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Introduction race and magical specialty) the most important 
principle of organization used in the series as a 
whole is alphabetid. 

The material in thew boolo is pmwnted in the 
m n t  current game fonrus that ofthe Zndadition 
NIW. Some lpell doloriptiom h.Vs bssn updated 
ormmbinodwith War spell cffe*l to slimhate 
duplication; some have bwn modified for better 
phy, and avery few have bwn dmppcd entirely. 

detdled in m V i  rstslaaw badr; 
the kingrbm-lwd ofthc BlamRlaH1. Isaino; 
tkd pdonic Dra#on-Kiu.# magics of the D m  SI" 
Wting; mdthewynra,pltlb((logy'~Uil~~"of 
the FOROOTTBN RBALMP Betting are beyond the 
buic loow of this book. The emuhaEi8 here is on 

The tecond volume of the Vizard Spell 
Compendium continues tho w k  of the finr. This 
volumepmvidw an alphabetid rcfasace to wiz- 
ud spells of tho ADBD. game iyatom, covering 
tha Iettmn E through Mn. Thc Cntirc wriw of F%- 
a d  Compendium books coven wiwd spells ore- 
atedforthapmafrnn1975to 1995. 

magical ~ p e l l ~ .  In a fantasy ganw world there M 

c h u r c t m  like Malin the Magician, who create 
marvelous magical effects with a wave of the 
hmd. This is a b w k  ofmuveloua efFe0tc t h t  can , 
bo d by tho good ouyl (and the bad my) in tho 
c o w  of a m a  session. Thc kev to the PUM Is. 

For tho uninitiated, thin is not a book of "real" ValiUltmagid ByStElM, BUCh utha IlUlCm@ 

- ~ ~ ~ - - ~  ~~~~ ~ 

~~ ~~ 

as always, the deciiioni maddby theplayer; 
(heroic or otherwise), and tho impact thole deci- 
sioni have on the plot of the guno. Now lpellc M 
h, but itb even mom fun figuring out unusual 
wnyltowtilem. 

Up to thia time, list# of spell efFecta have bwn 
keyed to spell /.%el; that i& rol.rivc lpell pova: In 
other words, if a11 a gamer or Dungeon Master 
hew waa a spell name, each lovelb list of ipelli 
had to ba checked. Although the final volume of 
this ca*i will incleludc Iwl lints (u well 81 limby 

U l O W & d e i s s C t l c M l l l y & l U i U g C ~  
might f m d d  inths mime oflm cdwnbm. 

About Tbh Book 

Thc p l l s  listed in thii book M given alpha& 
icdly. Spell nmei that include a w i d 8  name 
we given a primary lilting under that name; for 
axample, for Tcnser'sfloarlng disk, the primary 
entry is unda "T."Anotha mfaonoe to the main 







I w t ~ c e  to a cham spell) c u  volunarily lop. 
porthis ifbe W b .  

Sp.1 Iksrrlptlom~ Thirconc.int ths &UUt of 
WLU tlmh.lpell Qosndbow it d. Spdlswifh 
multiple tinction8 d l y  dlow the caster to piak 
the desired function et the time of caning (for 
example, the emotion tpell can createfear, 
cowrqe, hope, dewpair, Joy, rad ievonl other 
-$ 

Spoils that give bonws or pslultiet to rttwk 
rolls, damage rolls, uving huw, rad moa, M 

usually not cumulative; only the atmngeol magic is 
efFective. Howova, duration my be a sotol, W 
QeIl effecm might overlap in different ways at dif- 
hntcimw. 

This new rootion deala with tbe rpcllb 
rolwrtdod rarity on the foilowiag Scale: oam- 
moa, uncommon, ran, vaJ ram, and unique. 
lime M d i l w r d  in d d l  h ths D o f i ~ o f  
Spell Frequency. Spell8 of any nrUy rko be 
restricted to certain races or specialty casters. 
Auy unusual note8 on a spallb source. iuch as a 
pamc world of origin, or a ipecific magazine 
given hen. 



Uncommon Spell: Wizard spclls found in the 
Tome of Ma& fill into this category Thers spells 
M l ea  mll knom. but not nstricted to a me or 
special group like, for coumple, wi tch ,  dragons, 
or the Red Wizards of “by. A kit, ~chool, or other 
spooislty might allow MIM uncommon spells to be 
treated as common spells. Genarlist magec can 
research uncommon spells using the normal 
mwrch rules. 

A player character cannot s t u t  with an uncom- 
mon spell or lcam it in the C O W  of n o d  lcvel 
ndvancanent (un le~ ,  perhaps, a wiurdly mentor 
knows it). Such spells enter ploy when found on a 
magical scroll or in a spellbook, or when dwel- 
opdu a result of research. In the awiageAD&D 
campaign, finding a new common or uncommon 
spell is a little more common than a fighter c lus  
character finding a +1 masical sword. Some 
uncommon spells may be restricted (BCC Rcmicted 
Spell). 

Rare 8peU Rue spells (w specialized or hidden 
magic, such as those introduced in modules or 
acceslories. In addition to spells that M j u t  less 
mll knovm, huo npeciil typcl of rue spelli exist 
I)  Spells known by a specific M~~IUYUII rn (like 
e l m  spells fmm the Complete Book of Ehas); and 
2) Spells of a specialty or aunpign-specific proup 
that is not giwn in tho Player b Handbook (like the 

the Complete Necmmancerb Handbook, or upells 
of an wizard who specializes in Elemental Fire 
magic). Rare spells M likely to be restricted (IW 
Rertri*ed Spell). 

As noted in tho Plapr b Handbook, a specialist 
has bonuses to the “Chance to Loam” and spell 
research rolls within that specialty. The specialist 
hunts tho spells of the specialty u oommon, unlsu 
other factors apply (an cnchtmenUchann QCII 
known only to dragma is still wnsidemd m for a 
wizard s p o o i d i  in enchhncnUcharm magic.) 

Player characters have access to rare magics 
only u a result of campaign-specific conditions. 
G e n d r t  ma@ rolcsroh o f m  magics h a  b.se 
-15% penalty to the “Chance to Learn” and 
mseuch succcss rolls, unless the chuacter has 
accm to some Mrt of knowledge or reMurce that 
would o m  this. 

Certain campaign-specific or storyline oondi- 
tionr might allow ram spell research at common 
spell chances. For example, if a human wizard’s 
reward for an sdvsnture on behalf of the elves is an 
elven spell, the DM may choose to waive some or 
all of the “ C h w  to Lollm” mll, the rwasrch cmt, 

should not be waived under any cireumstanocs). 

spells of the Red wiprds of n a y ,  the rpclls horn 

and/or tho d Ncccss roll (time rcquirsmenu 

VEw Ran 8 p k  speh thst rppaU & in myP- 
zinc uticlei. or uc otherwise vuiant should be 
classified as very rare. The DM should closely 
control wry rue spells. For example, they might 
be available only in a single special book or toms 
in which they were recorded. Many very r u e  

A DM who allows tho spell to be rclouohed at 
all mlh for tho ~ o o c s i  ofthc rolcsroh ceautly and 
announces the result to the player. At the DM’c 
option, the sundrrd “Ch.noe to Loam” might be 
reduced by up to 50% and the research Iuccess 

C l u l i f y i  a spell u vory m is OM wry fora 
DM to handle an experimental spell that i i  too 
powerti11 or one that encroaches too much on the 
class abilities of nonwizardn. It is all0 pomihle, 
overtinle. fora spell &viKdby a pllya 
to become rue. un- or even common. 

