, have the effect noted
under lifeberries in the following section.

Identifying ffJAterials
How can you tell the difference between
emberwood and a burnt stick? To the layman,
they do indeed look alike. But to the trained
eye there are many noticeabledifferences.

Several skills are useful in identifying magical
materials. They are Alchemy, Knowledge
(arcana), Knowledge (nature), and
Wilderness Lore.
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Each material is given a rarity and a type. Cross
index the skill and the type on Table 4-9 to find
a base DC to use that skill to identify that mate-
rial, then add or subtract the rarity modifier.

Sample Materials
This section describes a variety of materials
that may be used to enhance the magical prop-
erties of enchanted items. Any item created
with a magical material component must be of
masterwork quality in order to gain the bonus
associated with the material.

Each item in this section is described as follows:

Name: The name of the item. See above for a
discussion on changing the names to better fit
your campaIgn.

Rarity/Type: The rarity of the item, followed
by the type of the item. (Common Wood,
LegendaryMetal, etc.).

Description: The physical appearanceof the
item, aswell asbackgroundand flavor text.

Game Effects: The mechanics governing the
item.

Cost: The cost in gp. This may be a percentage
change to the cost of another item.

Anlmal
These materials are defined as organic materi-
als that come from animals, magical beasts,
humanoids, or any other living, non-plant
source. Correctly removing organic materials
from a corpse is not easy; a single error in the
process and the magical properties of the mate-
rial may be lost or dangerously distorted. A
Wilderness Lore check (DC 10 + the rarity
modifier), or a Profession (hunter, taxidermist,
furrier, or the like) check (DC 5 + the rarity
modifier), allows the material to be successful-
ly extracted. The DM may wish to roll this
check secretly, and not allow the success or
failure to be known until the material is actual-
ly used. A Knowledge (arcana) check (DC 25)
on the extracted material can reveal whether or
not the extraction was successful.

DEstrachan HidE (Rare Animal)

Description: This is one of the few items in
this sectionthat has innateuseful properties,
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rather than gaining them by exposure to some
outside force. The sonic powers of the destra-
chan are well know, and its hide, properly treat-
ed, can impart some of those abilities onto
another.

Game Effects: Leather or hide armor made
from destrachanhide grants the wearer sonic
resistance5.

Cost: Destrachan hide sufficient to make a suit
of Medium-size armor costs 2,000 gp.

Spiderskin (Common Animal)

Description: The ability of a giant spider,
despite its weight, to easily scalewalls or even
sit comfortably on a ceiling is well document-
ed. Thus, it is hardly surprising that skilled
alchemistsand tannersfound a way to capture
those abilities and put them to use. Spiderskin
is usually dark gray to light tan in color, and
coveredwith fine hairs.

Game Effects: Gloves of spiderskin grant a +5
equipment bonus to all Climb checks. If used
as a component in slippers of spider climbing,
the spiderskin grants the user a 20 ft. move-
ment rate rather than 15 ft.

Cost: Sufficient spiderskin to make onepair of
gloves costs 50 gp. A pair of spiderskin slip-
pers of spider climbing cost an additional 500
gp.

W aterbone (Rare Animal)

Description: Waterbones are usually the rib
bonesof aquaticmammals,and in their natural
form they are distinguished from ordinary
bonesonly by a continual dampness.No matter
how long it sits in the sun, a waterbone will
never be fully dry. A Small creaturewill yield
enoughwaterbone for one use,a Medium-size
creature for two, a Large creature for four, a
Huge creaturefor eight, a Gargantuancreature
for 16, and a Colossal creature for 32.
Waterbones harvested from larger animals
(whales, for example)are almost always sliced
before sale.Waterbonesare createdwhen a sea
creature is exposedto elementalwater or high
levels of magic involving water or cold. A
whale almost killed by an ice storm spell, for
example, or a porpoise often usedby tritons as
a mount, may find part of its skeleton trans-
muted to waterbone.This has no effect on the
creaturewhile it is alive.

Game Effects: Waterboneis a powerful focus
for spells dealing with water or cold, and its
incorporation into a magic item that includes
suchspells enhancesthat item considerably.A
wand that contains such a spell caststhe spell
at + 1 casterlevel (i.e., a spell embeddedin the
wand createdat 10thcasterlevel would be cast
at 11th casterlevel). A rod or staff that contains
magic that draws heavily on water or cold-
based effects (such as a staff of frost) may be
created for 5% less experiencecost if water-
bone is used in its construction. Using water-
bone in a wand adds 1day per spell level to the
time to createthe wand.

Cost: Waterbonesufficient for a single wand
costs500 gp per level of the spell to be placed
into the wand. When used in a rod or staff, it
costs 1 gp for eachXP saved,and adds 1 day
for each 100gp value of the waterbone.

CrystAL/GEm

This category includes all crystalline struc-
tures, suchasgemstonesand evenglass.

BLAZe Tears (Legendary Gem)

Description: A blaze tear is a ruby that has
been exposed to, and survived, magical fire.
Blaze tears are often found in small quantities
in mines locatednearvolcanoes,and red drag-
ons prize them above all other gems.It should
be noted that the phrase common source is
something of a misnomer, as blaze tears are
extremely rare.

Game Effects: If a blaze tear is placed on a
rod, staff, or wand that casts spells with the Fire
descriptor, any spell cast from the item is treat-
ed as if it were maximized.

Cost: A blaze tear costs 3,000 gp times the
level of the spell it is designedto amplify. In
the caseof an item with multiple spells,suchas
a rod, add the cost for the highest-level spell
and one-half the sum of all other spells (or
equivalent levels, in the case of spell-like
effects), andmultiple that total by 3,000.Add 1
day of work for eachadditional 500 gp of cost,
but no additional XP costs.

Storm SapPhire (Legendary Gem)
Description: A storm sapphire is formed
when a sapphire is struck by non-magic
lightning of sometype. Viewing the gem
during a storm reveals its true nature.A I
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close examination of the gem reveals jagged
lines of electrical power crackling within.
While slightly more common than blaze tears,
storm sapphires are still quite rare. No attempt
to create one has yet resulted in anything more
than a pile of sapphire dust, leading some to
believe they are gifts bestowed by the god of
storms upon his faithful.

Game Effects: If a storm sapphireis placedon
a rod, staff, or wand that castsspells with the
Electricity descriptor, any spell cast from the
item is treated as if it were empowered.

Cost: A storm sapphire costs 2,000 gp times
the level of the spell it is designed to amplify.
In the case of an item with multiple spells, such
as a rod, add the cost for the highest-level spell
and one-half the sum of all other spells (or
equivalent levels, in the case of spell-like
effects), and multiple that total by 2,000. Add 1
day of work for each additional 500 gp of cost,
but no additional XP costs.

Exotics
Exotic materials are those that defy easy
description. They include undead ectoplasm,
distilled dreamstuff,and solidified energy.

Dream Items (Legendary ExotiC)

Description: Dream items are literally items
stolen out of dreams. This happens very rarely,
and is usually due to extraplanar magic inter-
secting the dream realm, or similar extreme cir-
cumstances. However, once such an item has
left the realm of dream, it becomes quasi-real.
This can be very useful.

A dream item can be any normal item, or even
an animal or plant, though dream creatures are
much rarer. The dream item mayor may not be
masterwork .m quality, but it will always appear
odd; the steel of the dagger will have a strange
shimmer to it, or the cat will have eyes that
change color constantly.

Game Effects: The dream item exists, or does
not exist, at whim. The owner of a dreamdag-
ger, for example,can simply will the item not
to be, causingit to vanish utterly. Then, at will,
he can causeit to be, and it will appearin his
hand. Each time this trick is performed, the
owner must make a Wisdom check (DC 5); if

this check fails, the item loses its special
propertiesandeither becomesreal or ceases

to exist permanently.

Cost: A dream item costseither 100 gp, or 10
times the cost of a normal version of the item,
whichever is greater.

Icefire (Rare ExotiC)

Description: What happens when a red dragon
andwhite dragonbattle, or when afireball and
an ice storm intersect?Most of the time noth-
ing strange occurs beyond the normal unpre-
dictability involved in the clash of strong
forces,but sometimesicefire is born.

When found in nature, icefire resembles a
chunk of translucentblue ice. Looking into the
material, a careful observercan seeflickers of
red and yellow dancing within. Touching it is
profoundly uncomfortable, for it seemsto be
both hot and cold at once.No damageis dealt
by simple contact,however.

Icefire is usually found only in very small
pieces,and cannotbe merged into larger units.
It can, however, be carved, requiring a Craft
(jeweler) check at a DC of 25. Once carved, it
hastwo uses.

Game Effects: An arrowhead made of icefire
will do Id3 cold and Id3 fire damageto what-
ever it hits, in addition to the normal arrow
damage.This will destroy the arrow.

A wand tipped with a gem of icefire, and which
contains spells with either the Cold or Fire
descriptors, has 20 extra charges when it is first
created.

Cost: An icefire arrowhead is relatively simple
to make, and costs 50 gp. Carving icefire to
serve as the focal point of a wand is consider-
ably more difficult, as the exact spells to be
placed must be taken into account. The cost of
such a piece of icefire is 30% of the cost of the
wand itself, and it takes 1 additional day to
carve for each 1,000 gp of cost.

WraithSPOOr(Rare Exotic)

Description: A glistening, translucent, slimy
liquid, wraithspoor is sometimes left behind
after incorporeal undead are dispatched to their
final rest. If quickly collected and placed in a
sealed, opaque container, it can be used in sev-
eral magical processes. The most common,
though, is to use it to create weapons that easi-
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ly damage incorporeal undead.

Game Effects: If wraithspoor is mixed with
pure steel, and the resulting alloy forged into a
blade, the blade has the ghost touch special
ability, though with no other magical bonuses.

Cost: Enough wraithspoor to make one
weaponcosts 1,500gp.

Metal/Stone
This category includes all material derived
from metals, both base and precious, and all
non-crystalline stone.

Dragonsil ver(Rare Metal)

Description: Dragon breath is an astoundingly
potent magical force. A person struck by a
dragon's breath weapon, if she survives, may
find that her weaponsand armor areuseless,or
nearly so.A very skilled alchemistcantake the
remains and refine and purify the metal, creat-
ing dragonsilver. Dragonsilver can then be
reforged, creating weapons and armor with
unusual properties. Regardless of the base
metal destroyed by the dragon, dragonsilver
always appearsto havethe sheenof silver, tint-
ed slightly to the color of the dragonthat creat-
ed the metal. Dragonsilver is referred to by
dragon type ~ red dragonsilver, gold dragon-
silver, etc. Silver dragonsilver is sometimes
called pure or true dragonsilver for aesthetic
reasons.

Game Effects: Any weapon forged of dragon-
silver will be very strong, granting it +4 hard-
ness and 50% more hit points than normal. It
also gains a +2 enhancement bonus to hit and
damage against any dragon of the same type
that created the dragonsilver (this bonus stacks
with the weapon's normal enhancement bonus-
es). Armor forged of dragonsilver likewise
gains a + 1 to its armor bonus and reduces the
arcane spell failure chance by 10%.

Cost: A dragonsilver weapon costs 1,000 gp
over the normal cost of a masterwork weapon;
dragonsilver armor costs 1,200 gp over the nor-
mal cost of masterwork armor.

MeldstonE (COmmOn StOnE)

Description: Meldstone is a type of granite
that occursnaturally in areasprone to extremes
of heat and regular lightning storms.
Occasionally small veins of this stone run
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Material Cost
Animal
Destrachan hide 2,000 gp per suit

Spiderskin 50 gp (gloves)
500 gp (slippers ofspider climbing)

Waterbone 500 gp per spell level (wand)
1 gp per XP saved (rod or staff)

Crystal/Gem
Blaze tear 3,000 gp per spelllevel

Storm sapphire 2,000 gp per spell level

Exotic
Dream item 100 gp, or 10 times the cost of the item

Icefire 50 gp (arrowhead)
30% market value (wand)

Wraithspoor 1,500 gp per weapon

Metal/Stone
Dragonsilver Normal masterwork weapon cost plus 1,000 gp

Normal masterwork armor cost plus 1,200 gp

Meldstone 50 gp (weapon grip)

Silentsteel Normal armor cost plus 100 gp

Plant/Wood
Emberwood 25 gp (powdered)

300 gp per spell level (wand)

Farflight branches 5 gp (arrow or bolt)
10 gp (spear or javelin)

Ghostwood Normal masterwork weapon cost plus 200 gp

Lifeberries 5 gp each
25 gp per spell level for processed potion mix

Steelsap 3 gp per size category (unprocessed sap)
5 gp per size category (lacquer)

TablE 4-10: Magical Material Costs
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through normal granite. It can be identified by
the fact that it is slightly magnetic, and has an
odd stickiness to it when touched. When
processedand formed into a weapongrip, most
commonly a sword hilt, it gains some unique
properties. If a weapon with a grip of meld-
stone is grasped tightly for more than one
round, the weapon becomespartially stuck to
the wielder's grip. This makes it harder to
knock the weapon away. The wielder may
unstick the weaponat any time by relaxing his
gnp.

While a meldstone grip is somewhat less useful
than a locked gauntlet, it has several advan-
tages. It does not hinder spellcasting in any
way (any more than holding a normal weapon
does), and it appeals to people who don't want
to wear a bulky gauntlet.

Game Effects: Anyone wielding a weapon
with a meldstonegrip gains a +4 circumstance
bonus on any roll to keep from being disarmed
in combat and never drops the weapon when
panicked.

Cost: A meldstone grip costs 50 gp.

Silentsteel (Uncommon Metal)

Description: Silentsteel is formed from iron
that has been tainted by elemental air. This
tends to occur in areas exposed to extreme
wind conditions for prolonged periods of time,
or where an air elementalwas slain while near
exposed ore. The exposed ore itself has no
inherent properties, but during the process of
making steel it undergoesa subtle transforma-
tion. Silentsteel,once forged, can be identified
by the lack of noise it produces when struck
againstan object. The soundit makesseemsto
be coming from a long way off.

Game Effects: Armor made of silentsteel
negates the armor check penalty to Move
Silently checks.

Cost: Increase the cost of armor made with
silentsteelby 100gp.

~

Plant/Wood
Wood or plant materials include all materials
that originated in plants or plant-like organ-
isms, including fungi and molds. Very often,
only a small part of a specific plant will have
any useful properties.

Ember WOod (UnCOmmOn WOOd)

Description: Emberwood resembles badly
charred wood, seemingly ready to crumble if
touched. However, the wood is surprisingly
strong and resilient and is often desired by
arcane crafters, especially those who work with
fire magic. Emberwood is found only where
normal trees are regularly exposed to low-level
energies from the elemental plane of fire, trees
surrounding an active volcano for example. A
single tree will yield I d4 pieces of emberwood,
each piece being useful for one wand or two
potions (see below).

Game Effects: Any wand formed of ember-
wood addsoneto the effectivecasterlevel of
any spell with the [Fire] descriptor embedded
within it, and powdered emberwood adds one
effective caster level when it is used in any
potion containing a [Fire] spell. Thus, afireball
wand createdby a 5th-level casterwill produce
fireballs as if cast by a 6th-level caster.Using
emberwood in a wand adds one day per spell
level to the time to create the wand. Using
emberwoodin apotion addsoneday to the cre-
ation time.

Cost: A pieceof emberwoodsuitablefor usein
a wand costs 300 gp per level of the spell
embeddedin the wand, and an ounce of pow-
dered emberwood (used for potions) costs 25
gp.

Farflight BranChes (COmmOn WOOd)

Description: Farflight branchesare harvested
from trees that have survived exposure to
extremes of elemental air, an extremely power-
ful hurricane, for example. The branches them-
selves are substantially lighter than normal and
fall oddly when tossed, as if buffeted by unseen
winds. The main use for farflight branches is in
crafting arrows and spears.

Game Effects: Any throwing weapon made
primarily of wood from farflight branches has
its range increment increased by 50%. Using
such a weapon, however, imposes an addition-
al -1 range penalty due to the unpredictability
of the flight. So, throwing a shortspear at a
range of 60 ft. would impose a -9 penalty to hit
rather than the normal -6.

Cost: 5 gp for enough to make an arrow or
crossbow bolt; 10 gp for enough to make
a spear or javelin. J
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Ghostwood (Rare WoO()

Description: Ghostwood appearsidentical to
nonnal wood from whatever type of tree from
which it. However, when touched, it is unnatu-
rally cold, always several degrees cooler than
ambient temperature would indicate.
Ghostwood is harvested from trees that have
grown over the graves of beings whose corpses
were later animated or otherwise brought to
unlife via necromantic means.

Game Effects: Ghostwood is usually used to
make wooden knives or daggers. Such a
weapon,which must be of masterwork quality,
functions asa+ I weaponversusundead,but an
ordinary wooden weapon when used against
any other target.

Cost: A ghostwood weapon costs 200 gp more
than a masterwork weapon made of nonnal
wood.

Lifeberries (UncOmmOn Plant)

Description: Lifeberries can be found growing
on almost any plant that nonnally bears edible
berries. Regardless of the type of plant they are
found growing on, lifeberries are always a deep
reddish/purple hue. They have the same shape
and size as the other berries on the plant, and
grow at the same time.

