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The wizard who learns to harness the innate power of the tundra and the
driving ice of the frozen north can command great respect across the
land. Though the chilly arcane arts are notf well known in the Realms at
large, a small number of dedicated cryomancers are beginning to set

out and make it known that the effects of the coldest magic are enough

rival the impressive might of any fire mage. This arficle presents a new
Arcane Tradition available to wizards along with 13 new icy spells!
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School of Cryomancy

Written by “Weird Dave” Olson

In the frozen north, wizards learn to harness
the power of the world around them - snow,
frost, ice, and cold. They manipulate these
elements, learn to control them and bend
them to their wills, but in doing so many of
them lose touch with the world itself. The
more powerful cryomancers grow distant
and remote in their dealings with others,
shuttering themselves away in frozen towers
and keeping the years at bay through
constant study and focus on their art.

The School of Cryomancy is an Arcane
Tradifion available for wizards to select once
they reach 2" level.

The Guild of Wintercrest, located in a
mountainous region of the High Ice north of
the Anauroch, are the primary keepers and
teachers of cryomancy. They jealously guard
their icy secrets, but if a student impresses
them enough they may allow a prospective
wizard to join and learn the magic of the frost
and snow. More information about this guild
can be found in DMA1 Guild of Wintercrest.

Cryomancy Savant

Beginning when you select this school at 2nd
level, the gold and time you must spend to
copy a cryomancy spell into your spellbook
is halved. Cryomancy spells are as follows
(those marked with an asterisk are new in this
arficle).

Cantrip
Chilly Gaze*
Ray of Frost

1+t Level
Chromatic Orb
Winter Spray*

2" Level
Gust of Wind

Icicle Spear*
Zone of Arctic Cold*

3 Level

lcy Gaze*
Sleet Storm
Snow Cone*

4" Level
Boreal Wind*
Glacial Ward*
lce Storm

5t Level

Cone of Cold
Deep Freeze*
Impaling Icicles*

6 Level
Oftiluke's Freezing Sphere
Wall of Ice

7" Level
Polar Ray*

8" Level
Avalaonche*

9t Level
Falling Glacier*

Frozen Magic

Wizards who specialize in cryomancy learn to
weave the power of frost and cold into all of
their spells. Starting at 2@ level, whenever a
creature is affected by one of your spells, you
can choose to imbue the spell with a burst of
cold energy. In addition to other effects, the
creature’s speed is reduced by 10 feet untfil
the start of your next turn. Creatures immune
to cold are not affected by this ability.



Ice Skin

Beginning at 6™ level, you have worked
with cryomantic power long enough to be
physically affected by its numbing powers.
You have resistance to cold damage.

Piercing Cold

Starting at 10" level, you learn to tap into a
source of unbelievably powerful cryomantic
magic. When you cast a spell from the
Cryomancy Savant list and it deals damage,
targets who are immune to cold are instead
resistant to cold. If a target was resistant to
cold originally, they now suffer full damage
from your cold spells. All creatures are now
affected by your Frozen Magic ability as well.

In addition, any damaging spell you cast
from the Cryomancy Savant list deals an
extra +1 damage per die.

Cryomancy Master

Beginning at 14" level, you can increase the
potency of your cryomancy spells. When you
cast a spell from the Cryomancy Savant list,
you can use your bonus action to impose
disadvantage on a single creature’s saving
throw that is affected by the spell. You can
use this ability a number of times per day
equal to your Intelligence modifier.



New Spells

Most of these spells originated and are
tightly controlled by the Guild of Wintercrest,
though a few rogue wizards have decided
to share their magical secrets against the
guild’s express desires.

Avalanche

8™M-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (handful of white fleece)
Duration: Instantaneous

With this spell you summons forth @
torrential downpour of snow to frap and
freeze opponents. Within a 40-foot cube
a massive amount of snow and ice shards
fall immediately. Creatures in the area must
make a Constitution saving throw. A creature
takes 10d8 points of cold damage on a
failed save, or half as much damage on a
successful one.

The amount of snow summoned with an
avalanche spell buries the 40-foot affected
area completely up to 10 feet, containing
roughly 16,000 square feet of snow. Any Large
or smaller creature in the area is buried in the
snow and begins to suffocate immediately.

The snow from avalanche lasts until it melts
naturally.

Boreal Wind

4"h-level evocation

Casting Time: 1 action

Range: Self (100-fooft line)

Components: V, S

Duration: Concenftration, up to 1 minute

By means of this spell the caster summons
forth a line of icy wind and blowing snow
100 feet long and 10 feet wide from an
outstretched hand. Each creature that starts
its turn in the line suffers 2dé cold damage

and must make a Strength saving throw. On
a success they are pushed back 5 feet, and
on a failure they are pushed back 20 feet
and knocked prone.

Any creature in the line must spend 3
feet of movement for every 1 foot it moves
when moving closer to you. The wind
disperses gas or vapor, and it in extinguishes
candles, torches, and similar flames in the
areq, including lanterns.