Unlque SpeU This spell is known only to ita orip 
inn1 creator and is intrinric to the cmator’c cam- 
paign funaion. Some spells of this type might be 
ovlilrble only to a chrnotos holding L certain pori- 
tion or office. Most unique spells am of the 6th 
spell l m l  or hi%os; the orutor is neuly .hnyl of 
12th lwel or hi-. such spells M marked with a 
douMe dagger (tt). 

If a unique spell can be lolmod at all, it can be 
lwnd only from its creator (or in wry TUO cir- 
cumstances, from the creator’c writings). Mmly 
having a spellbook or scroll is not sufficient, 
though these might count u put of the creatorb 
“witings.” The Simbulb pel1 nigger is a uniquc 
spell. 
Thc acquisition of a uniqw spell or the d o n  

of one hy a player character is a major campaign 
went, similar in campaign impact to the comple- 
tion of an epic high-level quest, the opening of a 
fixed interplanar gate, the founding of a barony. 

Other Dsflnltlons 

Lolt Spell: Rarely, a spell is mentioned for 
which no 2nd Edition detail exists (including a 
few spells delibcmtely withdrawn from the sys- 
tem). No details are given for these other than 
tho spell name. They arc “lost knowledge,” 
included only to confirm their one-time cxis- 
ten- for the curious. 

S p C h  will dM be lWkicted (Iw k d o t o d  spll). 

C ~ S h a l W i ~ e M 1 q w r t s r s d .  

tho datruotion Of M Wthbt, Ud M OIL 
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C .s 
s 3  
DllWiOKSpsc*l 
h o f  Effect Tbs wta 
WgThrcRI:Nollo 

The castor can polymorph into thc body of an 
eagle. Al(bateh bmtlim his OWD mcnhlity, hit 
poi&, Ud Hit Dice, the caat8roanmt Ilpoa, out 
~pells,  or do anything elw that is bayond the 
bounds of his avian form. However, he CQ fly, 
md his vi6ion i i  cxcediqly Losppsrhapi 10 

common for Mnticmlplunur martcar 
h 8  tho WUhY Of Syw. 

rndBpole Knig&mamavnbyo. 

Wl: 3 
Range: Touch 
components: v, s 
casling Time: 1 rd. 
Duration: 8 hrs. 
Area of Effeot: Cmahue touched 
S0VillgThrcRI:N~ 

This 3rd-level wiwd speM confsn ths W i t y  
to sw if the recipient m w w i q  eyes @the 
eagle. This gives vision 100 t i m a  greater &no 
normal at distances of 1 foot or mom. The ma- 
ture can we objects at 2.OOO fwt BI cloaiy u it 
could normally ow them at 20 fwt. 

Nohr: Uncommon for Air q s l ;  otherwise 
m. 

EuthElement8lGrlde 

Emtben chup, Muinlll.n% 

See elemental @de. 

SHMIXimiliilllkmrtheagmp. 

Level: 2 
RLnge: 0 
c-: v, s, M 
cmiIlgT+m2 
mmtiolc 1 rdRsvel 
Area of Effect: The castcr 
SavingThrcRI:None 

This spell enhances the carterr  ability to 
deliver touch attack spells. The caster’s hand 
shimmers with I evil-loow blwk am. The 
dweomer decreues the opponent’s effwtive 

The ebony hand is woks without spells allow- 
ing a touch attack. The wizard can c4unnel u 
many touch attack spclls timu@ tho ebony ihruul 
as its duntion and the casterb available spoils 
allow. This spcll can be uacd in combination with 
thc apecml hand spell. 

The material component is five black lotus 
&. 

h o r  class against t o u c h & l i i  spells by 2. 

Notos: Restricted to n e c r o m ~ c c r s ;  ram. 
(Updated Rom PornimtoP Nnvoriru.) 

E c h w  
(Ip.d.Jphatu) 

Lsvsl: 2 
Rys: 30 yds. + 10 yds.Asvs1 
-:Y8,M 
cutin#Time: 3 
I)uration: 2 IdsJlsVol 
ASeaOfEfkCtlaSanrn 
srviThrow:H 

TbiS I p d  cIU8C8 CVOfy # O l d  witbill dr OU- 
Drcb brrLptOrwcrkan lardly k b O l h d  08 

if in an echo chmbec It becomsr very difficult 
fmths autumkl U D d a W D d m  topiokour 
one sound Rom.notha, and the li. The rscipcnt 
oficn tries to tiptoe in an exaggerated fashion. 
trying to reduce the noise level that only h e h .  
Sometimes the c m m e  marsly cdapws in a 

moaning help. No aoadinrad d o n  with 0 t h  

creatwed ir pouible for the victim, who o h  
lrsher out at anyooc attempting to contact him 
closely. Attack roll& Uvinp throw& and Armor 
CIm haw a-2 &ty. Ifa wing thrmv vu. apsll 
is rucoeuful, the &tim 810 reduced to -1. 

l l w  viotimk auditory nerves receive a p a t  
l lmmehg. cmallw with k#o k&lg (& u 
cats, bau, prodaton in peneral. rabbits, and so 



! 

f 

on) flse dln&hzarJabiQi quiet? m 
crouch in a corner. A stlewcma de&w~s qmlkmt< 
can mutually cancel the echoes 8pell ifcast 
dirrctly fOr this PUrpoM. 

cvmbal. Which is srmok a8 tbe oclt bsul. 

d "Kim." Each action takes om roud) 
Ia a fuins.loc of In. Flight arrows M created 
for short anelong bows, and tho apptoplh*r 

$1 The material oomponemt is a little tin gay a quarrel qpcaa h r  cr08sbows. 

' Notes: Very rare spell. K n k n  @bo m the 
Cyclopedta Phantastica ybl. III. (Updated fmm 
DRAW@ MagaEine.) 

Effulgent Epuratlon, Elminit@ 
&e Elminster'l sffwgsnt Spuntion. 

~cArr,Mol.derlrrlnca'r  
sa?- ' 'CsBsobiVrp ', 

When cast, this spell dentes a light-blue, 
glowing bow in the oasten'l*lldr!(or m & 
ground at his fwt, at* caster's option). m h  
om take my one of many forms, dcpcnding on 
thc love1 of thc caster. 