Lifeberries are created when birds or other ani-
mals eat goodberries created by the druid spell
and the seed at the core of the berry finds fer-
tile ground before the spell expires. This does
not occur every time; the exact required cir-
cumstances remain a mystery. The plant that
grows from this seed produces lifeberries for
up to I d4 years.

Game Effects: Lifeberries are similar to their
ancestral goodberries, albeit somewhat diluted.
Eating one is equivalent to a single meal, and
will further increase natural healing rates by
one hit point per day. Eating more than one in
a day has no effect. They are mostly desired,
however, for their ability to improve healing
potions. Any potion that contains cure light
wounds, cure moderate wounds, or cure seri-
ous wounds will cure anadditionalId4 points
of damage if lifeberries are used in the potion's
manufacture. The potion also provides the
nutrients of a full day's rations.

Cost: Lifeberries in their raw fonn, suitable

for eating, cost 5 gp each. Processinglifeber-
ries for use in a potion costs 25 gp per spell
level.

SteelSap (Rare Plant)

Description: Steelsapoccursonly in treesthat
survived after being partially cut and then aban-
doned. Trees that endure such attempted log-
ging may, under some circumstances, begin to
produce a sap of incredible toughness. This sap,
when processed appropriately, can be of great
value. Steelsap is most often used on wands or
wooden shields, though it is sometimes used on
magical arrows. It is too expensive to use on
nonnal arrows under most circumstances.

Processingthe raw sapinto the lacquerrequires
an Alchemy check (DC 21) and has a cost in
materials of 5 sp for every 3 gp worth of lac-
quer, taking one day to prepare a batch worth
up to 10gp.

Game Effects: Any wooden item coated with a
lacquer made from steelsap gains +2 hardness
and one additional hit point per size category,
Fine items gaining one hit point, Diminutive
gaining 2, etc. The lacquer will not bond to
non-wooden objects.

Cost: Enough steelsap to make the lacquer
costs3 gp per sizecategoryof the item. It costs
5 gp per size category to purchase the
processedlacquer.

Special: Steelsapcan be applied to non-mas-
terwork items.

BEHind THE Curtain: Pricing
Materials

Some of the costs of the various magical mate-
rials were derived by looking at the cost, in gp,
of what they do, and then modifying that num-
ber downward. This ensures that the characters
do not gain considerable powers without pay-
ing a reasonable cost, while making it worth-
while to seek out these materials.

Consider the cost of a wand of fireballs created
by a 10th-level wizard. Setting the wand at 6th
caster level costs him 6,750 gp. Setting it at 7th
caster level would cost him an additional 1,125
gold. If, however, he uses emberwood, it costs
him only an additional 900 gold, a savings of
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225 gp. The increased production time and the
effort that must be made to locate emberwood
balance this number.

No other formula is given becausethe cost and
trouble associated with finding a particular
type of material will be set by the DM, thus
making it impossible to createsucha guideline.
Instead, each DM must weigh the factors that
he setsin the acquisition of sucha material and
give it a price that he thinks is balanced and
fair.

Famil1AA8
This section presents expanded rules for the
summon familiar classability of sorcerersand
wizards. All text in this sectionis designatedas
closed content. Power descriptions, familiar
namesand stat blocks, and rules and terminol-
ogy derived from the d20 System Reference
Document are designated as Open Game
Content.

Friend. Ally. Confidante. A familiar serves
many roles, and a dedicatedmage rarely goes
without one. Among Somegroups, acquiring a

familiar is a rite of passage that distinguishes a
novice from a true wizard. The familiar aids its
master in many ways, but most especially in
the exploration of arcane magic. For instance,
the sorceress Nalani's squirrel familiar Tibul
has a knack of finding just the right scroll in a
library. The necromancer Reznik could use his
undead dog Drac to dig up graves. Whatever its
type, all familiars serve a purpose for their
master. Some bestow abilities, others have spe-
cial talents that aid in spellcasting, and many
are just good company.

A mage who desires a familiar must first
choose a creature and then track it down. This
can be easy or difficult depending on the
lengths to which the mage will go to find a spe-
cific creature. Most familiars are common, like
a toad or a cat, and merely require a short jaunt
to the nearby swamp or alley. Others are more
exotic. A quasit, for instance, is usually not
available for purchase at the local marketplace.
Rare familiars are more troublesome and time-
consuming to acquire but tend to be more pow-
erful and versatile. The biggest drawback of a
unique familiar is the undue attention it might
receive. Nalani and her squirrel, Tibul, could
walk into a tavern and receive barely a glance.
But if Reznik walked into the very same tavern
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with his undead dog, the bartender would prob-
ably summon the town guards. A mage should
always choose a familiar that suits her needs as
well as her circumstances.

Acquiring A Familiar
Once a spellcaster acquires the desired crea-
ture, she must complete a daylong ceremony to
bond with it. To begin the ceremony, the spell-
caster places a brass burner filled with 100 gp
worth of incense between her and the familiar.
The incense bums throughout the day. Next to
the burner, the mage places a small pan filled
with a thin layer of sand. During the ritual, the
spellcaster tells her personal history while
drawing arcane symbols in the sand. The spo-
ken words are not really necessary to the ritual
but it helps keep the creature calm while at the
same time endearing it to its new master. At the
end of the day, if the ceremony is a success, the
creature becomes the mage's familiar. A spell-
caster may only have one familiar at a time.

FamiliarTypes
Almost any creature can become a familiar if a
spellcaster sets his heart on it. However, there
are always some limitations. The familiar's
master must have a higher Intelligence score
than the creature with which he wishes to bond,
and the master's level must equal or exceed the
creature's hit dice. A creature with an
Intelligence score of greater than 2 must be
willing to accept the mage as its master, other-
wise the bonding ritual automatically fails.
There are separate level restrictions on more
exotic familiars; it takes someone with a strong
will "andmasterful knowledge of the arcane to
be able to bond with such creatures, regardless
of their size and power. Waiting so long to
acquire a familiar is a painful option for many
spellcasters, and some take other creatures in
the interim. Nevertheless, should they find the
need to upgrade their familiar, they still suffer
the penalties for dismissing a familiar, includ-
ing the prohibition against acquiring a new
familiar for a year and a day.

SElEcting A Familiar TYPE

To bond with a familiar, the spellcaster must first
determine its type and make sure that he meets
any prerequisites. Although all familiars are con-

sidered magical beasts, they can be grouped
into six basic source types: animal, construct,
elemental, parasite, planar, and undead.

AIl imal
An animal is a non-humanoid creature with no
innate supernatural or magical abilities.
Mammals, reptiles, amphibians, birds, and fish
are all included in this category.

Benefits: Animals make the best familiars
becausethey are the easiestto get along with
and least difficult to find. Because they are
neutral in alignment and most are fairly com-
mon, animals have a very low NPC reaction
adjustment.

Drawbacks: As a rule, animals are not very
bright. Until its masterreachesa high level, an
animal will not be able to communicate very
effectively or carry out complex instructions.

Cost to Acquire: A spellcastermay attempt to
catch an animal in the wild, in which casethe
only cost is related to the hunt. Alternatively,
many animalscanbe purchasedin a reasonably
sized settlement. Common animals such as a
catcostabout5 sp.Uncommon animalssuchas
a raccoon or ferret cost between I and 50 gp.
Rare animalssuchasa pandacan cost asmuch
as 10,000gp.

Prerequisites: None.

Constructs
A construct is an artificially created creature
suchasa golem or homunculus.Constructsthat
do not have an Intelligence score prior to the
bonding ritual gain one equal to their master's
Intelligence/4.

Benefits: Constructs make great familiars
because they can be shaped to match the exact
needs and desires of the spellcaster. Constructs
are automatically immune to poison, sleep,
stun, death magic, paralysis, disease, and mind-
influencing effects because of their unique
anatomy. They are also not easy to harm thanks
to their innate and built-in immunities. All con-
structs have the same alignment as their creator.

Drawbacks: Constructsare expensiveto build
and maintain, and must be reanimated if they
are destroyed,causing the spellcaster to incur
the monetary and XP costs of the ritual once
more.

Cost to Acquire: A spellcastermust animatea
construct before making it a familiar. The
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bonding ritual automatically fails if the caster
did not create the construct himself. Costs for
animating a construct vary basedon materials
andsize,andalways involve the expenditureof
XP (seeConstructs in this chapter).

Prerequisites: Casterlevel 5th, must createthe
construct himself, including all relevant Craft
checksto createits body (seeConstructsin this
chapter).

Elemental
An elemental is a creaturewholly composedof
elemental substancethat hails from one of the
primary elemental planes: air, earth, fire, or
water.

Benefits: Elementals make valuable familiars
because they are low maintenance and helpful.
Elementals are immune to paralysis, sleep, poi-
son, stun, and one type of damage based on the
elemental plane of origin. They need no sleep
or food and have special abilities that can be
useful to their masters.

Drawbacks: An elemental familiar is weak
againstone energytype, taking double damage
from such attacks. Bringing a dead elemental
back to life requiresa wish spell.

Cost to Acquire: Like planar creatures,an ele-
mental cannot be bought. The character must
somehowcontact the elementaland convince it
to undergo the ritual. Elementals with
Intelligence scoresof lessthan 3 may undergo
the ritual without agreeing,much the sameas
animals, but they must still have a favorable
disposition toward the spellcaster to whom
they are being bonded.

Prerequisites: Caster level 5th, ability to cast
at least one spell related to the creature's ele-
mental subtype (ex. fireball for fire, gust of
wind for air, water breathing for water, or
transmuterock to mud for earth).

Parasite
A parasite is any creature that takes sustenance
from another creature without providing any-
thing in return. Stirges and leeches are exam-
ples of parasitic familiars.

Benefits: Parasites make reliable familiars
because they are dependent upon the spellcast-
er for nourishment. They may also temporarily
"borrow" their master's abilities, allowing

them to perform actions that normal familiars
could not. As a full round action the parasite
may temporarily gain the use of any skill, feat,
or racial ability of its master. This does not
include class abilities such as spell casting or
sneak attack, nor does it include ability modi-
fiers or innate spellcasting ability (such as that
of a gnome). Only one such ability can be "bor-
rowed" at a time.

Drawbacks: Parasites need to eat. For 15 min-
utes, three times per day, the parasite must
attach itself to its master's body and feed. The
caster loses I d4 temporary hit points at the end
of the feeding. These hit points return at a rate
of I point every 15 minutes and may not be
healed by any means other than time. The stig-
ma carried by most parasitic creatures makes
them unpopular with normal folks, giving them
a negative NPC reaction modifier.

Cost to Acquire: Parasitic familiars are not
easyto find, and must be madeto feed off the
spellcaster exclusively for one week before
being bonded.

Prerequisites: Caster level 3rd.
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Planar
A planar creature is a non-elemental that comes
from another plane of existence. Fiendish crea-
tures and outsiders are examples of planar
beings.

Benefits: Planar creatures have several benefits
for a spellcaster. Many have special resistances
to energy and magic, and more powerful crea-
tures often have damage reduction and other
special defenses. They are on average the most
intelligent creatures that may become familiars.
Of course, that has its downsides as well.

Drawbacks: Planar creatures are not easy to
acquire, and if they die only a wish spell can
bring them back. Their intelligence, while gen-
erally regarded as an asset, can often work
against a caster. The bonding ritual assures that
the familiar is loyal to the caster, but each
familiar still has its own personality. Intelligent
creatures can be stubborn or deliberately carry
out a misspoken command. This type of rebel-
lion is uncommon, however, and a familiar
would never knowingly endanger its master.

Cost to Acquire: A planar creaturecan never
be bought. It must be sought out by the spell-
casterwho wishesto perform the bonding ritu-
al upon it. The spellcasterneednot alwaystrav-
el to the creature'shome plane to find or even
communicatewith it, but suchan act certainly
improves the likelihood that the creature will
agree to undergo the ritual. Summonedcrea-
tures may never undergo the bonding ritual,
though a spellcaster could communicate his
intentions to a summoned creature and then
seekit out on its homeplane.

Prerequisites: Caster level 5th, Knowledge
(planes)5 ranks.

Undead

An undead is a once-living body or spirit
brought back to or stuck in the material plane.
Undead can be either corporeal such as zom-
bies and skeletons or incorporeal such as
ghosts.Undeadthat do not havean Intelligence
scoreprior to the bonding ritual gain oneequal
to their master's Intelligence/4.

Benefits: Undead make useful familiars
becausethey have severalnatural immunities,

never grow tired, and follow their master's
ordersunquestioningly.

Drawbacks: No matter how well they are dis-
guised (if the spellcastereven caresto do so),
all undead have a disturbing presence that
makes living creatures around them feel
uncomfortable.As a result, they havethe worst
NPC reaction modifiers of any familiar type.
Incorporeal creaturescannotaffect the material
plane, although somemay have limited ability
thanks to their master's generosity (see
Corporeal in the special abilities section
below). Once destroyed, undead may not be
resurrected.

Cost to Acquire: An undeadfamiliar must be
sought out by the spellcaster who wishes to
bond with it, or created through the use of
spells suchascreate undead.

Prerequisites: Caster level 5th, must perform
the creation ritual himself.

NPC Reaction
Unusual familiars stand out in a crowd. Some
NPCs do not look kindly on a mage bringing a
fire elemental into town with him. A spell cast-
er should always be aware of the kind of atten-
tion, either good or bad, that a familiar can
bring to him and his party. It is always good to
know if your familiar is considered a local del-
icacy, for example.

When a wizard with an unusual or even a com-
mon familiar enters an NPC environment, the
DM should make an NPC reaction roll (ld20 +
any reaction adjustments) to determine the gen-
eral reaction of the local populace. Use Table
4-11 below to determine the reaction modifiers
for familiars and what kind of reaction occurs.

Improving a Familiar
Over time, spellcastersmay chooseto develop
their familiars by enhancing their abilities or
even giving them new ones. Although this
slows the spellcaster's personal development,
there are many benefits to having a strong
familiar. Boosting a familiar can give it more
skill points, feats, and special powers that
could enhanceits master's abilities and even
savehis life.

Familiar Growth

Familiars normally develop powers and abili-
ties astheir mastersgrow in strength.The mys-
tical bond between familiar and master
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Size Reaction Modifier Size Reaction Modifier
Fine -1 Medium +1
Diminutive +0 Large -1
Tiny +0 Huge -3
Small +1

Type Reaction Modifier Type Reaction Modifier
Animal +2 Parasite -2 (-5 when feeding)
Construct -2 Undead -5
Planar -3
Elemental -3

Form Example Reaction Modifier
Common Dog or Squirrel +1
Uncommon Ferret or Raccoon -1
Rare Panda or Brass Golem -2
Bizarre Ghast -4

Community Type Reaction Modifier
Thorp -1
Hamlet +1
Village +2
Small town +3
Small city +4
Large city +5
Metropolis +6

NPC Reaction Roll Reaction

-5 or worse Violent
-4toO Very Negative
1 to 5 Negative
6 to 15 Ambivalent
16 to 20 Positive
21 or better Very Positive

T .ABlE 4-11: NPC ReactionModifiers

strengthens with time and proximity. While this
connection is more than enough for many sor-
cerers and mages who would rather devote
their time and energy to personal development,
some grow to value their familiars as compan-
ions and friends. Some mages merely come to
understand their familiar's utility and seek to
further increase the abilities of this valuable
asset. In either case, it is possible for a charac-
ter to channel some of his life energy into his
familiar, giving it extraordinary powers and
abilities.

A familiar always grows through its master's
gifts and does not gain experience on its own.
The master chooses how much experience goes
to his familiar and when. The process is simple:

the familiar's master must acquire a special
incense, costing 100 gp per burning, and medi-
tate over the familiar for one hour per 1,000 XP
being transferred. A master cannot take back
experience given to a familiar, nor can a master
give so much experience that it would cause
him to lose a level. If the mage chooses to give
his familiar less XP than necessary for the
desired effect, that XP will reside within the
familiar until the transfer is complete. There is
no limit to the amount of time in between ritu-
als. If the familiar or his master dies, this
unspent XP is lost, even if the master is brought
back to life.
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Special Power XP Cost Special Power XP Cost
Alter Form 300 XP Glow 125XP
Blindsight 500 XP Immunity (T) 1,500XP
Blink 720 XP Improved Grab 250 XP
BreathWeapon 750 XP Incorporeal 500 XP
BreatheAir 720 XP Invisible 300 XP
BreatheWater 720 XP Low-light Vision (T) 250 XP
Burrow 100XP Poison 500 XP
Constrict 100XP Rage 750 XP
Corporeal 250 XP Regeneration 2,000 XP
Cute 250 XP Scary 250 XP
DamageReduction 300 XP Scent(T) 250 XP
Darkvision (T) 400 XP SeeInvisibility (T) 400 XP
Disease 200 XP Size Increase 1,000XP
Displace 1,200XP Smite 300 XP
EnergyDrain 500 XP SpeakLanguage 100XP
EnergyResistance(T) 750 XP Spell-Like Ability Spell level squaredx 100XP
Etherealness 750 XP Trip 100XP
FastHealing (T) 1,000XP Turn Resistance(T) 250 XP
Flying (winged) 250 XP
Flying (wingless) 500 XP
GaseousForm 600 XP

TABLE 3-4: FamiliarSPECiAL Powers

(T) indicates that the master also gains this ability if the familiar is within 5 ft.