As a bonus action on each of your
turns before the spell ends, you can change
the direction in which the line blasts from you.

Chilly Gaze
Necromancy cantrip
Casting Time: 1 action
Range: 30 feet
Components: S
Duration: 1 round

The caster of this spell calls upon a wellspring
of frozen arcane power that dwells within the
mind and directs it to a single target within
range. The caster fixes the target with a gaze,
who must make a Constitution saving throw.
On a failure the target's walking speed is
reduced to 5 feet if it's walking speed was 5
feet or greater until the start of your next turn.

Deep Freeze

S™-level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (small crystal ball worth

100 gp)
Duration: Concenftration, up to 1 minute

You create a 40-foot-radius sphere of
numbing cold within range. Each creature in
the sphere must make a Constitution saving
throw. A creature takes 3d8 points of cold
damage on a failed save and is paralyzed for
the duration. On a successful save they suffer
half domage and have their movement
reduced in half until the end of their next turn.
A paralyzed creature takes 3d8 points of cold
damage at the start of each of its turns, and



at the end of each of its turns the target can
make another Constitution saving throw. On
a success, the spell ends on the target but
they have their movement speed reduced in
half until the end of their next turn.

At Higher Levels. When you cast this
spell using a spell slot of 6" level or higher,
you create a 10-foot larger sphere for each
slof level above 5™M.

Falling Glacier

9h-level conjuration
Casting Time: 1 action
Range: 1 mile
Components: V, S
Duration: Instantaneous

You create asingle large block of ice (40-foot
cube) that drops from the sky onto a spot you
select in range. The iceberg then shatters if it
encounters a solid surface. Enormous shards
of ice scatter in all directions, affecting
nearby creatures based on how far they
from the center of the area.

Within 20 Feet of the Center Point.
Any creature or object directly beneath the
iceberg takes 20dé6 points of bludgeoning
damage and 20dé points of cold damage
and is buried in snow. Huge or smaller
creatures begin to suffocate when buried
in snow, while Gargantuan creatures have
their walking speed reduced to 0 feet.

Between 20 Feet and 40 feet of the
Center Point. Creatures and objects in the
middle section of the area must make a
Dexterity saving throw. On a failure they
suffer 20dé points of bludgeoning damage
and 20dé points of cold damage, or half that
on a success. Creatures that fail the saving
throw are buried in snow. Large or smaller
creatures begin to suffocate when buried in
snow, while Huge and Gargantuan creatures
have their walking speed reduced to O feet.

Between 40 Feet and 60 Feet of the
Center Point. Creatures in the outermost
section must make a Dexterity saving throw.
On a success, they suffer 10dé points of
bludgeoning damage and 10dé points of
cold damage, or half that on a success.

Glacial Ward

4"-level abjuration

Casting Time: 1 action

Range: Touch

Components: V, S, M (pinch of sulfur)
Duration: Concenftration, up to 1 hour

A faint, shimmering reddish energy encases
the target’'s body, granting resistance to
fre damage. In addition, the target gains
advantage on any saving throw versus any
fire-related effects or spells.

Icicle Spear

2n9-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You summon a trio of sharp, transparent
icicle spears and shoot them from your
outstretched fingertips. The icicle spears can
be hurled at one target or separate within
range. Make a ranged spell attack for each
icicle spear. On a hit, the target takes 2dé
cold damage.

At Higher Levels. When you cast this
spell using a spell slot of 3 level or higher,
you create one additional icicle spear for
each slot level above 279,

Icy Gaze

39-level necromancy

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Concenftration, up to 1 minute

Your eye flares with an icy blue fire and you
can fix your gaze upon a target creature
within range each round. The target must
make a Constitution saving throw. On
a failure, the creature suffers a level of
exhaustion. A creature cannot advance to 4
or more levels of exhaustion through the use
of this spell.



Impaling Icicle

Sh-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You summon a massive, sharp icicle in a 100-
foot line in front of you. The icicle shoots out,
and any creatfure in the line must make a
Dexterity saving throw. Onfailure the affected
creature suffers 4dé cold damage and 4dé
piercing damage, or half that damage on a
successful save. Creatures that fail the saving
throw are pushed back along the path of
the icicle 20 feet. Creatures that succeed on
the save must move to either side of the line
(their choice) immediately.

The icicle is stopped by stone at least
6 inches thick and wood at least 1 foot thick,
but has enough penetrating force to move
through lesser materials. Creatures pushed
back by the icicle that collide with a solid
object suffer 2dé bludgeoning damage as
well.

At Higher Levels. When you cast this
spell using a spell slot of 6™ level or higher, the
cold damage or the piercing damage (your
choice) increases by 1dé for each slot level
above 5™,

Polar Ray

7""-level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (small glass prism)
Duration: Instantaneous

A pair of blue-white rays of arctic air and ice
shoot from your hand. The rays can target
different creatures or the same creature.
Make a ranged spell attack for each ray. On
a hit, the target takes 5d8 cold damage.