T h C C a s t a ~ ~ s C ~ ( y p c O f b o t . . l k r d  
at his levo1 m Ims. Thc elsotrio bov clmt+in 1, 
a normal bow (ranges, firing rate, em.), d l f t  
m*siles w 6hik.a any namrs vulassrbb to e 
weapons or less. The bor cm bo ored by tbd 
cartsr PB if he has proficiency with tbs urpor. 
or by anyone of the ca8ter's choosing who does 

no bonuaqa aeoptioa~I Strong& T h  ba 
o x i s b u n t i l d i r p o U a a i t h n k l i k ~  

c u k  I I I  < ! :  

' I  

~ F w f i i i 3 D c y ~ h r  the rrpa. m**s 

80% of ihe time i i  shadow or torchlight,-bi 



‘OOD (Oriental only) 
imunity to wooden weapons 
total protection from plant-based attacks 
:except molds and fungi) 
ability topam wifhour fmce at will 
ibility to ”plant” self in an area with sun 
md wter, regaining 1 hit pint per hoc 
ibility to speak with plants once 



lmlCM a SuCceMll saving throw vs. spell is In&. Tbb Ilpdl*l thchowizudbDI1oLpdQf 

Fire: A fus h ~ &  0tYgiaVlng~rparb. c*ring K t s l m m k ; l ~ b y s a w o a S d L c .  lbh 
ld4 points of dunage and n successful s&g dotsJminsd by the outcome Of 1 WCkl d 
thmw vs. ape11 msulb in 110 dmnlge. 'Ibs S@B ohat, &uwibcd llta. 
hma5%ohanoeofilp&ingflunmrblso~ T h e m o ~ & e . o m ~ *  
in the area ofarSa. Illma* if tiw wiprd does not lcias UmmJL 110 

Stone and Wood; Stone and wooden itemu hhue efforb bj ths adard to d th.t el** 
thmw off sharp a h  in rll dhwtioclr out to thc mental will suacwd until tho wizard ph an 
radius of the spelt. All within th m a  of effect experience level. If the effort is swW+ UIU 
must make a succcllsful saving thmw vs. spcll or 
suffer Id8 points of damage. The damage is ita nt~yontbephysiodph.  
Mvod if the saving cfacmr h mde. Control Check: The wizud rolh ld20 and 

Water: Wuer pushes out in a strotrg wave. adds his Wisdom bonus. Md fl per t i  bvafr 
knocking down all who fail to make a awing the wizard hrs more than the elemcnhlb Hit Dice 

bythewave. Wisdom bonus of the elamntatb sunmum Ho 
Notes: Common in h t d  Scnings; tmcom- adds +I for every five Hit Mab chs doavlltlltrv 

mon for Elemental mages; othemise very rue. mom than the wizard's l m l  (drop fmctio~). 
If the wizard has a higher total, thca'he hu 

~ment4Control  , scizcd control. Ifthe rolls are tied, the widndcra 
wmstls forconhol (tddng M other.otisarhp& 
d ) ~ a b r n d o n U l C o o n t m l ~ ~ ~  

(AbJr;.t19.) 
(AhMrnRLlp) 

tluforcrmtml,tlleIltheel~ic+mryreoiav 
Lml:  5 except melee attach d the tieh mmltbd lttb 
m: 10 yda. + 1 yd/levcl end of the next round. If the snmmmar'hu the 
colmmmnb: v. s 

' 

elsswsltd obsyl zhs wizud fa th mmaiwhr of 

cfacmr VI. Ipoll. Borb and Mgsh are UrdbOkd (* h C t b l M ~ ~  Dh4- 1uo udlddl  thc 



. N*w: C k o n  inrrbhn I&& yorynn 

.I&, but moat Likely in the hands of €4~- 
mental nmges. 

k l  
Range: 2 yds. 
CompaKmts:YS,M 
CastingTimc: 2 
huation: 1 tum/level 
~ r c a  of Emat 304% radius 
SavingThmw:Nolle 

6 E.cL elsmcntd form of this rpell in distinct, 
l a d r m u t b e ~ d  . dw-fb 

This -11 ir much lika an ebmmid fora of 
the Ipai uwcun mmt H r c o ~ o r e l r  tiny f i n  
@trite, d w  devil, pet mk, pn a 5icndly puddle, 
wh*hvrvathcca*srQlloclyuanwurrnsw 
van# d a a .  The c u t a m u a t  coqjure the guide 
from a d l  amount of the clement: a cradle 
flame, a h a n m  of durt, r vial ofwater, atc. It 
can m as a native guide to ita owll elemental 
plane, allouingthe ca t& m lnds while on the 

out getting lost. 
de is destroyed if dispcllcd, s a t  more 
et from the caster, or if it tabs more 
nta of damage from a breath weapos 

The spell requires a goldon bell .ndmrllet, 

Notal: Common in arabLs &g8; mcom- 

IMP e&ct spell, or ~ i m i l ~  aMdc 

which arc not consumed in the canting. 

monforElcmcntalmugcs;mforo(bem. 

I 

1 blade in the htaf r volcano, - ohmm- 
tal8 recoverina i m n a  from the battom of the 
ocean, earth c i i t a l s  pod .c im a r e  ores 
fram the ca t01  of b e  rash, DT 8ir aelprddu 
curyias tb MI jss to sonu 1OortimL whaaths 
mission is completed and the mwthghp t ,  the 
e l s m d  i l u t d y  rshrrm t4 b own p h .  Ele- 
mental8 resent being summoned and fawd to 
perform services and may attempt to exact 
r c v c n g c a t M m c L w ~ ~  
nn material component forthis Ipetbira @e 

appropriate elemat and a written 
ng the exact nature of thalrsvios 

Nota: Common in orienul -wly nn 
c l s a v k .  

LWA a 
Rmuls: 20Ydu V 



f 

and would be unafkted. Any itan in the 1~ of 
effect composed of an elemental material is 
allowed a saving throw VI. spell. 

If an itan that could be affected fails its saving 

mantals, a pUrr of h t h  for earth elrmsntrlr, and 
a dmp of warn for t i l  elmmt&. 

Notes: Common in oriental nettings; uncom- 
mon for Elemental nuges ellswhsra; otherwi8c 

t h ~ ~ ,  it is immediately transformed into another 
elemental type. The type of element into which 
items arc "transmogrified" is determined at the 
time of the casting. Elementalists and sorcerers 
must choose to transform items into an elemental 
province to which they are related. 

The aansmogrification is permanent and ifre- 
veraible. The effects of transformation into most 
elements is obvious, but fire needs a bit further 
CXpanantiOn. 

When items are converted into fire, they 
become elemental fire. They bum very brightly 
but briefly for only one round. This flame is hot 
but affects no th i i  it touches; flesh doesn't burn 
nor do flammable objecb ignite. 

Any object affected by this spell tums into the 
appropriate element, remains in place for one 
round, and then is transported to its assooiated 
elemental plane. 

Noter: Uncommon in arabian settings; very 
lsre elsewhere. 

Elemental 'lbming 
(Abjuntlon) 

Level 4 
Range: Touch 
Componmtr: Y S, M 
Casting Time: 5 
Duration: 4 + Id4 rds. 
Area of Effect €443. radius 
Saving Thmw: Neg. 

'Thk spell a U ~ t h e  wujento drive offelemen- 
tals by uacring a fearsome spell that is their bum. 
B e h  casting the spell, the wu jen must dacnninc 
the type of elemental that is affected. When the 
spell is cast, all elementals of that typc within the 
area of effect must make a saving throw vs. spell. If 
the save is sucoessful, the creature can ignore the 
spell effect. If the saving throw is failed, the m- 
twe flees the area of effect and does not enter it 
again for the duration of the spell. 

The spell centers about the wu jm and m m s  
with him. If the elemental creature is forced into 

- 
very -. 