SPECiAL POwers

All familiars become magical beasts once they
bond with their master, and many gain special
powers as a result of the transformation. The
familiar's master may also transfer some of his
XP into the familiar granting it additional abil-
ities. Some allow a familiar to grant a bonus to
its master, others aid the familiar itself. In order
to provide its master a bonus, the familiar must
be within 5 ft. of the master. These bonuses do
not stack. For example: Nalani's familiar Tibul
gives the sorceress cold resistance 5. Tibul can-
not take the same power again to increase its
master's resistance to cold, but he could take it
again to give Nalani resistance to fire. Nalani
may still use other means to increase her resis-
tance to cold as normal.

In all special power descriptions, the term
"master level" refers to the arcane class level of
the familiar's master. All abilities are supernat-
ural unless otherwise noted.

PowerDescriptions
Alter Form: The familiar has a single alter-

nate form, which can be any object of the same
size as the creature. The form must be chosen
when the ability is granted. The familiar can
hold this form as long as it wants. Changing
into an object negates any other bonuses usual-
ly given to the master even if it is within 5 ft.

Blindsight: The familiar gains blindsight to a
rangeof 30 ft. SeeMM 9 for more details.

Blink: Three times a day, for 1 round per mas-
ter level, the familiar can blink in and out of the
ethereal plane, as per the blink spell.

Breath Weapon: The familiar has a breath
weaponof any type (acid, cold, electricity, fire,
or sonic) that causes3d6 damage(Ref saveDC
14 for halt). The breath weapon may be used
three times per day. The master must decide
what type of damage and the shape of the
attack (cone or line) at the time it is bestowed.

Breathe Air: The familiar can breathe air in
addition to its normal respiration.

Breathe Water: The familiar can breathe in
water in addition to its normal respiration.
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Burrow: The familiar can dig and burrow
through the ground,gaining a movementrateof
burrow 15 ft. This is an extraordinaryability.

Constrict: On a successful grapple roll the famil-
iar can crush an opponent of its size category or
smaller, dealing twice his normal unarmed dam-
age. This is an extraordinary ability.

Corporeal: The familiar may become corpore-
al twice per day for up to one minute at a time.
The familiar must be naturally incorporeal in
order to gain this ability.

Cute: The familiar has an otherworldly beauty
about it that makes it seem adorable. This mild
Enchantment effect gives it a +2 on its NPC
reaction roll. Any creature with hostile inten-
tions toward the familiar must roll a Will Save
(DC 10) in order to attack it.

Damage Reduction: The familiar gains dam-
agereduction 5/+1.

Darkvision: The familiar gains darkvision up
to 60 ft.

Disease: The familiar carries a viral infection
that is transmitted through its primary attack.

The disease has a one minute incubation period
and causes 1d4 temporary Constitution dam-
age. The Fortitude save to resist the infection is
DC 12.

Displace: The familiar gains the ability to
appear as if under the effect of a displacement
spell. It may activate this ability at will as a
move-equivalent action.

Energy Drain: The-familiar's primary attack
inflicts onenegativelevel in addition to normal
damage.The Fortitude saveto removethe neg-
ative level is DC 12.

Energy Resistance: The familiar gains energy
resistance 20 against one energy type (acid,
cold, electricity, fire, or sonic).

Etherealness: The familiar can enter the ethe-
real plane for up to 1 minute per day.The time
may be divided into non-consecutiverounds,
and the familiar may move back and forth asa
standardaction.

Fast Healing: The familiar gains fast healing 1
as an extraordinary ability.

Flying (winged): The familiar gains a new
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movement rate of fly 50 ft. in addition to its
normal movement. This is an extraordinary
ability.

Flying (wingless): The familiar gains the abil-
ity to fly at a speed of 90 ft.

Gaseous Form: Three times per day, the famil-
iar can change itself into gaseous form, as per
the spell. It can hold this form for up to 1
minute and cannot perform any actions aside
from movement during this time.

Glow: The familiar can shed light similar to a
torch. Activating this ability is a free action and
doesnot hinder the creaturein any way.

Immunity: The familiar gains immunity to one
energy type: acid, cold, electricity, fire, or
somc.

Improved Grab: If the familiar hits with a nor-
mal attack it can perform a grapple check as a
free action without provoking an attack of
opportunity. This works exactly like the ability
as outlined on MM 9.

Incorporeal: The familiar may become

incorporeal for up to 1 minute at a time, three
times per day.

Invisibility: The familiar may turn invisible as
a free action for a number of minutes per day
equal to its master's level. The familiar may
use this ability as many times as it likes as long
as the total duration of the invisibility does not
exceed its maximum. This ability functions just
like the invisibility spell in all other respects.

Low-light Vision: The familiar gains low-light
VISIOn.

Poison: The familiar's primary attack can
deliver a deadly poison in addition to normal
damage. The poison deals 1d4/1 d4 points of
temporary Strength damage. The Fortitude
saveto resist this effect is DC 14. This ability
is usablethree times per day.

Rage: The familiar can enter a bloodthirsty
rage three times per day. During the rage it
gains +2 Strength, +2 Constitution, and a + I
morale bonus on Will saves,but suffers a -2 to
AC. The rage lasts for 5 rounds. This is an
extraordinary ability.
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Regeneration: The familiar gainsregeneration
1 as an extraordinary ability. Fire, acid, and
magical effects all deal normal damageto the
familiar.

Scary: The familiar hasan unsettling aurasur-
rounding it at all times. This works as a mild
fear effect and gives the familiar a -2 on its
NPC reaction roll. Any creature with hostile
intentions toward the creature must make a
successful Will Save (DC 15) or furiously
attack the object of its fear, receiving a -4
penalty on all attack and damage rolls against
the familiar.

Scent: The familiar gains Scent as an extraor-
dinary ability, as detailed on MM 10.

SeeInvisibility: Familiars with this power can
seeinvisible at will asper the spell. A familiar
cannot help target an invisible creature,but it
can alert its master to the creature's presence
andgeneral location.

Size Increase: The familiar grows one size cat-
egory, gaining all the benefits and disadvan-
tagesof the new size.

Smite: Once per day, the familiar may attempt
a smite attack against creatures of a particular
alignment. The spellcaster chooses the align-
ment aspect that this ability targets upon grant-
ing his familiar the power, and he may not
choose to target creatures with an aspect of his
alignment. Thus, a chaotic good sorcerer may
only grant his familiar the ability to smite law
or evil. This attack works exactly like a pal-
adin's smite evil ability.

Speak Language: The familiar can speakone
languageknown by its master. The level of
conversationis still basedon the intelligence of
the familiar.

Spell-like Ability: The familiar gains the abil-
ity to cast one spell, three times per day, as a
spell-like ability.-The caster level of the spell is
always the minimum necessary, and the saving
throw is 12 + spell level.

Trip: A familiar that hits with its primary
attackmay attempt to trip any opponent of its
size or smaller as a tree action that does not
provokean attackof opportunity. If the attempt
fails, the opponent may not react to trip the
familiar.

Turn Resistance: Only available for undead
familiars. The familiar gains+2 turn resistance.

DEW Familiars
Bookworm: Tiny Parasite; HD 1/2d8+2; HP
var; Init +0; Spd 10 ft.; AC 18; Atk sting +4
melee (ld3 + poison); Face/Reach 2 1/2ft. by 2
1/2ft./O ft.; SA: Sting, poison; SQ: Granted abil-
ities, tremorsense; AC; AL N; SV Fort +4, Ref
+2, Will +6; Str II, Dex II, Con 15, Int 10, Wis
14, Cha 2.

Skills and Feats: Hide +II, Listen +7, Move
Silently +7, Search+7; Iron Will.

Master Bonus: The bookworm gives its master
the Spell Mastery feat for free.

Poison (Ex): A successful sting attack delivers
a poison that induces sleep for I minute. A
Fortitude save(DC 13) negatesthe poison.

Description: The bookworm has a round, black
body and inches along with hundreds of tiny legs.
They are generally found deep underground.

Celestial Piper: Tiny Outsider (Lawful,
Good); HD 1/2d8;HP var; Init +2; Spd 10 ft., fly
40 ft. (average); AC 14; Atk claw +2 melee
(1d4-2); Face/Reach2 1/2ft. by 2 1/2ft./ 0 ft.;
SA: Smite evil, beautiful song; SQ: Granted
abilities, damagereduction 5/silver, cold resis-
tance 5; AL LG; SV Fort +2, Ref +4, Will +4;
Str 6, Dex 15,Con 10,Int 6, Wis 14,Cha 12.

Skills and Feats: Listen +6, Perform + 11, Spot
+6; Weapon Finesse (claw).

Beautiful Song (Su): Once per day the celestial
piper can sing a melody that duplicates the
bard'sfascinate or inspire courage ability.

Master Bonus: The celestial piper grants its
master a +2 on Perform checksand one other
Charisma-basedskill of the master'schoosing.

Description: A celestial piper is a small bird
with red feathers and a yellow-white beak. It
loves to sing andis drawn to beautiful music.A
celestial piper only needsto hear a song once
before it can duplicate the tune with uncanny
accuracy.

Clockbug: Tiny Construct;HD 1/2dl0;HP
var; Init +2; Spd 10 ft., fly 20 ft. (aver-
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age); AC 18; Atk none; Face/Reach 2 1/2ft. by
2 1/2 ft./ 0 ft; SQ: Granted abilities, damage
reduction 5/+ 1, construct immunities; AL as
master; SV Fort +3, Ref +4, Will +3; Str 1, Dex
14, Con ~, Int 6, Wis 10, Cha 1.

Master Bonus: The clockbug grants its master
a +2 bonus on Reflex saves, and the duration of
all spells the master casts is calculated as if he
were one level higher.

Description: The clockbug resembles a beetle
with thin, silver wings and a brass body. Its
main gears have a clock-like shape, and it emits
a small ticking sound when flying.

Deremole: Tiny parasite; HD Id8+2; HP var;
Init +2; Spd 15 ft., burrow 30 ft.; AC 15; Atk
none; Face/Reach5 ft. by 5 ft./ 5 ft; SA: Mind
blast; SQ: Granted abilities, blindsight 30 ft.,
tremorsense;AL N; SV Fort +4, Ref +2, Will
+2; Str 3, Dex 10,Con 14, Int 12,Wis 10,Cha
4.

Skills and Feats: Intuit Direction +6, Escape
Artist +9, Hide +4, Listen +11;Endurance.

Master Bonus: The deremole grants its master
the Improved Initiative feat.

Mind Blast: The deremole's mind blast causes
1d4+ 1 temporary Intelligence damage to one
creature within 10ft. A successful Will save
(DC 12) negates the attack. The deremole may
only use this ability 3/day.

Description: The deremolesare a rare breedof
furry, black creatures that burrow deep under-
ground and thrive on magic and psionics. They
are nearsighted but have sharp ears and sensi-
tive noses. They live off the residual psychic
energy of nearby creatures, often making their
homes near duergar settlements.

Dust Devil: Small Elemental (Air); HD 3d8;
HP var; Init +7; Spd 30 ft., fly 50 ft. (average);
AC 17; Atk Slam +4 melee (1d4); Face/Reach
5 ft. by 5 ft./5 ft; SA: Breath weapon, spell-like
abilities; SQ: Granted abilities, damage reduc-
tion 5/+ 1, elemental immunities; AL N; SV
Fort +2, Ref +5, Will +2; Str 10, Dex 17, Con
10, Int 12, Wis 11, Cha 15.

Skills and Feats: Bluff +6, Hide + 11, Listen +6,
Spot +8; Improved Initiative.

Master Bonus: ~

Breath Weapon (Su): Every Id4 rounds a dust
devil can spit out a cone of irritating particles
that extends 10ft. and does 1d4 damage. Those
caught within are also partially blinded for 3
rounds, imposing a -2 penalty to AC and
attacks. A Reflex save (DC 12) halves the dam-
age and negates the blinding effect.

Spell-Like Ability: l/hour- blur; 1/day- wind
wall. These abilities are as the spells cast by a
5th-level sorcerer (save DC 11 + spell level).

Description: The dust devil resemblesa small
swirling tornado with two black eyes. A
denizenof the elementalplane of air, dust dev-
ils are curious, shy, and easily distracted.

Fire Archon: Small Outsider (Fire); HD 3d8;
HP var; Init +4; Spdfly 60 ft. (perfect); AC 15;
Atk fire bolt +2 ranged touch (ld4);
Face/Reach5 ft. by 5 ft./ 5 ft.; SA: Spell-like
abilities; SQ: Granted abilities, fire resistance
5, glow; AL LG; SV Fort +2, Ref +2, Will +2;
Str 1, Dex 11,Con 10, Int 6, Wis 11,Cha 10.

Skills and Feats: Concentration +4, Heal +8,
Search + 10, Sense Motive +4; Improved
Initiative.

Master Bonus: ~

Spell-Like Abilities: At will- detectevil; 1/day-
aid. These abilities are as the spells cast by a
3rd-level cleric.

Description: The fire archon is a round glow-
ing ball of white light. It has no discernable
features and floats upon the air. Fire archons
arevery sensitiveto evil and avoid it whenever
possible.

Fire Beetle: Tiny Animal; HD Id8; HP var;
Init +0; Spd 30 ft.; AC 16; Atk bite + 1 melee
(2d4); Face/Reach 5 ft. by 5 ft./ 5 ft.; SQ:
Granted abilities, fire resistance 5; AL N; SV
Fort +2, Ref +2, Will +2; Str 10, Dex 11,Con
11, Int 2, Wis 10, Cha 7.

Skills and Feats: Climb +7, EscapeArtist +5,
Spot +3; WeaponFinesse(bite).

Master Bonus: The fire beetle grants its master
fire resistance 5.
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Description: Fire beetles have a black carapace
with a red stripe running down the back. They
prefer moist climates and have a painful bite
that bums and stings with incredible power.

Ice Sparrow: Tiny Elemental (Cold); HD 3d8;
HP var; Init +5; Spd 30 ft., fly 50 ft. (average);
AC 16; Atk Claw +2 melee (ld3-2 + 2 cold);
Face/Reach 5 ft. by 5 ft./ 5 ft.; SA: Breath
weapon; SQ: Granted abilities, cold subtype;
AL CN; SV Fort +2, Ref +3, Will +2; Str 6,
Dex 13, Con 10, Int 12,Wis 11,Cha 12.

Skills and Feats: Hide +11, Listen +6, Move
Silently +7, Spot +6; Improved Initiative.

Master Bonus: ~

Breath Weapon(Su): Three times per day, an
ice sparrow can breathe a cone of ice shards
that extends 15 ft. and deals Id4+2 damage.A
Reflex save(DC 12) halves the damage.

Description: Ice sparrows are numerous in the
elemental plane of ice and are easily identified
by their gleaming blue feathers and irritable
tempers.

Ghostball: Tiny Undead (Incorporeal); HD
Id12; HP var; Init +6; Spd fly 30 ft. (perfect);
AC 15 (T 14, FF 13); Atk none; Face/Reach2
1/2ft. by 2 1/2ft./ 0 ft.; SQ: Granted abilities,
incorporeal, undead,glow; AL N; SV Fort +2,
Ref +4, Will +5; Str 2, Dex 15,Con -, Int 14,
Wis 12, Cha 12.

Skills and Feats: Hide +6, Knowledge (arcana)
+ 11, Move Silently +6, Spellcraft +8, Spot +5;
Iron Will.

Master Bonus: The ghostball grants its master
a +2 bonus on Will saves.

Description: The ghostball has a round, cloud-
like body with no visible arms or legs and two
glowing eyes evident in the center of the mass.

Grassmane: Small Elemental (Earth); HD
3d8+3; HP var; Init -1; Spd 30 ft.; AC 16; Atk
2 slams +6 melee (ld4+3); Face/Reach 5 ft. by
5 ft./ 5 ft.; SA: Breath weapon, spell-like abili-
ty; SQ: Granted abilities, elemental immuni-
ties; AL N; SV Fort +3, Ref + I, Will +2; Str 17,
Dex 8, Con 13, Int 12, Wis 11, Cha 10.

Skills and Feats: Hide +9, Listen +6,

Knowledge (nature) +10, Move Silently +5;
Power Attack.

Master Bonus: ~

Breath Weapon(Su): Three times per day a
grassmanecan breath a cone of razor sharp
leaves extending 15 ft and causing 1d6 dam-
age.A Reflex save(DC 12)halvesthe damage.

Spell-Like Abilities: 1/day- entangle.Thisabil-
ity is as the spell as cast by a 3rd-level druid
(saveDC 11).

Description: A grassmane is plant-like creature
with a thick gray body and dozens of green
vine-like arms. They hail from the elemental
plane of earth.

Grimoire: Tiny Construct; HD 1/2d10;HP var;
Init +0; Spd 0 ft.; AC 14; Atk none;
Face/Reach0 ft. by 0 ft./ 0 ft.; SQ: Granted
abilities, spellbook; AL N; SV Fort +2, Ref +0,
Will +4; Str 1, Dex 12, Con -, Int 15, Wis 10,
Cha 12..

Master Bonus: The grimoire grants its mas-
ter the Heighten Spell feat.
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Spellbook: The grimoire can take the place of
its master's spellbook and has 300 hundred
pages to devote to spells, notes and general
arcane information upon creation.

Description: A grimoire has many designs but
always looks like a book with a face etched on
the cover.