At Higher Levels. When you cast this
spell using a spell slot of 8" level or higher,
you gain an additional ray for each slot level
above 7™M,

Snow Cone

39-level evocation

Casting Time: 1 action

Range: Self (15-foot cone)
Components: V, S, M (fir cone)
Duration: Instantaneous

A powerful, frigid blast of snow and ice flies
from your hands. Each creature in a 30-foot
cone must make a Constitution saving throw.
A creature takes 8dé cold damage on a
failed save, or half as much damage on a
successful one. In addition, any creature
that fails their saving throw is knocked prone.

At Higher Levels. When you cast this
spell using a spell slot of 4" level or higher, the
damage increases by 1dé for each slot level
above 3.

Winter Spray

I¥-level evocation
Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S
Duration: Instantaneous

This spell allows the caster to extend a hand
forward and shoot a spray of icy wrath in a
small cone forward. Each creature in a 15-
foot cone must make a Dexterity saving
throw. A creature takes 3dé cold damage
on a failed save, or half as much damage on
a successful one. In addition, those that fail
are knocked prone by the force of the spray.

At Higher Levels. When you cast this
spell using a spell slot of 2" level or higher,
the damage increases by 1dé for each slot
level above 1.



Zone of Arctic Cold

2n9-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (small pack of snow)
Duration: Concenftration, up to 1 minute

You create a zone of subzero cold within @
20-foot cube in range. Creatures that begin
their turnin the zone suffer 1d4 cold damage.

At Higher Levels. When you cast this
spell using a spell slot of 3 level or higher,
you deal an additional 1d4 cold damage for
each slof level above 2,



This release of “PLCI1 School of Cryomancy”
is done under version 1.0 of the Open Gaming
License, and the System Reference Document
by permission from Wizards of the Coast, Inc.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wiz-
ards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means the
copyright and/or trademark owners who have
contributed Open Game Content; (b)”Deriv-
ative Material” means copyrighted material
including derivative works and translations
(including into other computer languages),
potation, modification, correction, addition,
extension, upgrade, improvement, compilation,
abridgment or other form in which an existing
work may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and
includes the methods, procedures, processes
and routines to the extent such content does
not embody the Product Identity and is an
enhancement over the prior art and any addi-
tional content clearly identified as Open Game
Content by the Contributor, and means any
work covered by this License, including transla-
tions and derivative works under copyright law,
but specifically excludes Product Identity. (e)
“Product Identity” means product and product
line names, logos and identifying marks includ-
ing trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic
and other visual or audio representations;
names and descriptions of characters, spells,
enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or
registered trademark clearly identified as Prod-
uct identity by the owner of the Product Iden-
tity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its
products or the associated products contributed
to the Open Game License by the Contributor
(g) “Use”, “Used” or “Using” means to use, Dis-
tribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any
Open Game Content that contains a notice in-
dicating that the Open Game Content may only
be Used under and in terms of this License.

You must affix such a notice to any Open Game
Content that you Use. No terms may be added
to or subtracted from this License except as de-
scribed by the License itself. No other terms or
conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open
Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration
for agreeing to use this License, the Contrib-

utors grant You a perpetual, worldwide, roy-

alty-free, non-exclusive license with the exact
terms of this License to Use, the Open Game

Content.

5.Representation of Authority to Contribute:
If You are contributing original material as
Open Game Content, You represent that Your
Contributions are Your original creation and/
or You have sufficient rights to grant the rights
conveyed by this License.

6.Notice of License Copyright: You must update
the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and
You must add the title, the copyright date, and
the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indica-
tion as to compatibility, except as expressly
licensed in another, independent Agreement
with the owner of each element of that Product
Identity. You agree not to indicate compatibil-
ity or co-adaptability with any Trademark or
Registered Trademark in conjunction with a
work containing Open Game Content except
as expressly licensed in another, independent
Agreement with the owner of such Trade-
mark or Registered Trademark. The use of any
Product Identity in Open Game Content does
not constitute a challenge to the ownership of
that Product Identity. The owner of any Product
Identity used in Open Game Content shall
retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which por-
tions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its des-
ignated Agents may publish updated versions
of this License. You may use any authorized
version of this License to copy, modify and
distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include

a copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not
market or advertise the Open Game Content
using the name of any Contributor unless You
have written permission from the Contributor
to do so.

12. Inability to Comply: If it is impossible for
You to comply with any of the terms of this
License with respect to some or all of the Open
Game Content due to statute, judicial order, or
governmental regulation then You may not Use
any Open Game Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all
terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this
License is held to be unenforceable, such
provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, Inc.

System Reference Document 5.0 Copyright
2016, Wizards of the Coast, Inc.; Authors Mike
Mearls, Jeremy Crawford, Chris Perkins, Rod-
ney Thompson, Peter Lee, James Wyatt, Robert
J. Schwalb, Bruce R. Cordell, Chris Sims, and
Steve Townshend, based on original material by
E. Gary Gygax and Dave Arneson.