Elevate I - Pluma 

A 
(Altentlon) 

Lml: 1 
Range: IO yds./lcvel 
compofisats: x s 
casting Tm: 1 rd. 
h t i o n :  1 hlmncvel 
Area of E&& 1 item 
Saving Throw: None 

The elevate spell allows the mtm to cauw an 
object ofpluma to float into the air. This, the 
most basic, will c a w  a work o f f i a t h e w i n g  
to float upward at 1 foot per round. It can lift an 
object of up to 1 poundllevel of the caster in 
weight. The caster can move it toward or away 
from him, or caw gentle si& to side movcmcllf 
at no m m  than IO feetpermund ofmovcmnt 

Notes: Restricted to Mutican plum magas 
and those mined by them; cornmoll. 

Elevate I1 - Pluma 
(Altcntlon) 

Level: 3 
Icmge: IO y&.ilwel 
Components: Y S 
CmingTimC: 1 rd. 
Duration: I hrjlevcl 
A m  of Effect: 1 item 
SavingThrow: Nonc 

A 

This is a more powerful elevate spell. It is 
capable of lifting a litter of fslthen into the air, 
and a considerable amount of weight with it. The 
itan to be elevated must be a blanket of&tber- 
weaving. (See "plumalitter" under create f a l b  
man ofpuma). 
The caster CUI lift an mount of weight on the 

featherweaving equal to hir level times 20 
pounds; a 15th-level cleric could elevate 300 
pounds on the floating litter 

a position w h m  it cannot escape the area of the 
spell, it disappears to its own plane instead of 
remaining. The spell does not break the ccncen- 
mtion of any rreaturr controlling the elemental. 

The material component for this spell ir a 
pinch of the element opposed to the type being 
turned, fire for water elementals, earth for air ele- 

The item can be raised at up to IO feet per 
row and CM m m  horizontally at 120 feet per 
round. It can move into the face of moderate 
win&. but a truly severe storm will easily over- 
e o m ~  it. 

Notes: Restricted to MPnicanpluma mages 
and those mined by them; common. 

J 
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and physical barriers alike without harm. 
Neither the caster nor anyone else can harness 

the spell energy dissipated by the spheres. Even 
the spell-like abilities of powers and creatures 
from other planes can be affected by the silvery 
spheres of an epuration, though the beings them- 
selves may not be. 

Notes: Very rare spell; known to Elminster. 

Elminster’s Evasion 
(Evocation) 

Lcvel: 9 
Range: 0 
Components: Y S, M 
Casting Time: 1 turn + total casting times 
Duration: Instantaneous 
Area of Effect: The caster 
Saving Throw: None , 

A customized version of the contingency spell 
slanted toward the preservation of the caster, this 
spell will cause, under certain specific conditions, 
the caster’s body, mind, and spirit to travel to 
another location. The transfer is automatic and 
transfers only the body and those i t a  physically 
attached to it, but leaving behind any attached 
items wighing mors than 50 Ibs. dividudiy The 
spellbringstogctherbody,spirit,andmind,mnif 
in different locations. When casting this spell, the 
wizard must detail six specific conditions that the 
evasion will function &. When any of these sit- 
uations OCCUIII, the caster’s form is whisked awayto 
the location. This location can be on the m e  plane 
or on any othcrknmplane ofexiatmce or dani- 
plane that the wizard has V i s i .  Also when casting 
the spell, the wizard indicates two othcr spells (cast 
immediately after the evasion by the wizard) that 
will be cast once the wizard arrives at the location 

TIleIhematerial cnnpollgas oftbis spell arc apint of 
the cas!mb blood and a gun worth at least 5,000 gp. 
Both are consumed in the casting of the spell. Thc 
wizard also immediately loscs 1 4  hit points, vhich 
m a i n  lost until the evasion spell is trig& at 
~ c h p o i n t t b c y ~ ~ l y r e ~  

This spell was developed by Elminster of 
Shadowdale, with the intation of taking his form 
to a dimensional looption he calls “Safehold” for 
cures and resumction (if nccded). As an exam- 
ple, the six clauses he says he uses arc: 

1. Upon his own dcath; 
2. Upon loss of his mental faculties; 
3. Upon loss of his physical faculties; 
4. Upon destruction of both upper limbs; 
5.  Upon destruction of total body volume; 

6. Upon his uttersnce of the word “Tkle.” 
Supposedly Safehold contains enough contin- 

gencies, spells, and magical items to effect a safe 
rescue of the sage of Shadowdale, should it be 
necessary. 

Notes: Rare or very rare spell from the 
F O R O O ”  REALMS setting. 

Eimlnster’s Multiple Mouths 
(Evocatlon) 

Level: 3 
Range: Special 
Componentd: V, S 
Casting Time: 1 rd. 
Duration: 1 rd.ileve1 
Area of Effect Special 
Saving Throw: None 

This spell creates one magic mouth per level of 
the cater. These are akin to those created by the 
2nd-level wizard spell of the same name. The 
mouths can appear on specific items or float in 
midair just above the head of a chosen recipient. 
A recipient must be personally known to the 
caster or met and clearly seen at least once; how- 
ever, the being’s current location need not be 
known. The multiple mouths even can be made to 
appear in a chow in the m e  locale, usually in a 
ring around a specific point. 

The mouths can speak any message uttered by 
the caster during casting. duplicating tone of 
voice, hesitations, volume, and the like, and can 
pass on magical words of activation and instruc- 
tions. An actual spell incantation uttered by a 
multiple moufh would not function, nor can its 
utterances trigger magical items. Someone who 
heard the mouth and repeated its words could 
activate a magical item, however. 

This spell has often been used to spread a 
warning-of an attack or fire, for examplbin 
multiple locations throughout a castle or to s h  
information between widely scattered beings 
(such as all of the Seven Sisters at once). The 
multiple mouths can appear anywhere on the 
same plane of existence, regardless of magical 
barriers or distance. 

A can& of this spell who possesses 10 or more 
arpesiencc Imlscan, by ilmwhgthccsstingtime 
of the spell by one round per message, cause the 
multiple mouths to cach speak diffemt mcasagcs. 
In doing so, the caster can also vary their spdring 

placc can be made to speak one after another in a 
particular sequence. A caster of this spell who is 

times sothat those moulhsthat appear m the m e  

1 m  level orgreatcr CBtl altwstively elcot to create 



only a 8@k mouth, but hrvs it aDpsatbs name 
~ O n D a p D r r o m d r b ~ ~  
m ~ 0 f u l c Q e l l ~  . h L o n e  

the mouths remain visible if th6 euter wmt.  
tlmltordtb&mirigg&gtheir~(rch 
mouth vm*hos rfta it haa lpokcn onoo). 

This spell is q h d  for ib hator, tie famow 
Old Mage of Shadowdale. It ia used by lome 
senior Harpers and by the Seven Sisters, who 
usually Cha~~gc its -station from bearded 
mouths with Elminstsr’e dry v o b  to.*md 
female lip lccompmiod by a husky voice. 

Notw: Restricted to the Elmiastn; the Seven 
Sisters, Khelben, and those trained by thsm; 

Elonf.’~ Bene 

uncommon. 

Revused~6nn. see E l d b  glama 

CompoUmYS 
CMdllgTimS:l 
Duntion: 1 rd. 
Arca of Effect: 20-A. radiw 
Saving Thrav: None 

m a  of effect and maLC tLsm mhr. Bc4l1 wap- 
om and natural attacks (ahws. teeth; em.), 
including touch-delivered speuI, appwr &be 
knocked aside by an unieen force. The spell 
tsLcr Meot aithor in tho c o d  of cdlq, or in 

hutra O f c u i i a g .  
“he a t o r  a n  affect one cmduw pm level. 