Hell Hound: Small Outsider (Evil, Fire,
Lawful); HD 3d8; HP var; Init +5; Spd 30 ft.;
AC 17;Atk bite +3 melee(ld6+ 1); Face/Reach
5 ft. by 5 ft./ 5 ft.; SA: Breath weapon; SQ:
Grantedabilities, fire resistance5; AL LE; SV
Fort +2, Ref +3, Will +2; Str 11,Dex 13, Con
10, Int 6, Wis 10,Cha 6.

Skills and Feats: Hide +11, Jump +6, Move
Silently +6, Search+9; Improved Initiative.

Master Bonus: The hell hound grants its master
a +2 bonus on Search checks.

Breath Weapon: Every 2d4 rounds a hell hound
may breath a cone of fire extending 30 ft. that
deals Id4 damage. A Reflex save (DC 13)
halves the damage.

Description: The hell hound resembles a shag-
gy, black dog with glowing red eyes.

Infernal Crow: Tiny Outsider (Evil); HD
1/4d8+1; HP var; Init +2; Spd 10 ft., fly 40 ft.
(average); AC 15; Atk claw +5 melee (ld2+1);
Face/Reach 2 1/2ft. by 2 1/2ft./ 0 ft.; SA: Smite
good; SQ: Granted abilities, damage reduction
5/silver, electricity resistance 5; AL NE; SV
Fort +3, Ref +4, Will +4; Str 1, Dex 14, Con
12, Int 6, Wis 14, Cha 6.

Skills and Feats: Listen +6, Move Silently + 11,
Search +7, Spot +4; Weapon Finesse (claw).

Master Bonus: The infernal crow grants its
master the ability to speak and understand
Infernal.

Description: The infernal crow appears as a
large black crow with red beak and talons.

Lightning Bug: Tiny Elemental (Electricity);
HD 1/2d8;HP var; Init +6; Spdfly 40 ft. (per-
fect); AC 14;Atk shock+2 meleetouch (ld4);
Face/Reach2 1/2ft. by 2 1/2ft./ 0 ft.; SA: Shock;
SQ: Granted abilities, elemental; AL N; SV
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Fort +2, Ref +4, Will +2; Str 1, Dex 14, Con
10, Int 6, Wis 11, Cha 8.

Skills and Feats: Hide +8, Intuit Direction + 9,
Listen +8, Spot +7; Improved Initiative.

Master Bonus: The lightning bug grants its
masterelectricity resistance5.

Shock: Three times per day for one minute a
lightning bug can surround itself with a shield
of electricity that grantsit +2 AC. Any creature
coming in contact with the shield takes 1d4+1
damage.

Description: Lightning bugs come from the
elementalplane of air and often group together
in huge swarms that crackle through the sky.
They have a blue carapace and tiny, white
wings.

Mist Viper: Tiny Undead (Incorporeal); HD
1/4d12;HP var; Init +7; Spd 20 ft.; AC 17; Atk
incorporeal touch +5 melee (Wisdom drain);
Face/Reach 2 1/2ft. by 2 1/2ft./ 0 ft.; SA: Energy
drain; SQ: Granted abilities, undead, darkvi-
sion; AL NE; SV Fort +2, Ref +5, Will +4; Str
~, Dex 17, Con ~, Int 6, Wis 14, Cha 2.

Skills and Feats: Hide +14, Listen +8, Move
Silently +5, Search +4, Spot +8; Improved
Initiative.

Master Bonus: The mist viper grants its master
darkvision 30 ft.

Energy Drain (Su): A mist viper that hits with
its bite attack deals 1 point of temporary
Wisdom damageto its opponent.

Description: A mist viper has two glowing yel-
low eyes and leaves a wispy trail of smoke as it
glides noiselessly across the ground.

Mosquito: Diminutive Parasite;HD 1/4d8; HP
var; Init +6; Spd fly 40 ft. (average); AC 15;
Atk bite +4 melee(ld2-1); Face/Reach1 ft. by
1 ft./ 0 ft.; SQ: Granted abilities; AL N; SV
Fort + 1,Ref +4, Will +0; Str 1,Dex 14,Con 9,
Int 6, Wis 2, Cha 4.

Skills and Feats: Escape Artist + 12, Hide +5;
Improved Initiative.

J
Master Bonus: A mosquito grants its mastera
+2 bonus on Fortitude saves,and +4 bonus on

Fortitude saves against disease.

Description: The mosquito is a flying insect that
drinks the blood of warm-blooded creatures.

Muckier: Small Elemental (Water); HD
3d8+6; HP var; Init +0; Spd30 ft.; AC 16;Atk
2 claws +5 melee(ld3+2); Face/Reach5 ft. by
5 ft./ 5 ft.; SA: Breath weapon,spell-like abili-
ty; SQ: Granted abilities, elemental, fast heal-
ing 2; AL N; SV Fort +4, Ref +2, Will +2; Str
14,Dex 1O,-Con14, Int 12,Wis 11,Cha 11.

Skills and Feats: Bluff +6, Hide +2, Listen +6,
Knowledge (nature) +7, Move Silently +6,
Spot +4; Power Attack.

Master Bonus: ~

Breath Weapon (Su): Once per day a muckIer
can spew a cone of ooze up to 10ft. that deals
1d4 damage for 2 rounds. A Reflex save (DC
12) halves the damage and negates the second
round of damage.

Spell-Like Ability: l/day- stinking cloud.This
ability is as the spell cast by a 6th-level sorcer-
er (save DC 14).

Description: From the elemental plane of
water, mucklers look like a round, multi-col-
ored jelly. They emit a foul odor and leave a
trail of brown liquid astheyslitheracrossthe
ground.

Plague Rat: Tiny Undead; HD Id12; HP var;
Init +2; Spd 15 ft., Climb 15 ft.; AC 16; Atk
bite +4 melee(ld3 + disease);Face/Reach2 1/2
ft. by 2 1/2ft./ 0 ft.; SA: Disease;SQ: Granted
abilities,undead,scent;AL CE; SV Fort +2,
Ref +4, Will +3; Str 5, Dex 14, Con ~, Int 6,
Wis 12,Cha 2.

Skills and Feats: Balance +6, Climb +8, Hide
+ 12, Move Silently + 10; Weapon Finesse
(bite).

Master Bonus: A plague rat grants its master a
+4 bonus on Fortitude saves against disease.

Disease (Ex): Anyone bitten by a plague rat
mustmakeaFortitude save(DC 15)or contract
red ache(DMG 75).

Description: A plague rat looks like nor-
mal wharf rat with red eyes, long
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whiskers, and foul-smelling black hair.

Puppet: Small Construct; HD IdlO; HP var;
Init +2; Spd 20 ft.; AC 14; Atk 2 slams +5
melee (ld4-3); Face/Reach5 ft. by 5 ft./ 5 ft;
SQ: Grantedabilities, construct, speakone lan-
guage;AL asmaster;SV Fort +3, Ref +4, Will
+2; Str 5, Dex 14, Con ~, Int 8, Wis 10, Cha
14.

Master Bonus: A puppet grants its master +2
Charisma.

Description: Puppets are extremely varied in
appearanceandaremadefrom cloth, straw,and
buttons. Unless they move, puppets appearas
harmless toys and are indistinguishable from
normal dolls.

Salt Toad: Tiny Elemental (Earth); HD 3d8+3;
HP var; Init +2; Spd 10 ft., swim 20 ft.; AC 17;
Atk tongue +2 melee (stun); Face/Reach 1 ft.
by 1 ft./ 0 ft.; SA: Spell-like ability; SQ:
Granted abilities, elemental, breathe water; AL
N; SV Fort +3, Ref +4, Will +2; Str 6, Dex 14,
Con 12, Int 6, Wis 11, Cha 11.

Skills and Feats: Hide +8, Listen +6, Spot +9,
Swim +9; Dodge.

Master Bonus: The salt toad grants its master a
+2 bonus on Will saves.

Tongue: The salt toad's hard tongue strikes
with such force that it stuns opponents of Small
size or smaller for Id2 rounds. A Fortitude save
(DC 15) negates the stun.

Spell-Like Ability: 3/day- glitterdust. This abil-
ity is as the spell cast by a 3rd-level sorcerer.

Description: Salt toads have white or black
crystalline scalesand a hard rock-like tongue.
They originate on the elementalplane of earth.

Scarab: Diminutive Parasite; HD 1/2d8;HP var;
Init + 1; Spd 5 ft., fly 20 ft. (poor); AC 14; Atk
bite +5 melee (ld3-1); Face/Reach 1 ft. by 1 ft./
0 ft.; SQ: Granted abilities, low-light vision;
AL N; SV Fort + 1, Ref +4, Will +0; Str 3, Dex
12, Con 10, Int 6, Wis 8, Cha 6.

Skills and Feats: Concentration +7, Hide +9,
Listen +5, Move Silently +5, Open Lock +7;
Weaponfinesse(bite).
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Master Bonus: The scarabgrants its master a
+2 bonus on Reflex saves.

Description: Scarabs are desert dwelling
insects that feed off animal tissue, both living
and dead. The have round bodies and large
black wings.

Skeleton, Small: Small Undead,HD 1/2d12;HP
var; Init +5; Spd 30 ft.; AC 13; Atk 2 claws +0
melee (ld3-l); Face/Reach 5 ft. by 5 ft./ 5 ft.;
SQ: Granted abilities, undead; AL N; SV Fort
+2, Ref +3, Will +2; Str 8, Dex 12, Con 10, Int
6, Wis 10, Cha 11.

Skills and Feats: Climb +6, EscapeArtist +7,
Intimidate +5, Intuit Direction +3, Search+9;
Improved Initiative.

Master Bonus: The skeleton grants its master a
+4 bonus on Search checks.

Description: Any small creaturesuch as a cat,
bird, dog, or even a gnome or halfling can
become a small skeleton. However, a flying
creature loses its natural ability to fly since it
no longer hasfeathersonce it becomesa skele-
ton.

Steambat: Small Elemental (Water); HD 3d8;
HP var; Init +2; Spd5 ft., fly 40 ft. (good); AC
16; Atk none; Face/Reach5 ft. by 5 ft./ 5 ft.;
SA: Spell-like abilities; SQ: Granted abilities,
elemental;AL N; SV Fort +2, Ref +4, Will +3;
Str 1, Dex 15,Con 10, Int 9, Wis 12,Cha 11.

Skills and Feats: Listen + 10, Move Silently
+13, Spot +10; Dodge.

Master Bonus: The steambat grants its master a
+2 bonus on all Reflex saving throws.

Spell-Like Abilities: 1/day- obscuring mist;
3/day- gaseousform. Theseabilities are as the
spell castby a 5th-level sorcerer.

Description: Originating on the elemental
plane of water, the steambathas a white misty
body and leavesa small trail of smokeasit flies
through the air.

Zombie, Small: Small Undead, HD Id12; HP
var; Init -1; Spd 30 ft.; AC 11; Atk slam + 1
melee(ld4); Face/Reach5 ft. by 5 ft./5 ft.; SQ:
Granted abilities, undead;AL N; SV Fort +2,
Ref +1, Will +2; Str 11,Dex 8, Con 10, Int 6,

Wis 10, Cha 4.

Skills and Feats: Climb +4, Intimidate +8,
Move Silently +6, Search +4, Spot +9;
Toughness.

Master Bonus: The zombie grants its master a
+4 bonus on Spot checks.

Description: Zombies resemble whatever form
they had in life, except that their flesh and hair
is rotten and malodorous.
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CHAPTERFIVE

MAGic ItEMS

GLYPH EGGS
This section presentsnew type of magic item,
the glyph egg.The text of this section is desig-
natedasOpen Game Content.

A glyph egg is a small, hollow object fashioned
from a fragile material such as glass or ceram-
ic and imbued with a spell or spell-like effect.
Its spell is activated when the egg is broken
open or the sealed interior is otherwise
breached. A glyph egg may only be used once,
and the spell dissipates when it is activated.

Glyph eggs store and release arcane and divine
spells that have an area effect. The character
activating the egg does not make any decisions
about the effect~the caster who constructed
the egg has already done so.

Craft GLYPH EGG [ItEm Creation]

You can createglyph eggs,which carry spells
within themselves.
Prerequisite: Spellcasterlevel 3rd+.
Benefit: You can create a glyph egg of any

spell of 3rd level or lower that you know and
that targets an area. Creating a glyph egg
takes one day. The caster level must be of

sufficient level to cast the spell and no higher
than your own level. The baseprice of a glyph
egg is its spell level multiplied by its caster
level multiplied by 50 gp. To craft a glyph egg,
you must spend 1/25 of the base price in XP
and use up raw materials costing half the base
price.

You must make all decisions relating to a
spell's function, whether a plant growth egg
will usethe overgrowth or enrichmentversion,
for example,at the time a glyph egg is created.
Ranges,where applicable, must be set at zero.
The spell effect always centerson the point of
impact where the egg's core is breached.

Any glyph egg that stores a spell with a costly
material component or an XP cost also carries
a commensurate cost. In addition to the costs
derived from the base price, you must expend
the material component or pay the XP when
creating the glyph egg.

GLYPH EGG SPELL List
The following spells may be incorporated into
a glyph egg. Spells marked with an (*) are
found in Chapter One.
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0-LEVEL

flare, purifY food and drink.

181'-LEVEL

alarm, bane, bless, entangle, faerie fire, feath-
er fall, grease, Lucius 's rustling leaves *,
obscuring mist, quakethrust*, sleep, whirlwind

ofice*.

2no-LEVEL

acidic vapors *, consecrate, desecrate,
exhaust*, fog cloud, glitter dust, inspire, scare,
shatter (area only), shockwave*, silence, soften
earth and stone, sound burst, stench *, summon
swarm, warp wood, web, weightless cube*,
whispering wind, zone of truth.

3rd-LEVel

black cloud of horror*, desiccate*, diminish
plants (radius prune growth effect only), dispel
magic (area dispel only), doomfog*, fearsome

fortissimo *, fireball, hypnotic pattern (lasts 2
rounds), invisibility sphere, Leomond's tiny hut,
magic circle against chaos, magic circle

against evil, magic circle against good, magic
circle against law, paraphasic pianissimo*,
plant growth, prayer, sleet storm, spike growth,
stinking cloud, trigger trap*, zone ofvisibility*.

4tH-LEVEL

anti-plant shell, chaos hammer, confusion,
emotion, evard's black tentacles, floor offire*,
holy smite, ice storm, Leomond 's secure shelter,
maddening babble*, minor globe ofinvulnera-

bility, order 's wrath, Otiluke 's resilient sphere,
privacy*, quench, rainbow pattern, repel
undead*, repel vermin, solid fog, spike stones,
wall of fire (ring only), wall of ice (hemisphere
only) .

5tH-LEVEL

circle of doom, cloudkill, false vision, flame
strike, hallow, halo ofvengeance*, healing cir-
cle, insect plague, mind fog, necrotic blast*,
passwall, transmute mud to rock, transmute
rock to mud, unhallow, wall of force (sphere or
hemisphere only).

6tH-LEVEL

acid fog, anti-life shell, anti-magic field, blade
barrier, circle of death, greater dispelling (area
only), forbiddance, guards and wards, hall of

fire *, move earth, Otiluke 's freezing sphere

(frigid sphere only), Perivax 's poison pillar*,
pulsing fireball*, repel wood, repulsion.

7tH-LEVEL

acid fog, blasphemy, delayed blast fireball, dic-
tum, earthquake, fire storm, forcecage, holy
word, phase door, reverse gravity, sunbeam,
transmute metal to wood, word oj chaos.

8tH-LEVEL

holy aura, incendiary cloud, power word,
blind, repel metal or stone, shield of law, sun-
burst, unholy aura, whirlwind.

9tH-LEVEL

meteor swarm, mord 's disjunction, power
word, kill (area version only), prismatic sphere,
teleportation circle, wail of the banshee.

PHYsiCAl DeScription

Glyph eggs vary in appearance as well as func-
tion. The outer shell is fashioned from a mate-
rial that is both breakable and airtight. Glass,
clay, and ceramics are common choices. Other
materials are certainly possible, depending on
the creator's inclination and available
resources. Some druids, for example, use
gourds or actual eggs, while sahuagin shamans
have been known to employ sealed seashells or
water-filled dolphin bladders when construct-
ing glyph eggs for use during surface raids.

Glyph eggs may be finished any number of
ways. Some are elegant scroll-size cylinders
madeof fine chinaor etchedglass,while others
arecrudepalm-sizeslabsof clay. Somearedis-
guised as mundanetrinkets such as statuettes,
while others are shaped like grenades and
designedto behurled into the midst of enemies.

A typical egg is AC 13, 1 hp, and hardness1,
with a break DC of 10.