TbslrpollhrmoiTcctonanyaustmwwitkmmu 
HitDioealsvekthnthocMterhr&e&a 

phm,dthorsdhnigodstahmabaOtram 
not &cwd. All of tbw c a m t ~  tbs W k -  
u&liadtifmgetad. 
Tbs mvm of this mpell, dmmW, hu tho 

same range, area of effect, and limi(rtidsl M 
dud. bbw. but ail mokn strib ~ l ~ t ~ d  in the 
m a  rsosiwa +4 b w  to attack ml*, 

Netel: U~COEIIIOU for abjurers ud Force 
lnagEa;otbswilenre. 

A M W  aMng @I, aku dude blow 

The wiwd 01111 select any molcc raiLa int& 

t h e f i l ~ r m l s r d , M t h e ~ d c c & s d t h C  

levob. C w i U U R l U M  0 rrhM 

Eluding the Death Blon 
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n embalm spell does not hcilitstc subasqusnt me 
urrsctionofawqxc. 
The material component is a salve of rare 

~ ~ l o o g p .  
N~IfcstriotcdtOlvolmmanosR ’- 

Embattlement, Alprth’s 

Emotion 

SccAlgarth’s anbaltlcmcnt. 

@aeL.otmcnt/Chr~) 
PO@ 

Leval: 4 
Range: 10 yds.neve1 
Gm4hmcnts: y S 

Duntion: special 
Casting Tim: 4 

A m  of Effect: 20-R cube 

Embalm 
(Necromancy) 

Level: 2 
Range: Touch 
Components: Y S, M 

Duration: InstantMwus 
A m  of Effca: 1 corpse 
SavingThmw:None 

castingTimc:zrds. 

An embalm soell enables the caster to protect a 

Saving Throw: Ncg. 

whcn this spell is cast, the wizard -weate a 
single emotional reaction in the subject creatures. 
The following arc typical. 
1. Coumge: This emotion causes the mature8 

a i k t e d  to become bmcrk, flghthgwith a+1 
bonus to the attack dice, causing +3 poinb of 
damage., and tsmporsrily gaining 5 hit points. 
The rccipicntr fight without ahid md regad- 
less of life, never checking m d e .  Thia E@ 

counters (and is countcrrd by)faa,: 
2. Fear: The rffscted acatuma flee in panic for 

2d4 rounds. It counten (and is countcrcd by) 

3.  Frlcndshlp: The a f f s * c d  crcatum Issct mom 
positively (for example, tolerance becomes 
goodwill). It counten (and is countered by) 
hate. 

MUIU@. 

corpse (or a pirt  thereof) against thdnatural 

time when it is needed for a spell. If the 
embalmed cadaver is Lata animated u a zombie, 
golem, cw other form of animated undead, the 
creature grins +2 bit points per Hit Die (8 hp per 
Hit Die maximum) because of the greater 
strength and ruiliency imparted by the spell to 
the dead tissue. The spcll ha, no beneficial efict 
if cast on s k e l d  remains or on previously mi- 
mated rmdead. 

Thw preaetvsd, a corpse panuncntly rotains 
the same odor and appe.rao00 it had at the time 
of canting. The embalm spcll docs not revme the 
effects of putrefaction, but it docs prevent any 
m e r  &cay of an individual’s physical remains. 
Unlike more powerful spells (such 81 Nukarhoe t 
ninemen or the priest spell spirit bind), the 

4. Happinus: Thia efFwt meate8 joy d a feel- 

reaction rolls and making attack unlikely 
unless the crcatumi are subject to extrema 
ptuvwti0aL It counters (and is countmud by) 
sclcbrws. 

5. Hate: The affooted crcalurw react mre ncga- 
tivcly (for cxample, tolannce becomw m p  
tiw neutrality). It countem (md is countsnd 
by)frien&htp. 

6 Hope: The effect of hope is to niffi monlc, 
saving thmw rolls, a t t d  rolls, and damage 
caused by +2. It counters (and is countered 
by) hopelessness. 

7 .  Hopelessness: The affected creatums mbmit 
to the demands of any opponent: surrender, 
get out, ctc. Otherwise, the matures arc 25% 
likely to do nothing in a round, and 25% likely 

forces of decay and dissolution, until ~ r m c  later ing of complac8nt wlll-bCin& adding +4 to dl 
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nbilitiss m b e  prrsctadby p i 4 l  nnuz d W .  
or &actmy attach against the subject, euch as a 
basilislb abrmhec’s mil, orghut stseeb 

Notel: Common for mentalists; uncommon 
f o r n r o h . a t o n a n d ~ ; ~ v c t y  
rare. (Updated fmm Po~ynrDIcWNsWSana) 

Empathic Rrcsption, Rnry’s 

Empathic Seizure 

see Rarys empathic perception. 

@nch.nbncat/Cbarm) 
6+fmam) 

Levcl: 1 
Rangc: 30 yds. 
components: y s 
Casting Time: 1 
Duration: special 
Ana of Effect 1 mture 
Saving Tlnmv: Ne& 

This spell enables the wter to seizc tss mind 
of a single oroaturc and hold its body rigid. Cru- 
tures of mom than 6 Hit Dice or levels, mindleu 
or sightlem crwtures, and those under the influ- 
ence of apmtefionfmm SVN spell (or its 10vcrw) 
are imrmme to the effeog of the spell. E l m  and 
other crsahues with immunity to charm spells are 
afFcct8d by this spell normally. 
To establish the c&a, the caster must meet the 

victim’s gam. A victim who fails a 8aviq throw 
vs. spell is held immobile until the canter tokes 
damage (other than empathic shock) or cew.8 to 
concentrate on maintaining the spell. If  the 
immobilized creature is injured while in the 
caster’, pam3, the caster mffm empathic shock 
damage equal to 25% of the damage inflicted 
upon the subject (round tractions down), and 
mwt make a auccessful naving throw VI. death 
magic to maintaiu the seilun. 

Notea: Common for mentalists; uncommon 
formc~andnscromancm;otbanuircrsn. 

Empathic Shkld 

Empathic Wound lhnsfer 

(Updated fmm POLmsaRoN NCWsZinC.) 

Rewwedfim, see empathy. 

(N=m=.eY) 

Level: 4 
m e :  Touch 
Compokwntc Y 5, M 
CaStingTimc: 1 rd. 
Duration: IInhn- 

Ana of Effect Creature touched 
SavingnYow:Name 

By casting this spell, a necromancer tranrfers 
nome of the wounds of another creature to him- 
self, thereby partially curing the mcipid. up to 
2 hit pointrpa’level of the csrm can be tram- 
fmed; an 8th-level necromancer could cum an 
ally of 16 poi- of (but token 16 points 
of danM@ himsolo. 

This spell cannot r a t o m  amputated limbs, 
drained life levels, or loa life. It crmtot lmdo any 
continuously acting poison or discarc. The spell 

thenlxmtmw torffs*thevictim 
The cuter  cannot drain his or her own life. 

Nwnaliy, a wizard can hunter d y  his current 
hit points. HOWWW, ifthe DM wen the ‘‘hove& 
on deaths door” rule% then a -might vohm. 
tuily dnin himaelf to the brink of death (-9 hit 
points). Ths caster ilnmdud ’ y lows oonscious- 
UCM in this DIW (as noted in tho DMG), but his 
oolditiondocs notdscmiontsunlcls he is further 
woundad by another agent. At the DM’s dilcrs- 
tion, this spell enable8 the caster to immadirtely 
ratorcaniacapsci*tedanddyingvi*im. 

by normal hCaling or magic. 

only tcnlpwily - such hulq which will 

Hit points lost by the WM can be regained 

AAor thc eansfsr is complste, the wizard tcm- 
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failurc, rsgardloss of modificrtions. Onco tho 
p l l  is fiilhed, tho w i d  w bogin to phco 
tho desirod spoll upon tho itom. Tho spell ho 
plans to placs must bo cast within 24 h o w  or 
the prspatory apsll fsdss, and tho item must bo 
enchnntodagh. 

Each up011 subsoquontly c u t  upon an object 
bearing an enchant an item spoll requires Zd4 
hours por spoll lwol of tho magic being cait. 
Again, during cuting tho item must bo touchod 
by the wizard, and duri~@ tho rest periods it must 
bo always within 1 foot of his psnon. This p m -  
duro holds truo for any additional spolls placod 
upon tho itom, end uch fllcosuiw spon must bo 
bogun within 24 hours of tho last, won if tho 
prior 8pell fdod. 
No magic placod on an item is pormanont 

U ~ O U  apermanency @I is used u a finilhing 
touch. This alway8 ~ l l l  a 5% riak of draining 1 
point of Constitution from tho w i d  casting 
tho p l l .  AIM, whilo it is pouiblo to toll whon 
tho buic  QOU (enchant an item) ~ s o d s ,  it b 
not possiblo to toll if succossivo cutings =tu- 
ally mk, for each mprt mskc tho -0 Mrt of 
awing throw IN the item itself mado. Natunlly, 
an itom that is chargod-a rod, staff, wand, 
javelin of llghfnlng, dag of * h a  otc.--cmnoot 
bo nudo parmanont. hiagicd &vice8 cannot bo 
wsd to onchnt an itom or c u t  magic upon an 
object so proparod, but scrolls can bo usod for 

The matoriala neodod for this spoll vary 
according to both tho nature of tho itom being 
onchuted and tho magic to be c u t  upon it. For 
oxunplo, a cloak of dfeplacmmt might require 
tho hide8 of on0 or mor0 displrcor beasts, a 
sword moat  to slay dragons could require tho 
blood and somo other part of tho typo(8) of 
dragon(s) it will bo sffcctiw against, and a ring 
of shooting stars might require piece8 of moto- 
oritos and tho horn of Id-rin. Tho80 apocifics, M 
wall as othor information pertaining to this 
spoll, aro dscided by tho DM and must bo dis- 
cavomd or rcscarchsd in play. 

this purposc. 

No- Common rpeU (PHB). 

Athastan Dragon King magic; 
pslonic component renders the 
spell unccrprob[L by wizattis. 

Enchanted Armunentl 

Enchanted Blade 
(Evoeatlon) 

Lsvel: 2 c 
Rmgo: Touch 
Components: Y S, M 
C~tinnTimo: 1 turn 
w&: Spcoid 
Area of Effoct C r e a m  touched 
Saving Throw: Nono 

When cut ,  this spell causcs a d bhde of 

iontb W. It is the sizc o f a d  long nrrwd 
but M vimully wightloas. 

Elocldcd spark6 W u p  and dovathe Iongth 
of tho @owing blado. Tho arohsntsd Madc canbc 
wsd in two waybin n d  molss combst, or to 
fm abolt ofcncLling cmcrsy from ita tip up to a 
rango of 30 feot. An attack roll must bo mada in 
cithor caso. Eithor mothod can bo uaod at any 
pint in a wmbat (tho wioldar dccidu). 
Tho spoll has an abaoluto duntion of 1 turn. 

Hmvovor, it can d isappw oarlior. Tho sword 
can inflict damago up to tho castor’s lovol in 
six-sidod dico to a maximum of 10d6 beforo 
di8qpwing. 

Bofors rolling tho attack, tho wieldor states 
how many dico will bo usod. If tho hit is suc- 
cessful, that amount of h g o  is inflict4 and 
that many dico am lubaactod from tho m r d b  
remaining potsntial. Housvor, tho dshnda, if 
hit, is allowsd 8 saving throw vs. doath. If this 
u v o  is successful, tho damago is roducod by 
half. If a 7th-lwol wu ]on casts tho spoll, on0 
W k  mho rmds doing 7d6 of damego or m- 
on1 attacks can bo made whoso total dunago 

Tho enchanted blade is magical onorgy and 
thus CUI be used tohit mahame tha can bo hit 
only by magical woapons. Howcvcr, tho magi- 
cal bonus to hit aucll croaturus is only +1 for 
ovory 4 lwols of the caster’s sxporionco (+1 at 
levola 1-4, +Z at lovols 5-8, and so on). This 
bonus is only used to dotormino if tho creature 
can be struck by tho woapon; it doos not 
impraro tho chancc to hit or tho damago cawsd 
by a successful hit. 

Tho matorial compononto for tho spoll are a 
d l  woodrm sword end a silvor rod. 
Notes: Common in oriontal ssnings; virtually 

u n l m a r m o ~ .  

o s a o l d i n p 0 l s c t r i c d ~  toappsarinthoredp- 

e q u ~ i ~  766. 
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Enchanted Mirrors - Paramander 
(Alteradon) 

Level: 5 
Range: Special 
Components: Y S, M 
Casting Time: 1 turn 
Duration: Permanent 
Area of Effect: nK0 mirrors 
Saving Throw: None 

This spell requires two specially prepared mir- 
rors. These set up a resonating field that multi- 
plies the effect of the paramander’s magic. As the 
paramander casts the spell, the mirrors begin to 
emit a faint glow. They hover 3 feet apart above 
the ground, facing each other, directly in front of 
the caster, and at his eye level, so that his line of 
sight paaaes between them. 

In the last round of the casting time, the mir- 
rors will be in place, and the paramander 
emplaces one of a limited number of spells into 
the area between the mirrors. If this is not done 
on the final round of casting, the entire spelt 
complex fails and is wasted. The first spcll effect 
from the enchanted mirrors appears at the end of 
the turn in which the spell complex is completed. 
Thereafter, the effects of the emplaced spell are 
recast every thii round. 

The effects ofthe emplaced spell are at half the 
ability level of the caster (5th-level ability at 9th 
and loth level, 6th-level ability at 1 lth and 12th 
level, etc., to loth-level ability maximum at 20th 
level). 

Only the spells listod hme can be mplpccd in 
the enchanted mirrors; othm will have no effect. 
If a spell is not relcaaed in a random direction or 
centered on the mirrors, then it will be projected 
in a straight line-of-sight, parallel to the mirror 
surfaces, along what WBS the caster’s line of sight 
when the mirrors were enchanted. Specific magi- 
cal spell effects are: 

F/are: This shoots a small ball of light, like a 
signal light, out in a random direction. The caster 
sets the range and either a color or sequence of 
colors, which will be rcpated. 

Fog Cloud: Either effect can be specified at the 
time of casting. The stationary effect is centered 
on the minors; the mobile effect moves at a con- 
stant 10 feet per round along the line-of-sight. 