IdentityinG GLyph EGGS

Most glyph eggs feature a seal, icon, or rune
that denotesfunction and effect, and are there-
fore simple enough to identify for those who
are familiar with them. A successful
Knowledge (arcana) check (DC 25) allows
the mage to identify a particular glyph.
Some, either disguised as mundane
objects or intended for illicit use, may
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Spell Effect Market Price
Alarm (audible only) 50 gp
Faerie fire 50 gp
Flare 50 gp
Obscuring mist 50 gp
Bane (atfifth level) 250 gp
Bless (atfifth level) 250 gp
Entangle (atfifth level) 250 gp
Grease(atfifth level) 250 gp
Consecrate 300 gp
Desecrate 300 gp
Fog cloud 300 gp
Hypnotic pattern (lastsfor 2 rounds) 300 gp
Shatter (area affect only) 300 gp
Silence 300 gp
Softenearth and stone 300 gp
Soundburst 300 gp
Web 300 gp
Zone of truth 300 gp
Diminish plants 750 gp
Fireball 750 gp
Invisibility sphere 750 gp
Plant growth 750 gp
Sleetstorm 750 gp
Spikegrowth 750 gp
Stinking cloud 750 gp

Blesscandle 250 gp
Exploding tile 750 gp
Glyph egg canister 35 gp
Malodorous egg 750 gp
Moth 'segg 300 gp
Nest egg 300 gp
Prickly gnome 750 gp
Sacreddiscus 250 gp
Spitting dragon shell 1,500gp

lack labels. In this case, short of using magical
means such as identifY, there is no way to deter-
mine function without setting an egg off, since
external appearance is a matter of the creator's
preferences rather than indicative of function.

Activ at1on
All that is required to activate the spell within
a glyph egg is breaking its outer casing.This is
usually accomplished by smashing it to the
ground,but anything that causesthe outer shell
to be penetratedsets it off. Anyone may acti-
vate a glyph egg spell, and doing so doesnot
require material componentsor a focus.

A spell activated from a glyph egg works
exactly like a spell prepared and cast the nor-
mal way. The spot where the egg breaks serves
as the center or origin of the area effect.
Centering the effect on a creature or movable
object is therefore possible, as is centering it on
a segment of wall or ceiling.

TablE 5-1: SamplE GlYPH EGGS

Special Eggs Market Price
Alarum egg 50 gp

GLYPH EGG Descriptions
Most glyph eggsare simply storagedevicesfor
spells and thus have no special descriptions.
Refer to the spell descriptions in the PHB for
all pertinent details. Unless otherwise noted,
assumea glyph egg's caster level is the mini-
mum level required to cast the spell for the
characterthat createdthe egg(usually twice the
spell level, minus one). Of course, some eggs
may be createdat a much higher caster level,
allowing for greater areas of effect or longer
durations.

Detailed below area few sampleglyph eggs,as
well as some variants to demonstrate their
potential.

Alarum Egg: For those in need of cheap and
disposablemagical alarms, the alarum egg~
enchanted with an alarm spell~is often the
bestoption. Alarum eggsvary in appearance~
someare bright yellow to advertisetheir func-
tion, while others are camouflaged to hide it.
Somealarum eggsare shapedfor special duty.
Eggs intended to guard doors, for example,
might be spike-shaped, to be gently worked
into the crack under a door in such a way that
opening it cracks the egg. Others may be L-
shaped,so they can be balancedon the upper
doorframe in sucha way that they areknocked
off if the door is opened.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, alarm; Market Price: 50 gp.

Bless Candle: Some temples create special
candles for great holy days and to aid in
defense if the temple is attacked. This thick,
stubbycandlecontainsanair pocket in its waxy
interior. The pocket is exposedafter five min-
utesof burning, or immediately if it is smashed
to the floor.

Variants of bless candles have also contained
more deadlyspells,andtheir time delay feature

152



(which may be longer or shorter than five min-
utes depending on construction) is popular with
those who wish to be long gone when one of
these more deadly candles detonates.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, bless; Market Price: 250 gp.

Exploding Tile: An ornate tile floor may hide
many perils for the unwary trespasser, but the
exploding tile is a particular nuisance because

it's difficult to detect. This tile is fashioned to
look just like the surrounding tiles, and
explodes into afireball if trod upon by some-
one heavier than a pre-determined weight.
Gnomes and other small humanoids have been
known to favor exploding tiles as defenses,
because they can design them to break under
human weight but not under their own.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg,fireball; Market Price: 750 gp.

Glyph Egg Canister: This piece of equipment
is not a magic item in itself, but a protective
device designedto keepglyph eggsfrom deto-
nating at inappropriate times. These containers
can be of any shape, but the most popular is the
one-foot-long cylinder made standard by the
armies of the great kingdoms. They are made
of iron, giving them a hardness of 10 and 8 hp.
Pulling the cap off a canister is a free action.

Market Price: 35 gp.

Malodorous Egg: This glossy ceramic, four-
inch sphere contains astinking cloud spell cast at
5th level. Where use of glyph eggs is common,
malodorouseggs arepopular trap components.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, stinking cloud; Market Price: 750 gp.

Moth's Egg: This glyph egg takesthe form of
a smoked glass egg with the silhouette of a
small moth etched on its surface. When it shat-
ters,it createsa zone of silencecenteredat the
point of impact, behaving exactly as the silence
spell cast at 3rd level. (The sound of the egg
breaking is not itself silenced.) Moth eggs are
highly sought after by elite burglars.
Caster Level: 5th; Prerequisites: Craft Glyph
Egg, silence; Market Price: 300 gp.

Nest Egg: This glossy, blue ceramic sphere
serves as a petite vault with its own built-in

alarm system.It carriesa small treasurewithin
its hollow interior, perhapsa pricelessgem or
powerful magic ring. Unauthorized persons
cracking open the egg will be hit with a sound
burst spell, damaging them and alerting the
owner that something is amiss. Uttering a
secretcommandword dispels the magic of the
eggpermanently,allowing the encloseditem to
be safely freed from the egg. Nest eggs are
favored by merchantstransporting small valu-
ables, and are also found in the cachesof the
wealthy but paranoid.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, sound burst; Market Price: 300 gp, plus
value of imbeddedtreasure.

Prickly Gnome: This small terra cotta statue
of a gnome appears to be a simple garden orna-
ment, but it is actually a glyph egg impregnat-
ed with a druid's spike growth spell. Positioned
in a garden or shrubbery, which must be trans-
versed to reach a key defense point, the statue
stands ready to render the area impassable, at
least long enough for defenders to rally and
repel encroachers. Defenders may set it off by

,firing missile weapons at it from a distance,
or may have a heavy lead ball rigged in
the eaves above the statue to drop down
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with the press of a button.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, spikegrowth; Market Price: 750 gp.

Sacred Discus: This wide, fat disk, generally
worn around the bearer's neck on a thong, fea-
tures the holy symbol of a cleric's order and
may be used as a proper holy symbol. It is also
a hollow glyph eggcontaining a bless(or bane)
spell, which may be hurled into combat as a
missile weapon.

Caster Level: 5th; Prerequisites: Craft Glyph
Egg, bless(bane);Market Price: 250 gp.

Spitting Dragon Shell: The spitting dragon is
an iron cannon. It fires glyph egg shells, each a
double chambered metallic cylinder a foot
long. The rear chamber of the shell, designed to
withstand the force of a 5th-level fireball, has
beenpreparedas afireball egg. When a firing
pin in the cannon breaks its seal, it channels the
force of the resulting explosion through a nar-
row opening at the rear, propelling the shell out
of the cannon and arcing it up to 300 ft. away.
The front chamber contains another fireball
egg, this one designed to shatter on impact
(other payloads are also possible, ranging from
other egg types to messages).

Caster Level: 5th; Prerequisites: Craft Glyph
Egg,fireball; Market Price: 1,500gp.

CreatinG GLYPH EGGs
To create a glyph egg, the creatorneedsthe
means and material necessary to craft a hollow
shell sufficiently delicate to shatter on impact.
Material and shape may vary, but the egg must
be airtight, sealed, and no smaller than an
apple. The cost for the materials is subsumed in
the cost for creating the egg: 25 gp per level of
the spell times the level of the caster. Creating
a glyph egg costs half the market value listed.

The accompanying sidebar lists the spells that
may be incorporated into a glyph egg. In eval-
uating other area spells, note that only indis-
criminate area spells make good subjects for
glyph eggs. Those that cause or require the
caster to interact with creatures, objects, or ele-
ments within an area, such as enthrall or most
detection spells, are unsuitable, as are area

spells the caster must aim, namely cone
spells such as color spray.

The creator must have prepared the spell to be
placed in the egg (or must know the spell, in
the case of a sorcerer or bard) and must provide
any material components or focuses the spell
requires. If casting the spell would reduce the
caster's XP total, he pays the XP cost upon
beginning the egg in addition to the XP cost for
making the egg itself. Material components are
consumed when work begins, but focuses are
not. (A focus used to create an egg may be
reused.) The act of working on the egg triggers
the prepared spells, making them unavailable
for casting during the day of the egg's creation.
(That is, those spell slots are expended from the
creator's currently prepared spells just as if
they had been cast.)

Creating a glyph egg requires one day.

Item Creation Feat Required: Craft Glyph
Egg.

Hardened EGGS

The greatestweaknessof the glyph egg is its
fragility~few people are comfortable with the
notion of stuffing a live fireball in their vest
pocket. This weaknessmay be addressed,but
only at great cost. Weaving a disintegrate
counterspellinto the final phaseof construction
gives an egg 10 hit points, a hardnessof 8 and
a break DC of 25. The egg may be primed for
action by uttering an assignedcommandword,
which returns the egg permanently to its nor-
mal stateof 1 hit point, a hardnessof 1 and a
break DC of 10. Producing a hardened egg
addsan additional 3,300 gp to its market value,
and requires the usual expenditure of XP and
material costsfor a 6th-level spell.

Obviously, crafting such items requires both
the requisite knowledge and sufficiently deep
pockets. Alas, few enchanterscapableof cast-
ing disintegrate are interestedin making lowly
glyph eggs, preferring to spend their time on
more challenging projects. Hardenedeggs are
most commonly prepared for an enchanter's
own use, or for use by the militia of an espe-
cially influential client, often a king or other
patron.
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Personal
GROWtH ItEms

This section presentsnew type of magic item,
the personalgrowth item. The text of this sec-
tion is designatedasOpen Game Content.

Most items described in fiction are not the sort
of things characters trade away when they get
something better. A player should not be forced
to choose between keeping the prized sword of
his ancestors and using the more potent swords
he finds during the course of an adventure. The
following rules present an option for DMs and
players who want to have the best of both
worlds. Personal growth items are unique to the
character who wields them. Unlike other items
that a character might give away as new and
better equipment becomes available, personal
growth items become more potent over the
lifespan of a character.

In low-magic campaigns such items can be

used by the DM to establish a rich and won-
drous history, where each instance of magic
gains significance beyond its abilities and
enchantments.A charactermight inherit a suit
of armor worn by his father during a greatwar,
or a deity might bestow a blesseditem upon
one of her favored clerics, revealing to him
new powers as his faith and deeds grow
stronger. These items have significance in
high-magic campaignsaswell, where the char-
actersmight not always needwhat they find or
find what they need. In such cases,personal
growth items can allow a characterto develop
the abilities that benefit him the most.

A character may have a personal growth item
bestowed upon her for any number of reasons.
Perhaps the character has done a service to a
great temple, and its priests created this item to
reward that service. Maybe she found a sword
deep within a ruined castle, and it slowly com-
pelled her to seek out its master's killers in
order to wreak vengeance upon them.

Personal growth items can be identified by two
main characteristics: growth type and
method of advancement.
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Growth TYPE
There are two basic growth types for personal
growth items: recovered power and cus-
tomized.

Recovered-power items are personal growth
items whose abilities and powers are pre-deter-
mined. Some of the powers, however, lie dor-
mant until they are "discovered" by the charac-
ter who wields the item. Such an item may func-
tion as a longsword + 1 until research reveals
that it once slew a mighty frost giant by sheath-
ing itself in fire. Further research reveals a com-
mand word that activates this power, and thus it
becomes a flaming longsword + 1 from that
point on. Many artifacts begin as recovered
power items that are then wielded by heroes of
great stature, thus unleashing their true potential.

A customized item starts out as a minor magic
item as well, but its growth is much more
closely tied to its owner. Such an item becomes
more powerful over time, like recovered power
items, but the person pouring his essence into
the item directs the powers it manifests. It is
possible for a customized item to function dif-
ferently depending on the wielder, as each
bends the item to his desires. Such items have
progressive gold and XP costs that must be
paid to activate each power.

MethOoOfAovADCEment
Both recovered power and customized items
can benefit from one of the two methods of
advancing their powers. These methods are
bonding and research.

Bonded items are linked to the character by the
sharing of his energy. While all personal
growth items are tied intimately to their user, a
bonded item expands in power specifically due
to this relationship with the character. This is
common among granted religious items.
Recovered-power items expand in value as a
character becomes worthier of it, while a cus-
tomized item becomes more powerful because
it is an extension of the character. A bonded
item advances due to the expenditure of expe-
rience by the character owning it. Each power
costs an increasing amount of experience but
returns ever-greater rewards. Characters go to

great lengths to protect such important items,
and will do almost anything to retrieve them
if lost or stolen.

Researcheditems get better over time due to
the training and research undergone by the
item's owner. Such items require the expendi-
ture of increasing amounts of gold as more'
powers becomeavailable, but generally do not
require the character to expend XP. The
increasing value of the item representsaccess
to rare books, assistancefrom sages,or exotic
training to usethe item. Researchadvancement
is more often than not associatedwith recov-
ered power items, but customized items can
also benefit from it at times.

Items may also change in method over time. A
customized item might allow research to make
some of the first improvements, but require
bonding to advance further. An item might also
combine the two methods of improvement,
requiring the expenditure of XP and gold for
the item's abilities to advance. Sometimes an
item needs nothing more than the will of a
superior being, such as a high priest or even a
god, to gain new powers. Each new item is dif-
ferent, and the creator of such an item must set
the conditions for advancement upon creating
the item. These conditions affect the cost, in
gold, time, and XP, of creating the item.

ItEm ABiLities ADo POwers
Personal growth items generally do not start off
very powerful, many functioning without
magic until their wielders come to understand
their true nature. The masterwork sword the
paladin just found on the first level of the dun-
geon could become a powerful magic item by
the time he gets to the fifth. Improvements to a
personal item may take any form, but exactly
what improvements can be made to a particular
item are decided at its creation (see below).
Abilities generally follow along similar lines
(enhancement bonuses, skill bonuses, etc.) for
a few levels and then may branch off into pow-
ers that make the item more unique. These
include spell-like abilities, special powers,
gaining sentience, or any number of things the
DM or player may desire.

Each personal growth item uses a system of
power levels to determine what abilities it has
at any given time, or in the caseof recovered
power items,what powers it is destinedto gain.
The first power level is that which transforms
the item from masterwork to magic item. This
transformation often accompaniesthe discov-
ery that the item and character are somehow
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linked, and may be free at the DM's discretion.
If the item is a weapon or armor, then it gains a
+ 1 enhancement bonus, but if it is another item

then the transformation is often accompanied
by a minor power to be determined by the

item's creator. A ring might grant a +5 circum-
stance bonus on Swim checks, while a belt
might give the character a +2 on his Fortitude
save. The cost for a 1st-level power should not
exceed 2,000 gp (see DMG 242 for guidelines).
Thereafter, the resources, gold, and XP of the
character are the only things that limit expan-
sion of the item's power. A player has total
control over the rate of improvement of an
item; he simply chooses whether or not to
invest in the item's development.

Personal growth items being what they are, it is
inevitable that they gain intelligence at some
point in their development. If an item has had
five improvements without becoming sentient,
the sixth improvement must be to make the
item intelligent.

Intelligent items (DMG 228) can be designed
by the DM to fit the theme and character of a
particular item, or be generated randomly.
Intelligent personal growth items gain mental
ability scores and the ability to communicate
telepathically with their bearer. They gain no
special abilities, as these must be purchased at
later advancement levels normally. This usual-
ly results in a very low Ego score for the item,
which is fine since personality conflicts
between a personal item and its owner are rare.

Intelligent items will usually be aligned like the
creator and have a similar purpose. Should they
fall into someone else's hands, they will con-
stantly battle to get back to their previous
owner unless he is dead, in which case the item
attunes itself to its new bearer.

Power Costs
The cost to advance a personal growth item is
equivalent to the cost of acquiring an item with
the new ability. Researched items require a
straight expenditure of gold (andpossibly time,
according to the DM) in order to advance. The
owner of a bonded item must expend XP in
order to awaken the item's abilities. Sometimes
an item will require a mixture of the two (gold
and XP) or a special circumstance (such as a
quest) in order to gain a new power.

If the new ability is simply an improvement to
an existing ability (a + 1 sword becomes a +2
sword, or a ring of jump +10 becomes a ring of
jump +20), the character need only spend gold
or XP to cover the difference in market value.
Thus, advancing a sword from + 1 (2,000 gp
market value) to +2 (8,000 gp market value)
either costs the character 3,000 gp, 240 XP (see
the item creation rules in the core rulebooks),
or a combination of the two to complete. These

are calculated from the 6,000 gp market value
difference between the two swords.

If the character wanted his +1 sword (2,000 gp
market value) to grant a +4 enhancement bonus
to Strength (16,000 gp market value), he has to
pay the full cost of the new ability. So, he now
has to pay either 8,000 gp or 640 XP to
advance the item.

The costs to awaken new abilities in recovered-
power items are fixed by their creator, who
decides what abilities will be available at a
given level. New abilities in a personal item do
not always have to cost more than the last.
Sometimes a 3rd or 4th-level ability will be sig-
nificantly less expensive than the 2nd-level
one.
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CreatinO PersoI1al GrOwth
ItEms

Anything that may be enchantedcan also be
made into a personalgrowth item. The creator
of apersonalgrowth item musthavethe appro-
priate item creation feat, and must still spend
an amount of gold and experiencedetermined
by the item's initial power level, growth type,
and methodof advancement.