Message: The direction is random and the con- 
tent of the message is fixed; subsequent recast- 
ings repeat the original message. 

Audible Glomer: The exact sound or sequence 
of sounds is act, and repeats. 

Scare: The effect is projected along the line- 
of-sight to a sct range and standard area of effect; 
the range cannot be changed. 

Detect Invisibility: The path starts with the 
mirrors and extends along the line-of-sight. The 
paramander is mentally alerted if any hidden or 
invisible creature enUn the path; a caster looking 
at the path can see any hidden or invisible cma- 
ture in it. The spell duration makes this effec- 
tively continuous. 

Flaming Sphere: The sphere materializes next 
to the mirrors and rolls straight along the line-of- 
sight. 

Gust of Wind: The path starts with the mirrors 
and blows down the line-of-sight. 

Confusion: The area of effect can be set any- 
where along the line-of-sight and within range; 
the area’s location cannot be changed. 

Dimenoion Door: The destination is fixed with 
the initial casting. A single creature standing in 
the mirror line-of-sight and within 2 feet of the 
mirrors at the appropriate instant is transported. 

Fear: The cone originates at the mirrors and 
extends along the lihe-of-sight. 

Guards and ffirdr: The spell is centered on the 
minors. As long as they are undisturbed, the spcll 
ranains in plaos. 

In addition, a right spell can be cast on either 
of the mirrors at any time without affecting its 
operation. 

If anything disturbs or comes bstwsen the mir- 
rors, both the enchanted mirrors spell and the 
repeating spell arc canceled, and the mirrors fall 
to the ground. 

The caster can try to change the repeating 
spell. The original spell is dispelled by the 
caster’s dLrpe/ magic spell. This is 75% likely to 
m w e  the repeating spell; othsmiac, the entire 
enchanted mirrors spell is dispelled and ooascs to 
function. A succossful dispel magic spell from 
another caster ends both the enchanted mirrors 
spell and the e m p b d  spell. 

The material components of this spell arc two 
small, matched mirrors of fine silver worth not 
less than 100 gp each. 

Notn: Restricted to paramenders (a rarc form 
of palndidmage); common. 

Enchanted Torch 
(Alteradon) 
(Alchemy, Fin) 

Level: 3 
Range: Touch 
Components: Y S, M 
Casting Time: 1 rd. 
h t i o n :  Permanent 
Area of Effect: I torch 
Saving Throw: None 
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ThiI -atatea ulsmabumingmrch.Th 
torch illuminates a &foot ruliw. The cnchtod 
mrchumotbeexti&hdbywin4aNeobya 
gwr ofwlnd ~pell; nor will it go out if the mroh is 
dmgped It mbc axhgdmdby rubmenion in 
wimr, lack of oxygen, or dispelling magic. The 
aKimmmtofthim @ell i9 Ilamatfmbk; tht k 
d e r  tach. a oampfirs, 01 a pool of oil ignited 
by an enchanted rorch will bum but could be put 
outjua PI d u l  adinay fm. 

The matorid components of thin spell an an 
ordinary torch and a pinch of phosphom. Wbcn 
the spell is cast, the phapbmu u sprmuod ovos 
the torch, which ignitas with a flame that bums 
in&fiitcly. 

Netei: Uncommon for Fire mags8 and 
alchemists, TW f a  mnunllten; otherwise vcry 
rare. Known to be in the Fire-Eye Scroll:. 
(Updated fmm DR(QON Magazine.) 

Enchanted Weapon 
(Emebntment) 
(Alchemy, A W W  

Level: 4 
Range: Touch 
Components: V, S, M 
cmiq Tie:  1 ~m 
Duration: 5 rds.flml 
A m  of K W  Wdlpm(i) tauehed 
~ T h K W N o n C  

This spell NfM an ordinary weapon into a 
nugical one. The wupocl is the equMent of a 
+1 weapon, with +1 to atmck and damage rolls. 

oms, maces, @sari, svordr. etc., CUI be mode 
into temponrlly enchpnccd WMpOns. Twu s d l  
weapons (arrowh bolts, dagger#, etc.) or one 
llrDs wupoa (m. boar, hallme€, -, etc.) can 
be affected by the spell. The spell functioni on 
exiating magical weapons as long u the total 
candined berms is +3 or IOU. 

Missile weapons enchanted in thia way lose 
their enchantment when they succeiifully hit a 
target, but otherwise the lpell IMU its full dura- 
tion This Qcll is o h  lMe4l m combition with 
the enchanr an 1trm andpermanmcy ipslls to 
crsatenlngiul wcapOn8, withthil @I being c u t  
o m  per dc*rod plw of the bonuI. 

The mrtosial componsslu of this Qcll Ivo pow- 
dered lime and urbon. 

Thug ,  -I, W s ,  bolU, boM, drggai, hm- 

N d w  Common spell (PHB). 

Enchantlag Gourmet, Quimby'i 
scc Quimbyb encbulting g m  

Enoempuring Vision, 
Mordenlrrinen'i 

Encrypt 

See Mordsnlrpln ' cnb OllMmparsing vision. 

@tadodPbmtaim) 

Lswl: 4 
Rmge: 10 R + 10 R A m l  
CanponenW V S, M 
castingTims:4 
Durari0n:psnnaasnt 
A m  of E M  Special 
srvinglluow: None 

By means of this spell the wizard causes a 
message of no more zhsn 66 Ehanctaa or lstlers 
in length to bemade unrsrdrbb by lllryone nave 
the spellcaster, one other specific individual 
named by the spellcaster, and tho6e entities 
mfonod to ~ccifically by lllllllc in that meisage. 
To all o(bsn, the medsag~ appsars M an illegible, 
~udgedsonwl .  

The magic of the spell defeats spells such M 
comprehend langnagm and read magic, but not 
true seeing. The mesuge can be on any medim 
(paper, stone, wood, or even soot or snow), but if 
themedimis awtmycd the Q l n y p t s d ~  is 
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they still do not know what it^. * < 

be used to cim6nl the -erofho 

multipb caatinjd of the spcn. 
Ibs matorial mmponen 

pin& of dM @lnlTand a fedI&r. ’ 
N*RW&@lfromtk 

Within the limbhrm . o f m s & 4 a n  

Of O-. mSM&ES clll% 

waine. ~ i n ~ ~ ~ l .  

(e-) (e . 
Lcvcl: 8 
Range:TouehWql@8bl 
Compoaonts:YS,M 
c0StingTime:a 
Duntion: Parmawnt 
Ana of Effsos: 1 oratrs orobject 
saving Throw. Noes 

This powerful enchantment places its subject 
oroahus inapePmsrwat, u n b h b l a  sleep. While 
sleeping, the creature remains iu sitae of ma- 

Subjecta of this spcll do not age, but they always 
dream. Even creatures normally resistant or 

Thc endless slumber spell must be cwi sither 
directly on the creature by touch, malls be out 
on an object that delivcrs tb lrpeu to ib targot. If 
cast on an unwilling, mobile subject, mC - 
must makc a succc~lful attack roll. Failure means 
thelpsllialosl 

If the spell is cast on 81 object, the subject 

by it (a dagger or mow), or warnit (ar a&- 
lion or ring). Eaoh method d delivering the 
spell har ita own limitations. Ifcast on food, tho 
spell dissipntei if the object is not aatm within 
om day of the enchantment. If c a t  a a arapa. 
the enchantment fails if the flrrr a m k  feils. If 
out on a decorative objwt, the en- is 
broken w b n  thc token is removed from the 
SlWFU. 