Creating a customized item is easy, merely
requiring the expenditure of gold and XP like
normal items of the same type. The creator
must havethe appropriateItem Creation feat as
well. Otherwise the item will simply be a mas-
terwork version that radiates a faint aura of
Transmutation magic. After that anyone may
addpowersto the item through the expenditure
of gold and XP. Once such powers are given
they are permanent, allowing anyone who
acquiresthe item to use them.

The creatorof a customizeditem must openan
arcaneconduit to the item. This allows those
that do not understandthe creation of magic
items, or eventhe useof magic at all, to chan-
nel their experience into the item in order to
awaken new powers. Each arcane conduit
allows the addition of a certain set of abilities.
For instance,a sword could be createdto allow
its advancementin the areasof enhancement
bonusesand fire effects. The wielder of this
sword could increaseit from +I to +2 or give it
the flaming weapon quality, but he could not
make it castfly onceper day.Table5-2 lists the
cost of each arcaneconduit, according to the
abilities it allows. See the core rules (DMG
242) for the costs and special rules associated
with magic item abilities.

Recovered-power items are a little more diffi-
cult to create than customized items. They
require the creator to have the prerequisites for
all of the item's powers, no matter the level. He
must also pay half the gold and XP costs for the
item's creation. Recovered power items may
only start with up to one of their abilities active,
requiring further expenditure of gold and XP to
activate their more powerful abilities.

The advantage to creating one of these items is
that the item's creator may set stipulations for

who can grow the item and who cannot at the
time of its creation. This is often used to

protect church holy items or arcane society
inventions from uninitiated and unintended
users.These stipulations may range from pre-
determined quirks to alignment restrictions to
classrestrictions. For instance,a church might
createa holy sword that may only be advanced
by paladins of a particular order. Any other
characterwould only have accessto the item's
baseabilities.

Limitations
Personal growth items do not have a lot of
drawbacks,but thereare some.Theseitems are
important to the character, and the two are
linked either spiritually or emotionally. Often
the item is equally important to some third
party, and,dependingon their connectionto the
character,losing or damagingsuchan item can
be very costly.

Characters who are chosen to bear a special
item may find themselvesrequired to perform
an atonement appropriate to their origin.
Ancestors may demand honors paid to their
shrine while gods will typically task the char-
acter with a meaningful quest to remind the
characterof her duties.For items that arebond-
ed, on the other hand, quests can take on an
aspectof personalredemption or recovery.

Items relying on research also depend on estab-
lishing a network of merchants, scholars, and
craftsmen that can aid the character in uncover-
ing their abilities. Not only are they paid for
immediate information, materials, and work,
but they are paid to keep an eye out for further
information regarding the character's item.
Trying to maintain such a network can require
time and money from the character.

In addition, all personal growth items create
some form of emotional or spiritual bond. Even
if an item is found and researched for its abili-
ties, a character may be required to take a small
quest to recover peace of mind after such an
item is destroyed. The nature of such quests is
always up to the DM, though he may work with
a player to determine a quest appropriate to the
character's background.
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Effect Cost in Gold Cost in XP
Ability enhancementbonus 1,000gp 80XP
Armor enhancementbonus 1,000gp 80XP
Deflection bonus 2,000 gp 160XP
Effect type* 1,000gp 80XP
Luck bonus 2,000 gp 160XP
Naturalarmor bonus 2,000 gp 160XP
Resistancebonus 1,000gp 80XP
Savebonus(limited) 500 gp 40XP
Skill bonus 500 gp 40XP
Spell resistance 2,000 gp 160XP
Spellcastingability 2,000 gp 160XP
Weaponenhancementbonus* 2,000 gp 160XP

TablE 5-2: ArCanE Conduit Costs

*Includes weapon special qualities, the value of which are calculated according to the current power
level of the item.

Quirks
Many personal growth items have a large num-
ber of strange triggers or quirks that make their
use more interesting. This could result in the
item refusing to work in certain situations, a
requirement that the character perform some
task or ritual, or a strange personality quirk (for
intelligent items only). Functionally, these are
the same as attributes of cursed items (DMG
231). The DM should choose a quirk appropri-
ate to the item and the character who carries it.
The goal is not to give the player a hard time,
after all, he has spent hard earned gold and
experience to build the item into something
special. The aim of a quirk should always to be
to enhance gameplay and enjoyment, never to
undermine a character or his power.

Each time a new advancementto an item is
made,there is a 10%chancethat the item gains
a quirk. The DM can give a personal growth
item any number of quirks he desiresif they fit
the theme of the item and do not impede the
character too greatly. If a quirk is rolled, the
DM can either choosefor the player or let the
player choose his own. Regardless,the quirk
does give the character some benefit. It only
requireshalf the normal expenditureof gold or
experience to release the item's next ability.
This should pacify players who find their
beloved sword now requires itself to be cov-
ered in perfumed oils each day, or that their
gloves of climbing suddenlycomplainabout
the sharprocks digging into their skin.

Examples

PhidOre' s AmAzinG BRASS HORSE

Phidore (male human, Wiz 5) claims to have
built this wondrous item himself, but it is com-
monly known he found it in an abandoned
palace, one of the few items left after genera-
tions of unsolicited visitors. With somework,
he has restored the shine and flattened out
dents,but thehorsestill showsobvioussignsof
wear and age. Despite his many claims,
Phidore is quietly working to gather informa-
tion so he can unlock the mysteries of this
ancientcreation.

The item is a somewhat stylized rendition of a
horse, capable of full animation. It has a few
simple activation words, has a base speed of 60
ft., and has yet to display any clear sign of vol i-
tion. Phidore doesn't know much about the
horse, as of yet. He can ride it and use the com-
mand words, but so far assumes it is a simple
construct. He also does not yet know of its
other abilities.

Phidore's Amazing Brass Horse
Growth Type: Recoveredpower.
Advancement Type: Researched(100% gp).
Current Level: 1.
Quirks: None.
Current Abilities (Level): Transforms
into a light warhorseupon command(1).
Latent Abilities (Level): Gains sen-
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tience,Int 13, Wis 10, Cha 11, Ego 3 (2); gains
ability to fly as per the spell for up to one hour
per day (3).
Current Value: 10,000 gp.

Sword OFtHE AnCEstors
This is the personal item of Kenin Jaral (male
human,Ftr 4/Rog 3), youngestson of the Jaral
line and destined heir to the throne. Before
Kenin canclaim his heritage,however,he must
oust the barbarians that swept over his land
some 20 years before, when he was a mere
child. His ancestorsbestowed this sword on
Kenin when he undertook a spiritual journey
and askedfor their guidance. They believe he
will make the right choices when the time
comes,so they allow him to unlock the powers
that he needsto reclaim his rightful throne.

Sword of the Ancestors
Growth Type: Improved.
Advancement Type: Mixed (40% gp, 60%
XP).
Current Level: 5.
Quirks: 4

~ Wielder must sacrifice 100 gp per week to
honor his ancestors.

~ Wielder must advance the interests of the
Jaral family line.

~ Wielder must make a Will save(DC 15) to
avoid attacking on sight any member of the
U gluk barbarian tribe.

~ Wielder is imprinted with the Jaral family
seal.The sealmanifestsasa slightly glow-
ing runemagically tattooedto the wielder's
cheek.

Current Abilities (Level): +3 enhancement
bonus (1-3); grants the wielder a + 1 deflection
bonus to AC (4); allows the character to use
expeditiousretreat three times per day (5).
Latent Abilities (Level): None.
Current Value: 22,315 gp.

FEAtHER. OF tHE FiR!: AnGEL

Shapoia (female human, Pal 9) discovered this
greatsword in the undead-ravaged catacombs
of the Pristinar Mountains. When she first drew
the item from the hand of its previous posses-
sor, fiery power swept through her, in an instant
judging her worth. She is now linked to the
item in spirit, as both are dedicated to the erad-
ication of evil undead.

FEAtHER.OF tHE FiR!: AnGEL

Growth Type: Recovered power.
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Advancement Type: Linked (100% XP).
Current Level: 2.
Quirks: 4

~ Wielder must atone if another weapon is
ever wielded in combat.

~ The sword must be blesseddaily.
~ The wielder's skin takes on a coppery

sheen, bestowing a -4 circumstance penal-
ty on all Hide checks.

~ The temperature around the wielder is
always 10 degreeswarmer than the ambi-
ent temperature.

Current Abilities (Level): +1 enhancement
bonus (I); holy (2).
Latent Abilities (Level): +2 enhancement
bonus (3); flaming (4); flaming burst (5); gains
sentience,Int 15,Wis 17,Cha 15,Ego 9 (6).
Current Value: 18,350gp.

Relics
This section presentsnew type of magic item,
the relic. The text of this section is designated
asOpen Game Content.

Relics are items of great power. Some were
created through the actions of gods or other
powerful outsiders. Many are the accidental
byproducts of clashes between divine forces.
Religious relics often gain a certain power
through the worship of and continual associa-
tion with a specific god. Weapons, armor,
objects, andplacescan all serveasrelics.

Relics also have a power, reflected in a gold
piece value. This relates them, roughly, to the
value of other items, and also provides some
guidance as to whether introducing such an
item is appropriate.If an item is quite beyond a
character,it will end up in the handsof anoth-
er, either by the actions of the relic or by the
actionsof others.A relic might reflexively seek
out another bearer, or a more powerful NPC
will find out about the item and come for it.

Relics are very difficult to control. Without
some research, a relic can easily damage any-
one wielding it, even causing permanent dam-
age to the bearer's psyche. A DM may allow a
character to sacrifice 1/25 the value of the item
in XP to bond with the item, requiring an
appropriate ritual. This can be deadly, but if the
relic and character are compatible, the charac-
ter is able to exert greater control over it.

The danger of relics is that due to their nature,
they are intimately tied to the purposes and
magic of potent forces. This may not be a prob-
lem for a cleric wielding a relic of her god, but
taking up the sword once held by a dark and
potent evil is inadvisable, at best.

Origins
The first step to designing a relic is to consider
its origin. Decide what divine force or forces
were at work, and what they were doing at the
time of creation. Choose whether a location or
item has taken on the resonance of the event
and why it was affected, whether through
intention or accidental association.

A location is fairly basic. An elemental and
demonstruggling on ahilltop mayreleasegreat
emotionsandenergyinto their surroundings.If
either is slain, even more power is released.
The event is likely to leave an impressionon
the hilltop, reshapingit subtly.

In the same example, a nearby tree might take
on some of the energies, too, as it shatters in the
battle. A limb from the tree could keep a frag-
ment of one or both powers, blended into a
dark, potent force. More commonly, long asso-
ciation with religious rites or trappings of faith
causes a slow change to the object or area that
becomes a relic.

Other effects that are performed repeatedly
may also causean item or place to becomea
relic. A sword that is repeatedly blessed could
take on power, while a location that has had
hallow performed upon it over centuries will
often gain a permanent aura. These types of
transformationsarerare, however.

DescriptioI1
There are two main descriptive characteristics
that define relics: signsandbehavior.

Signs are the trappings and elements that shape the
form of a relic's powers, reflecting its origins and
sometimes its purpose. They are often symbols or
types of effects that have a specific theme, and are
tied intimately to the origins of a relic. A being of
fire may causerelics to takeon a fiery aspect.If
the being was slain, it's possiblethat the relic
destroysfire, ratherthan createsit. Typically,
however, forces that are destroyedleave
behind elements of their composition.
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Power Cost
+1 enhancement (weaponsand armor only, max. +5) 1 point
+10 to any skill (max. +20) 1 point
+2 to any save (max. +4) 1 point
+2 to any ability score (max. +4) 1 point
Use of any feat 1 point
+10 ft. base speed (max. +30 ft.) 2 points
20 ft. base speed (new movement type) 2 points
Spell or spell-like ability 1 point/spell level

Power Additions Cost
Applying a metamagicfeat to a spell or spell-like ability 2 points
Giving any bonus in an areaeffect 2 points

5-4: Relic POWER.. Costs

The behavior of a relic is also related to its ori-
gin. Although behavior may seem like purpose
or intent, a relic's reactions to things are a
byproduct of its creation, and rarely approach
anything like true intelligence. Behavior
describes how the relic exerts its power, and to
what stimuli it reacts. Again, this is shaped by
its origin. Relics react to the world around
them, but show no real sense of planning or
forethought. This behavior is shaped much like
signs are, taking on the purpose or symbolic
shapeof an event and repeating it endlessly.

A relic may take on the purpose and will of any
divine beings present at its creation. A demon
slain while seeking to corrupt followers of a
specific god may bring about a relic that con-
tinues to corrupt followers of that god. This
may also be reversed, so the item acts to protect
worshippers from corruption.

Relics have loosely defined triggers that will
cause them to activate. The most common trig-
ger is the presence of enemies. The relic will
activate to destroy the enemy, though with lit-
tle discretion if the wielder is not focused on a
specific target.

Some relics may gain an appropriate align-
ment,but most relics do not havean alignment
at all.

Activ 14tion

Behavior influences when and how a relic is
activated,althoughthe signsof a relic may also

come into play. If the relic has a wielder, he
neednot do anything for the relic's powers
to activate;the relic hasits own purposes.If

the wielder is holding the relic in his hand, he
may attempt an Ego check (seebelow) to stop
therelic from manifesting its powers.There are
four activation patterns common to relics:
storming, sparking, agent,and infusion.

Storming relics activate every once in a while,
in accordancewith their behaviorsandtriggers.
The relic createsan array of effects appropriate
to its signs, then goesquiet. Powers are usual-
ly active once a day,but may last a while once
started. That is, abilities may be available
thrice per day,but activaterepeatedlyall in one
big storm of activity. The powers tend to be
flashy areaeffects.

A sparking relic produces a variety of depend-
able, limited effects. So long as the wielder has
some idea of the behavior of the relic, the item
is useful. Such items can have subtle, unpleas-
ant effects. These relics have some effects
available continually, and others available three
times per day.

Agent relics activate some being or force to
perform appropriateactions.This may take the
form of a summon or lesserplanar binding
spell, or some other method. It is particularly
common with location relics. Activation may
be available once or twice a day,with possible
greater effects once per week. These powers
are typically a narrowly defined summons.
Note that agents of a relic rarely follow the
commandsof the wielder of a relic.

Infusion relics, when active, focus power into
whomever wields them. A relic may grant the
wielder an enhancementbonus to Strength or
allow the characterto jump vast distanceswith-
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out breaking a sweat. These relics often
becomeclosely tied with their wielder, but will
not hesitate to break such a bond should the
wielder's purpose veer to far from that of the
item.

Powers
A relic has a basepower level between 1 and
20, though more powerful relics are definitely
possible. The basepower level of a relic is the
number of points of powers the relic may have.
SeeTable 5-4 for a summary of the available
powers and their costs.

Powersthat assistthewielder in someway gen-
erally cost one point. These powers include
skill bonuses,feat use,or powers that enhance
perception. Each + 1 enhancementbonus (for
weapons and armor) also costs one power
point. Spell-like abilities cost one point per
spell level. A relic's effectivecasterlevel is
equal to its total power level or the minimum
casterlevel required for the spell, whichever is
greater.

You can also apply metamagic feats to any
spells that a relic uses. So, a relic that cast a
maximized fireball whenevera goodcharacter
touched it would have to pay seven points
(casterleve15th + Maximize Spell feat) for the
ability. This added cost affects how often a
power may be usedasnormal.

You may apply any ability, skill, feat, or move-
ment bonuses to all creatureswithin an area
effect, which increasesthe cost by two points.
The areaof suchan effect equalsa 10ft. radius
multiplied by the relic's power level, and the
power is only usablethree times per day with a
duration equal to one minute per relic power
point. Leaving the relic's area of effect also
negatesthe bonusfor that individual, evenifhe
then returns. This increasesthe power's point
cost by two.

All one and two point relic abilities are usable
at will, or are always active in the case of
enhancements.Three and four point abilities
are available three times per day. Five and six
point abilities are usable only once per day.
Abilities worth sevenor more points are only
normally available onceper week. If an ability
is usable lessoften than normal, its actual cost
goesdown by one point per step. So, if a four
point ability is only usableonce per week, the

power cost goes down by two. Abilities may
also be usableup to one step more often than
normal, but doing so adds two points to the
relic's power.

Once a relic's base power level is determined
its base value must be determined as well. The
base value can be used by the DM to match a
relic's abilities to the power level of the char-
acters in his game. To determine the base value
of a relic, use the magic item value tables in the
core rules (DMG 180,184). The relic uses the
tables normally if it is a weapon, shield, or
piece of armor. Primarily defensive or neutral
items are considered as armor, while items with
powers that deal damage or otherwise harm
their enemies are considered as weapons. So, a
power level 3 relic that caused a fireball to
explode when any evil creature entered its
range would have a base value of 18,000 gp.

These values are purely descriptive, and char-
acters should almost never be allowed to pur-
chase a relic on the open market. Of course, if
a relic is determined to get into the hands of a
specific character it might hide its true nature
and allow itself to be found in a merchant's
stall or troll's hoard.
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Se\coI1dary ABilitiEs
Secondary abilities are the relic's triggers and
any side effects related to its use, as well as the
relic's Ego. A relic may have no more than one
secondary ability per point of power, but must
have at least one trigger unless it is has the
sparking activation type. For each secondary
ability, a relic's base value should be reduced
by 1,000 gp.

The first type of secondaryability is its side
effects, which are treated like a magic item's
curse elements (DMG 231). Somewhat oner-
ous or complex side effects are worth asmuch
as two simple side effects, and deadly or sig-
nificant side effects may be worth three.

The other form of secondary ability is a trigger.
These are the components of the relic's behav-
ior. Triggers are much like item purpose (DMG
230), but without special powers directly asso-
ciated with them. Though usually problematic
and inconvenient, triggers are vital to actually
getting the relic to do anything. A sparking
relic might have no triggers, but all other relics
must have at least one.

Relics can perceive their triggers automatically
as long as the trigger is within 5 ft. per point of
Ego. Any material or barrier that would block a
normal detection spell blocks a relic's percep-
tion as well. Invisibility, hiding, and other such
methods of obfuscation do not block the relic's
perception, but such hindrances may affect its
actions. Most relics cannot target such crea-
tures unless they directly interact with it.

When a relic sensesa trigger, it often begins
using its powers in a predeterminedorder.This
is known as a trigger chain, and the wielder
mustmakeanEgo checkto stopthe chain from
completing. The wielder must be holding the
relic in order to stop a trigger chain.

A relic's Ego is equal to the overall power rat-
ing of the relic. Each trigger also adds 5 to a
relic's Ego score. Unlike intelligent items,
relics engenderno personality conflicts with
their users.The relic is either dormant or will-
ingly under the control of its bearer,or it acts
without its bearer'sconsentwhenevera trigger
is present. Either way, there is little room for

conflict.

USing Relics
Relics will react according to any triggers that
they perceive or encounter. The wielder of a
relic may make an Ego check (Will save, DC =
relic's Ego + Ego check modifier) to prevent
the relic from reacting to a trigger. If the char-
acter and relic are bonded, the character gets a
+5 bonus to his Ego check. Success or failure
applies for the duration of the encounter.

If the character and the relic are bonded, he
may alsoattemptto rousea relic to action when
triggers are not present.He must make a suc-
cessful Ego check to do so.

Once active, the relic begins creating or direct-
ing effects. The character must make another
Ego check to try to control and direct the pow-
ers of the relic. If the character is bonded with
the item and succeeds in an activation Ego
check, the character need not make another
check to control the item.

A failed Ego check means the relic is pretty
much reactingon its own. The charactercantry
to point it, but otherwise has little control. In
some cases,the effects of a relic may be to
enhancethe wielder, in which casethe charac-
ter hasde facto control over what shedoeswith
the enhancement.

Making an Ego check is a move-equivalent action
that does not provoke attacks of opportunity.

Relics have the following properties, depend-
ing on their Ego scores:

Ego 1-9: These have little ability to perceive
what goes on around them, nor can they com-
municate with a wielder. Direct contact with a
triggering target is sometimes required, or a
round spent focusing to try to activate it. This
is common to sparking relics, which simply
exert a continual effect. Relics of such limited
scope have an Ego check modifier of -5,
because the wielder finds it hard to communi-
cate desire for activation or to notice when the
relic is roused to action.

Ego 10-19: These relics have a basic ability to
perceive things around them, and an empathy
with the wielder. The item can react to the emo-
tions of the wielder, and also send a basic
impression of danger, fear, or desire. Relics of
this power level have no Ego check modifier.
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Ego 20-29: These relics have the ability to recog-
nize beings they have been in contact with, as well
as differentiate between friend and foe. Other than
being alerted to the presence or absence of ene-
mies, the wielder does not gain much advantage
from the relic's innate perception.

These relics have full telepathy with whomev-
er they touch, allowing it to share the knowl-
edge and experience of the wielder. A bonded
character may activate such a relic freely when
the character has motives for activation that are
close to the behavior of the relic. One example
would be activating a relic to enhance the char-
acter before going into a crypt that is likely to
be full of undead.

Such relics are difficult for the wielder to con-
trol, imposing a +5 ego check modifier on any
attempts to keep it from activating. Their
improved knowledge of the wielder makes
them more likely to aid him, however, so there
is no Ego check modifier when trying to acti-
vate the relic outside the presence of a trigger.

Ego 30+: These relics arequite potent, and it is
difficult to hide from their perceptions. They
also have more discretion about when they

activate or how their powers are used. Such
powerful relics are able to target invisible or
hiding creatures,and their perceptionsare not
blocked by any means.If a creaturethat repre-
sentsone of the relic's triggers lies behind 10
ft. of stone, it can still pinpoint that creature's
location and immediately drive its bearer
toward that spot.

Bonding with such a powerful relic is not a
choice to be made lightly. The character must
take on the behavior of the relic and embrace
any side effects directly. Whenever the charac-
ter's behavior violates one of the relic's triggers
in a direct way, the character gains one nega-
tive level until an atonement is performed. This
stacks for different triggers.

On the plus side, such a character has access to
the relic's perception. This allows a character
to identify creatures relevant to the relic. A
relic that destroys undead would reveal to the
wielder the approximate number and location
of undead within its range. Treat this ability as
a detect evil spell, except that instead of evil the
relic detects its triggers. No other creature
may wield such a powerful bonded relic,
and if such a creature takes it, it will
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attempt to force the creature to return it to its
rightful owner (forcing constant Ego checks).
In addition, the character always knows the
location of his lost relic.

The other advantage to bonding with such a
relic is that no Ego check need be made to acti-
vate the item when not in the presence of a trig-
ger. The relic and character share the same pur-
pose and both work together to achieve it.

Sample Relics

Candelabra OFtHE Final Breath

Power: 6, Value: 33,000 gp, Secondary
Abilities: 3, Ego: 15, Activation Type:
Storming.
This item is actually a gold candlestick, tar-
nished and battered after decades of use. It was
once a simple object in the home of a mighty
wizard who was attacked in the dead of night
by a rival. The rival sent a huge fire elemental
into the home, to which it laid waste until the
wizard dispatchedit with an Otiluke 's freezing

sphere. Both mages ended up dead in the hor-
rific battle that followed. The sudden destruc-
tion of the fire elemental resonated throughout
the burning home. The candlestick's essential
structure shifted during the event. Now, it acts
as a potent relic, seeking to snuff all fire and
heat.

Powers: Resist elements (fire) 1/day; quench
1/day; dismissal1/week.

Side Effect: Anyone carrying the candlestick
must make a Will save (DC 11) whenever con-
fronted by fire or become obsessed.with extin-
guishing its source. This includes torches,
lanterns, and campfires that may be beneficial
to the character.
Triggers: Presence of fire; presence of fire
beings; Upon recognizing one of its triggers,
the candlestick casts resist elements either on
itself or its wielder, if applicable, and then casts
quench or dismissal on the next round.This
trigger chain can only be stopped by the active
will of the candlestick's bearer (via a success-
ful Ego check).

Temple OF Starlight

Power: 15, Value: 450,000 gp, Secondary
Abilities: 10, Ego: 65, Activation Type:

Agent.
This temple has been an object of worship

since the earliest recorded history of humans,
and is even mentioned in a number of elven
historical texts. Unusually, it is not consecrated
to anyparticulargod,but sharesservicesto any-
onecompatiblewith theneutralgood alignment.

Since the temple's creation, cities have grown
and fallen around it. Currently, one of the more
prosperoushuman cities surroundsthe temple,
enjoying the protection of the temple's power-
ful guardian. In past ages, however, invaders
havefound that severalof the restrictions of the
temple provide a way to neutralize the potent
protection it offers. Whether boarding up the
windows and doors carefully or slaying all of
the clerics of the temple, suchefforts areusual-
ly easierthan trying to defeat its holy guardian.

In the past, high priests have occasionally
bonded with the temple, leading their congre-
gations from this notable location.

Powers: Death ward 3/day; summon monster
IX (astral deva only) 1/day.
Side Effects: The temple must be consecrated
yearly with hallow; clerics of the temple are
marked with a silver tattoo in the shape of a
star; there must be at least one living cleric of
the temple within ten miles of the temple at all
times; the temple's roofmust never be closed to
the night sky.
Triggers: Presence of undead; protect clerics
of the temple; prevent invasion of the temple;
protect pilgrims that have come to the temple;
prevent plagues; stamp out heresy.

The clerics of the temple can try to call upon
the temple's power, but it is usually easiest to
simply stay out of the way. Those worshipping
at the temple can briefly come into contact with
it telepathically, learning some bit of insight in
exchange for providing the temple with infor-
mation about the goings on of the city. In this
way, the temple can monitor activities in the
city and react to hidden threats.

New MagiC
Items

This section presents dozens of new magic
items for use in any setting. The text of this
section is designatedasOpen Game Content.
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Armor and Shields Market Price
Stormshield 14,150 gp
Schurke 'splate 15,350gp
Shield of Zabeth 20,950 gp

Weapons
Storm brand 77,300 gp

Potions
Oil of animation 1,200 gp per application

Rings
Metarings
(enlarge, extend, silent, still) 8,000 gp
(empower) 12,000 gp
(maximize, quicken) 16,000 gp

Rhymer 's ring 19,200 gp

Rods
Rod of exchange 43,500 gp
Necromancer 's rod 73,000 gp

Staffs
Staff of bursting 36,000 gp

Wondrous Items
Pretty bauble 350 gp
Infinite quill 500 gp
Payri of fire and lightning 900 gp
Pouch of plentiful berries 1,200 gp
Cape of the gnome 1,800 gp
Gloves of forced entry 2,000 gp
Gloves of the rogue 4,000 gp
Baldon 's lens 6,000 gp
Ioun stone
(red and black ellipsoid) 8,000 gp
(bright yellow spindle) 8,000 gp
(green ellipsoid) 10,000 gp
(incandescent blue sphere) 10,000 gp
Cloak of the wild 10,160 gp
Headband of leadership 16,000 gp
Figurine of wondrous power
(jade monkey) 17,000 gp
Almeron 'scloak 18,000 gp
Ioun stone
(rainbow prism) 30,000 gp
Lantern of protection 30,000 gp
Pipes of the beast 30,500 gp
Cloak of the raven 32,500 gp
Papyrus of nature 's master 35,000 gp
Helm of solitude 36,000 gp
Death 'sstare 36,400 gp
Ioun stone
(black sphere) 40,000 gp

(clear yellow rhomboid) 40,000 gp
(clear green sphere) 40,000 gp
(clear red sphere) 40,000 gp
Pobroy 'smarvelous pavilion 54,000 gp
Facestealer 80,000 gp
Morgana 's lyre 135,000 gp

TablE 5-3: NEW MagiC ItEmS

Armorand SHiElds
Schurke's Platemail: This armor, named for
the pirate who made it infamous, functions
exactlyasa suitof +2 halfplate. If thewearer
shouldbecomesubmergedin saltwater,howev-
er, she automatically polymorphs into a
Medium-size shark (MM 200-201), remaining
in this form until she is no longer submerged.
CasterLevel: 7th; Prerequisites:Craft Magic
Arms and Armor, polymorph self; Market
Price: 15,350 gp. Cost to Create: 7,750 gp +
608 XP.

Shield of Zabeth: This shield functions as a
+1small wooden shield until wornby a fight-
er, at which time its bonus increasesto +4. In
addition, once per day upon a fighter's com-
mand, it bestowsprotection from arrows upon
its bearer(functioning at 6th level).
Caster Level: 6th; Prerequisites: Craft Magic
Arms and Armor, protection from arrows;
Market Price: 20,950 gp. Cost to Create:
14,550gp + 832 XP.

Storm Shield: A storm shield is a +1 small
steelshield with a piece of smoky quartz set in
its center. Upon close inspection, flashes
resemling tiny bolts of lightning can be seen
within the quartz. The wielder of this shield
gains a +4 resistancebonus to saves against
electrical attacks.Every time the shielddefends
against an electrical attack, there is a non-
cumulative 5% chancethat the quartzwill shat-
ter. If this happens,the item loses its special
protective quality, but still functions as a +1
small steelshield.
Caster Level: 5th; Prerequisites: Craft Magic
Arms and Armor, endure elements; Market
Price: 14,150 gp. Cost to Create: 7,650 gp +
680 XP.

WeapOnS
Stormbrand: This exceptionalweaponacts in
all respectslike a +2 greatsworduntil it strikes
a creatureof the Electricity subtype.It then
functions asa +5 banegreatswordversus
the creature's type. The sword glows
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only when within 60 ft. of a creature of this
nature.

When wielded, the bearer gains a +4 saving
throw againstall electrical or lightning attacks.
Furthermore, the sword absorbs the first 10
points of electrical damageeachround that the
wielder would otherwisesuffer.
CasterLevel: 15th;Prerequisites: Craft Magic
Arms and Armor, protection from elements;
Market Price: 77,300 gp. Cost to Create:
41,800 gp + 1,480XP.

Potions
Oil of Animation: This fabulous liquid
appearsto be somesort of common oil usedto
polish and protect a weapon.When rubbed for
one round onto any non-magical melee
weapon, the oil of animation imbues that
weaponwith the ability to fight on its own for
5d4 rounds,becoming a + I dancing version of
its type.

A vial of oil of animation typically has 1d4+1
applications. A Small weapon requires one
application, a Medium-size weapon requires

two, and a Large weapon requires three.
Missile weapons such as bows and cross-

bows cannot be animated.
Caster Level: 12th; Prerequisites: Brew
Potion, animate objects; Market Price: 1,200
gp per application.

RingS
Metarings: This array of ornate rings covers
the spectrum of appearances, with each ring
carrying a distinct look for the metamagic feat
it provides. Any ring, when worn, will give the
wielder the ability to prepare one spell per day
with the appropriate feat. The spell to be affect-
ed must be declared when the spellcaster pre-
pares her spells for the day.

There are rings that provide the following
feats: Empower Spell, Enlarge Spell, Extend
Spell, Maximize Spell, Quicken Spell, Silent
Spell, and Still Spell.
CasterLevel: 16th;Prerequisites: Forge Ring,
the appropriatemetamagic feat; Market Price:
8,000 gp (enlarge, extend, silent, and still),
12,000 gp (empower), 20,000 gp (maximize
and quicken).

Rhymer's Ring: This is a circle of silver
topped by a small disc of gold, each engraved
with the picture of a lyre. When worn by some-
one with ranks in Perform and the ability to
playa stringed instrument, the ring turns his
music into a charm person spell. If worn by a
bard, the ring also enables the music to dupli-
cate charm monster. Either use functions twice
per day. The wearer must play uninterrupted
for one full round to activate the ring's power.
Caster Level: 12th; Prerequisites: Forge Ring,
charm person, charm monster; Market Price:
19,200 gp.

Rods
Necromancer's Rod: Made from a human
femur andoften decoratedwith grotesquecarv-
ings, this item strikes asa + I light mace.In the
handsof an evil-aligned wielder who knows its
commandword, the necromancer 's rod dis-
plays its full power. Its magical powers are as
follows:

Contagion (on command, DC 16)
Inflict serious wounds (on command, DC 16)
Vampiric touch (on command, 4d6 damage)
Animate dead (3/day)

Caster Level: 9th; Prerequisites: Craft Magic
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Charges Damage Effective
Used Bonus Strength
1 +4 22
2 +5 26
3 +6 30

Arms and Annor, Craft Rod, animate dead,
contagion, inflict serious wounds, vampiric
touch; Market Price: 73,000 gp.

Rod of Exchange: Appearing much like any
other magical rod, this item hasa single,unusu-
al function. By touching a living target(unwill-
ing creaturesare allowed a Will save against
DC 18), the wielder setsup a magical link
betweenherselfandthe creaturetouched.Upon
command,any time within the next 10minutes,
the wielder can exchangeplaceswith the crea-
ture touched by the wand. The magical
exchange works as a teleport without error
spell.
Caster Level: 14th; Prerequisites: Craft Rod,
teleport without error; Market Price: 43,500
gp.

StAFFs
Staff of Bursting: Unless this staff's command
word is known, it functions only as a + 1 quar-
terstaff. If, however, a wielder speaks the cor-
rect command word, the staff's full power can
be called upon. When used in this manner, the
wielder expends the desired number of charges
and then attacks as nonnal, gaining an
enhancement bonus to damage according to the
chart below. Alternatively, she can strike a door
or object with an effective Strength as shown
below.

Caster Level: 12th; Prerequisites: Craft Staff,
Craft Magic Arms and Annor, bull 's strength;
Market Price: 36,000 gp.

W o11drouS ItEmS

Almeron's Cloak: Crafted by the elder druid
Almeron, this emerald-colored cloak seems
nonnal in appearance and grants the wearer the
ability to tree stride once per day as the spell.
Caster Level: 9th; Prerequisites: Craft
Wondrous Item, tree stride; Market Price:
18,000gp; Weight: 1 lb.

Baldon's Lens: This item was named for
Baldon Twelvetongues,a gnomish linguist who
never seemedsatisfied with the number of lan-

guageshe could speakor read.The lens resem-
bles a magnifying glass perhaps three inches in
diameter, set in an ornate gold frame and with
a handle of black oak. When baldon 's lens is
passed over text, the text visible through the
lens appears in the holder's native tongue, if
the holder is literate. If the holder is not literate
in any language, the lens becomes opaque and
cloudy when it is held.
Caster Level: 3rd; Prerequisites: Craft
Wondrous Item, comprehend languages;
Market Price: 6,000 gp.

Cape of the Gnome: This bright, blue and yel-
low cape is richly crafted from silk and is
adorned with symbols in the gnomish lan-
guage. The inner lining of the cape is covered
with arcane writings. When worn, the cape
grants the wearer the ability to cast each of the
following cantrips once per day: dancing
lights, ghost sound,andprestidigitation. The
cape also contains five small, carefully hidden
pockets that can each store spell components or
small objects as a small pouch.
Caster Level: 3rd; Prerequisites: Craft
Wondrous Item, dancing lights, ghost sound,
and prestidigitation; Market Price: 1,800 gp;
Weight: 1 lb.

Cloak of the Raven: Crafted from black
leathercoveredwith thick raven's feathers,this
cloak grantsthe wearera +10bonuson Animal
Empathy checkswhen dealingwith any type of
bird. The wearer is also able to fly, at will, as
the spell.

The cloak allows the wearer to summon 2d4
ravens (MM 201) per day. These ravens will
attack opponents,act asdistractions,or follow
any other commandsthat the wearer gives so
long asthey are able.
Caster level: 5th; Prerequisites: Craft
WondrousItem, fly, summon nature'sally;
Market Price; 32,500gp; Weight; 1 lb.

Cloak of the Wild: This deep green cloak is
crafted with heavy cloth and is patterned to
look like a patch of leaves. When worn, the
cloak grantsthe wearerthe ability to speakwith
animals as the spell and grants a +4 circum-
stancebonus on Hide checkswhile in forested
areas.
Caster Level: 3rd; Prerequisites: Craft
WondrousItem,speakwith animals; Market
Price: 10,160gp; Weight: 1 lb.
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Death's Stare: These dark purple eye-crystals fit
over the eyes and closely resemble the eyes of the

eagle. Unlike eyesof the eagle, however, the
death 'sstare serves a much darker purpose. Once

per day the wearer may use death 'sstare to kill
an opponent. This effect is identical to afinger of
deathspellcastat 13thlevel.
Caster Level: 13th; Prerequisites: Craft
WondrousItem,finger of death;Market Price:
36,400 gp; Weight: 1 lb.

Facestealer: Appearing as a featureless,
ceramicmaskof vaguely humanshape,this is
a truly evil item. When placed over the face of
a humanoid victim and the command word is
pronounced,the mask'smagic is activated.The
victim must make a Fortitude save(DC 18). If
successful,nothing happensto the victim and
she is thereafter immune to that particular
mask. If she fails, when the mask is removed,
her face will have been stolen, replaced by a
featurelessoval of flesh. If the victim is not
treatedby appropriatemagic, shewill quickly
suffocate to death. Polymorph magic can
reversethe change,as can a dispel magic suc-
cessful against a 12th-level caster. A limited
wish, wish, or miracle spell restores the vic-
tim's featuresanddrains the mask's chargeif it
has not yet been used.

The mask's user can then place the mask on her
own face. She will immediately polymorph
into an exact likeness of the victim, including
matching the victim's voice. The user remains
in a polymorphed state for 24 hours. The mask
can only bestow a specific stolen appearance
once, and it cannot store more than one such
appearance at a time.
Caster Level: 12th; Prerequisites: Craft
Wondrous Item, polymorph other, polymorph
self; Market Price: 80,000 gp.

Figurine of Wondrous Power (Jade
Monkey): Like the other figurines ofwondrous
power, this magic item appearsto be nothing
more than a tiny statuette.This particular stat-
uette is made of jade and crudely carved into
the form of monkey. If broken or destroyedin
statuetteform, thejade monkey is ruined, its
magic forever lost. If slain in animal form, it
revertsto a statuetteandcanbeusedagainafter
a day has passed.When tosseddown and the
command word is spoken, the statuette
becomesa common monkey (MM 198-199),

except that is endowedwith human (1d3+7)
Intelligence and can communicate in

Common. The jade monkey operates for no
more than two hours per day in monkey form.

A different command word causes the jade
monkey to becomea fearsomedire ape(MM
57-58), also endowedwith human Intelligence
and able to speakCommon. The dire ape form
canbe called upon for no more than oneminute
per day, and no more than twice per week. In
either form, it readily obeys the commandsof
its master.It can be returned to statuetteform
by speakingthe commandword again.
Caster Level: 11th; Prerequisites: Craft
Wondrous Item, animate objects; Market
Price: 17,000gp.

Gauntlet of Forced Entry: This sturdy metal
gauntlet appearsto be normal from the outside,
but anyone looking inside sees deep green
runesglowing near the wrist and fingers.

Once per day the wearer may use the gauntlet
to cast a knock spell as a 3rd-Ievel wizard.
Caster Level: 3rd; Prerequisites: Craft Wondrous
Item, knock; Market Price: 2,000 gp; Weight: lib.

Gloves of the Rogue: These finely crafted,
black leather gloves appearnormal except for
the arcanemarkings that line in wrists of each
glove. When worn by a rogue, these gloves
grant a + 10 circumstance bonus to Disable
Device and Open Lock checks. Both gloves
must be worn for the magic to effective.
Caster Level: 8th; Prerequisites: Craft
Wondrous Item, cat 's grace, knock; Market
Price: 4,000 gp; Weight:~.

Headband of Leadership: This thin gold head-
band is covered with arcane markings and
adorned with a simple sapphire placed in the
center of the forehead. When worn by a charac-
ter who has the Leadership feat (DMG 45), this
headband increases the wearer's Leadership
score by 2.

If worn by a character who does not possess the
Leadership feat, the headband does not function.
Caster Level: 10th; Prerequisites: Craft
Wondrous Item, emotion; Market Price: 16,000
gp; Weight: I lb.

Helm of Solitude: This silver helmet is deco-
rated with a diamond, emerald, onyx, sapphire,
and ruby. Each jewel is worth at least 1,000gp.
When worn, the helm grants the wearer the
effects of a nondetection spell by cast as a 6th-
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Color Shape Effect Market Price
Deep Red and Black Ellipsoid Combat Reflexes (as the feat) 8,000 gp
Bright Yellow Spindle 120 ft. Darkvision 8,000 gp
Deep Green Ellipsoid + 10 to Animal Empathy 10,000 gp

skill checks
Incandescent Blue Sphere Fly, as the spell. 10,000 gp
Black Sphere User gains spell resistance 25 40,000 gp

vs. Necromancy magic.
Clear Yellow Rhomboid User gains spell resistance 25 40,000 gp

vs. Enchantment magic
Clear Green Sphere User gains spell resistance 25 40,000 gp

vs. Transmutation magic.
Clear .Red Sphere User gains spell resistance 25 40,000 gp

vs. Evocation magic.
Rainbow Prism Roll 2d8 once per day. 30,000 gp

The Ioun Stone generates one
random power from the Ioun
Stone table on DMG 220.

TablE 5-5: Ioun StonE POWERS and Costs

level wizard. Wizards and clerics that desire
privacy value this helm greatly.
Caster Level: 6th; Prerequisites: Craft
Wondrous Item, nondetection; Market Price:
36,000 gp; Weight: 1 lb.

Infinite Quill: This item is often given as a gift
to particularly skilled and scholarly graduates
of a magical school. It is a quill, usually of an
exotic creature such as a pegasus, which writes
without any need of ink. The user simply
begins writing and ink appears from the pen. At
a command, the ink can change to any color.
The infinite quill writes so smoothly and so
well that it grants a +2 competence bonus to
any Craft (scribe) or similar checks, including
Spellcraft checks to successfully copy a spell.

Caster Level: 3rd, Prerequisites: Craft
Wondrous Item, quill. Market Price: 500 gp.

Ioun Stones: These magical stones function as
the ioun stones described in the core rules
(DMG 220). Listed below are several examples
of new ioun stones, including powers, descrip-
tions, and market values for each type.
Caster Level: 12th; Prerequisites: Craft
Wondrous Item, creator must be 12th level;
Weight:~.

Lantern of Protection: This lantern is
designedwith four shutters on each side. The
shuttersare coveredwith holy inscriptions and
doctrines of good-aligned deities. This lantern

operatesas a normal hooded lantern until all
four of the shuttersare raised, then the lantern
createsa protective effect that acts as a magic
circle against evil spell castasa 5th-level cler-
ic. Unlike a magic circle against evil, the
lantern's effects are outward only.
Caster Level: 5th; Prerequisites: Craft
Wondrous Item, magic circle against evil;
Market Price: 30,000 gp; Weight: 1 lb.

Morgana's Lyre: Exquisitely crafted from
ivory, filigreed with preciousmetals,andinlaid
with semi-precious gemstones, this master-
work harp is a wondrous instrument. It is a
spell-trigger item that functions only in the
hands of a characterwith the Perform (harp)
skill.

By plucking its strings in various patterns,the
character can create the following magical
effects:

sleep (3 times/day)
forgetfulness (2 times/day)
suggestion (1 time/day)
charm monster (3 times/week)
hold monster (2 times/week)
command plants (1 time/week)

Caster Level: 15th; Prerequisites: Craft
Wondrous Item, charm monster, command
plants, forgetfulness, hold monster,sleep,
suggestion;Market Price: 135,000gp.
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Roll (dl0) Type
1 Aberration
2 Animal
3 Beast
4 Dragon
5 Fey
6 Giant
7 Humanoid
8 Magical beast
9 Monstrous humanoid

10 Shapechanger

Papyri of Fire and Lightning: Appearing as a
stack of papyrus stitched together with animal
gut along one edge, each of these magical
sheets bears either a crude drawing of a flame
or a lightning stroke (equal chance of either).
There are typically I d4+4 papyri in a stack.
When the top papyrus is tom off, wadded up,
and tossed in the desired direction, it releases a

fireball or lightning bolt asif castby a 6th-level
caster. Each papyrus works only once. Tearing
out a papyrus other than the top one ruins the
removed sheet's magic. Tearing out a sheet and
throwing it is a standard action.
Caster Level: 6th; Prerequisites: Craft
Wondrous Item,fireball, lightning bolt; Market
Price: 900 gp per papyrus.

Papyrus of Nature's Master: A heavy scroll, this
papyrus is a two-foot-long sheet attached to two
one-foot-long mahogany rollers. Inscribed on its
length are songs that can duplicate the effects of
control plants, giant vermin, and summon nature 's
ally IV. The scroll is usable only by a creature able
to use divine magic that has at least 5 ranks in
Perform. Each magical song takes one full round
to complete and functions at 10th level of ability.
Each song can be sung only once per day.
CasterLevel: 10th;Prerequisites: Craft Wondrous
Item, control plants, giant vermin, summon
nature 's ally IV, Perform 5 ranks; Market Price:
35,000 gp.

Pipes of the Beast: These ornate brass pipes
are covered in jewels and arcane markings, and
produce the effects of a heightened hold mon-
ster spell when played. Only someone with 5 or
more ranks in Perform can produce this effect.

Each set of pipes of the beast are different, with
each set working for one type of monster only.
To determine which monster type is affected by
a set of these pipes, roll on the list below.

Monsters normally immune to the effects of

a hold monster spell are immune to the effects
of pipes of the beast.
Caster Level: 17th; Prerequisites: Craft
Wondrous Item, hold monster; Heighten Spell;
Market Price: 30,500 gp; Weight:~.

Pobroy's Marvelous Pavilion: Whenfound,this
item will appearasnothing more than a curious
cube of cloth about one foot to a side. Upon com-
mand, the cloth cube transforms into a huge, rich-
ly colored pavilion tent, complete with poles and
ropes all securely fastened to the ground. The
pavilion covers a square of ground 20 feet to a
side. The floor within is magically dry and clean,
and the pavilion is secureagainstwinds of up to 70
miles per hour. It is assturdy asa hewn stonewall
(PHB 136).

There are two entrances, front and back, and the
entire perimeter of the pavilion is protected by an
alarm spell. Furnishings magically appear within
as well; these include eight bunks, a trestle table
and benches, four chairs, eight stools, and a writ-
ing desk. The pavilion can be used for no more
than 72 hours in a given week.
CasterLevel: 15th;Prerequisites: Craft Wondrous
Item, major creation, polymorph any object;
Market Price: 54,000 gp.

Pouch of the Plentiful Berries: This small
cloth pouch is lined with druidic symbols and
glows slightly when opened. The pouch pro-
duces2d4 goodberries per day as the spell of
the samename.
Caster Level: 3rd; Prerequisites: Craft
Wondrous Item, goodberry; Market Price:
1,200gp; Weight: 1 lb.

Pretty Bauble: These bits of costume jewelry,
the sort children would be happy with, are
deceptively mundane in appearance. Casting
read magic on a pretty bauble reveals a tiny
command work inscribed on its surface. When
held and its command word is spoken, the pret-
ty bauble becomes activated. Any creature view-
ing the bauble must make a Will save (DC 20) or
become fascinated by it, acting as if under the
effects of a hypnotism spell. A pretty bauble
remains active for 1d6+4 rounds, after which
time it bums out and becomes non-magical.

Typically, Id4+3 pretty baubles will be found
together.
Caster Level: 3rd; Prerequisites: Craft
WondrousItem, hypnotism;Market Price: 350
gp per bauble.
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Acidic vapors 10
Aegis of the gods 11
Alchemy 106-116
Alchemy, courses 109-110
Alchemy, equipment 107-109
Alchemy, items 110-116
Animate images 11
Animated Rope 124
Animists 99-100
Arcane laboratories 59
Arcane libraries 51-57
Arcane nexuses 102-103
Aura of darkness 12
Aura of light 12
Bandersnatch 13
Bardic magic 64-66
Black cloud of horror 13
Bloodblade 13
Burrowing bony digits 14
Catalytic mouth 14
Ceremonies 73-83
Ceremonies,cleric 76-79
Ceremonies,desIgn 74-76
Ceremonies,druid 80-82
Ceremonies,paladin 82-83
Ceremonies,ranger 83
Chameleonskin 14
Chaosmagic 89-92
Claws of the demon 14
Cleanseminor vermin 15
Command construct 15
Conjurer's toolbelt 16
Constructs 116-125
Cooperativemagic 92-93
Crescendoof indefatigability 16
Dark channeling 16
Dawnspear 17
Debilitating decrescendo 17
Desiccate 17
Detect ward 17
Dig 18
Dirge of the walking dead 18
Disintegration sphere 18

Disruption missiles 18
Disruption wave 19
Divine heart 20
Doom fog 20
Dramatic visage 20
Dreamstealer 21
Eagle eyes 21
Enlargeward 21
Exhaust 21
Experts 61-63
Falsehistory 22
Falselove's kiss 22
Familiars 135-149
Familiars, improved 138-143
Familiars, new 143-149
FearsomeFortissimo 22
Feat,Craft Glyph Egg 150
Feat,WeaveWards 84
Feats,sorcererandbard 68-70
Felonious friend I 23
Felonious friend II 23
Felonious friend III 24
Finger of life 24
Fleet feet 24
Floor of fire 24
Flying abominations 24
Forgetfulness 25
Gandar'schatterbox 26
Glittering robe 27
Glyph eggs 150-154
Golems 120
Gossip 27
Greaterfinger of life 27
Hall of fire 27
Halo of vengeance 28
Hammerstrike 28
Hesitate 28
Horrific aspect 28
Illusionary bolt 29
Immobilize 29
Imprint 29
Improved simulacrum 30
Inspire 31



Instability 31
Jester's gift 31
Keen ear 31
Lethargy 32
Lucius's rustling leaves 32
Maddening babble 32
Magic items, new 166-172
Magical materials 126-135
Magical research 58-64
Magical vacuum 32
Malediction of razors 33
Mantle of shadows 33
Marathon prowess 33
Monsters 124-125
Multi image 34
Necrotic blast 34
Pack of ghouls 35
ParaphasIcpIanissimo 35
Perivax's poison pillar 35
Personalgrowth items 155-161
Placemagic 100-105
Poisonedgoblet 35
Privacy 36
Protectbook 36
Protection from wards 36
Pulsing fireball 36
Puppetmaster 37
Quakethrust 37
Quill 38
Relics 161-166
Repel undead 38
Rescue 38
Researchtools 59-61
Restorebook 38
Restorepage 39
Revealward 39
Rituals 73-83
Rituals, design 74-76
Rope Golem 125
Rumor of the Earth 39
Scribe 40
Shadowsight 40
Shelve 40
Shockwave 41
Shrines 103-105

Skills, new uses 70-73
Slipping the ranks 41
Small godsdisciples 95-99
Sorcerers 66-70
Sorcerers,variants 67-68
Spell descriptions 10-50
Spellbooks 56-58
Spells 5
Spells, alternatedomain 5
Spells,bard 5
Spells, cleric 6
Spells, druid 7
Spells,paladin 8
Spells, ranger 8
Spells, sorcererand wizard 8
Spirit knife 41
Stench 41
Stonelore 41
Strengthof mind 42
Strongoak'saffinity with nature 42
Summarize 42
Sumptuousfeast 43
Surface 43
Sword of justice 43
Syron's dancing shield 43
Syron's energyarmor 44
Tasha'stickle finger 44
Theurgists 99
Titan's strength 44
Trigger trap 44
Undeadgate 45
Unravel 46
Valus's massmissile 46
Venomousspray 46
Vigilant guardians 47
Voice of authority 47
Wall of earth 48
Wall of vermin 48
Ward magic 84-89
Web walking 49
Weightlesscube 49
Whirlwind of ice 49
Whispering branches 50
Wind tunnel 50
Zone of visibility 50
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