Dispel magfc and limited wish apelln do not 

IE.dbsrwpplbcr 

pcmdcdallhmtiq e no air, f d  or water, 

immune to slssp s&cta BTO aabasdby thi8 spsu 

mUn Mt tb Object ( a h -  a e t ) ,  be 4 





point of lost smnglti or rkxbarity can be ra(0lad 
by a t~tonvlon fiM1t.d W h ,  01' wI& llpsu C k -  
.ocmwhobavsei~ChvaDtonrtl ' 'CreduCsdtoO 
bamnosbadavl. 

Creatures withont ability acorn low 1 HD of 
atte.cking ability (but not hit points) and take a 1- 
point AC penalty @ amnut AC! of 10). Craturos 
reduced to 0 Hit Dice or less CW m k  and 
must make a saving thmw vs. death ma@ orpa. 
ish (that is, a roll of 16 or better). 
Ths caster ages one year each time a nbje& in 

successfully drained. The c&ng of this Is 
an evil act. 

The material component for this spell is 
eswtlcc of EhadoW. 

Notes: Uncommon in the Old EmpirS, o f k -  
wise very rare. As a FORGOWBN RBALMS Old 
Empire spell, initial exposure requires a mentor 
or a mad Sowthem magic spoll. 

Enhance 
(AlCenaon) 

This spell is 30% likely to Wi when cant. 
This is modified by -1% for each law1 of the 
caster. A 16th-level wizard for example, has a 
14% chance of a backfii (3'2-16-14). whsn the 

ability wore named. 
Although many high-level wiEuQ Imw ths 

mhunce spell, it is one they rarely um. It k pow. 
erful, dangerous, and exhausting$ 10 it in 
anploycd only in the most dim cimmumm, or 
to reward deeQ huly worthy of hmic  ctatus. 

spell backiii, the WLard lolcs ld4 pointl mule 

The mtdd oomponsnt of thc elmhmce vpell 
~ ~ t h e D M i r y l w r s m o d i f i s d  

strslyh ThehomofabtaokbuU 
Datmity Tbs*ofaut 
Colutitutioa T h e c h o f a b s p  
lntsuipce Thehuluofaboa 
widola R v o * ~ ~ ~ m l o w l  
chnhrm 

Nota: Uncommoll spclL 

A lock af hrlr &om a wontu~ 
with a Chuimna of 160nmaa 

Lovel:8 
batgo: Touch 
Cappolllolts: V, S, M 

Dudon: special 
ArSrOfl?fF&lpaun 

CM-ThlW 1 h. 

SavingThrmNoae 

By means of ml enhance apell, the wiaud can 
permanently increase one ability ncore of his 
choice. The cuter cannot cast thin spell upoa 
hinlmlf, and a it upon anotherindividurl u 
so fatiguing that he must rest in bed for a full 

On those rare occasions whan a wizard does 
cast this npell, he lUlncs the 8BWy wore to be 
modified (Strength, Dexterity. C@~l i tu t ion ,  
Intelligence, Wisdom, or Charisma). He .ddr one 
point to the desired ability score. The subject 
gains all of the appropriate bonusei and llpeoinl 
abilities associated with the new worn. 

Following the canting of thin spell, h-, tk 
wizardlosss ld4 CmntihdionpointaThua, ifawiz. 
d u8u1 this p l l  and rollsa 3, tk w i n d  hiumlf 
losss3constitutionpointa.Tl1isloss~parrrmca* 
No ability score can be inoroawd a h e  22 by 

thin spell. If a warriorb Stms@h is modified to 
18, than percwtile dice am rolled to dasrmiue 

No ability =om cdn bo iwrcucd abaw 22 by 
this npell. If a wuriorb Strength is modified to 
18, then pmcantils diw am rolled to determine 

Wsk(Or10M O l l E @ I l t O f s w p b ) .  

sxoolxMslalQW. 

sxcepcid  stmn&th. 

EnhanteBkedAbW 
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Enhance Fire Creature 

Level: 4 

Componcntl: Y 5, M 
Caaing Time: 4 
Durstion: ld6 rda. + 1 rd.ilcvel 
A m  of Effect: 1 cnatllre 
Saving Throw: Ncp. 

This spell makes a creature of a fiery MW 
look and act tougher. (Recipients often waive 
thcir saving throws.) The spell can enhanoe m- 
tuns that dwell in fii or havc the naml ability 
to manipulate fire, M well as matuns from the 
Elemental Plane of Fire. Examples include red 
dragons, hell hounds, etreet, fire elementals, 
flame monoliths, fire newts, and salamanders. 
Enhanceflm cmalum docs nothing to crea tu~~s  
who merely cast fire-based rpalls, such a8 the 
seven Mages of the True Flame. Nor does it 
affect individuals with fire-bssed magical item, 
such Mflametonguc swords. 
A recipient of tbia spcll looka bigger and more 

vigorow than bfm. Its flames ue ch8rged with 
rcintillating yellow sad purple rmaks. More 
importantly, the mipie& gains a t 1  bonu to its 
attack rolls and damage. If a creature inflicts 
damago exprersad M a number of dics (such as a 
red dragon’s b a t h  weapon), then the bonus is t 1  
point for each die of damage before any other 
modification is made. Fw, a crcatlllc native to 
the Elemental Plane of Fire gdm a +I  bonus to 
each Hit Die. Dunage in IubtractedYkom the 
bonus hit points fw. I 

hue is a rag stsapad in pft& 
The reverse gf this #poll, quenchflrr c w  

tun, has the opporitc dt. The recipient loah‘ 
less vigorour, md it# * uul red. 
rolls and to -ohdie oF-i&iitedeA * 
creature frol4taC E b m l d  P W  OpFm 
fern a -1 l o r o b  each Hit Die-aJi 
succcsshl s w t h r o w  nsg.wo the offccti of 
this apcll. 

The materid component of penchpn crua- 
tun is a piece of damp c l d  

Notes: Common in raMm acttinga; vaymm 
Clacwhcrs. 

Range: 10 yds./lcvcl 

Tho material cunpmqu of ankanceprd crua- 

dct than U S M .  it -8 -& WQrC 8-k 

Enhance Maneuvenbllity 

Level: 5 
Range: 10 yds. 
Components: Y 9, M 
Casting Time: 5 
Duration: ld4 rda. + I rd./level 
Area of Effrct: 1 hip,  10 tonrllcvel maximum 
Swing Throw: Nonc or Neg. 

This spell can be cast on any spelljunming 
ship to incrouc ita maneuverability c h s  (MC). 
Tho m a m u d l i t y  clssa wtl be i d  only 
one c l w  by using thir rpsll, for expmple, from 
MC C toMCB. No ship cdnhaw itsmumwar- 
ability incrersed mom than one clasr above its 
initid rating, regardlc8a of thc number of h m e  
maneuwmbilily splb out  upon it. 

The materid component for this spcll is a vial 
ofwindhnmaiFbascdworld. 

The nvcrle ofthis spcll, dsencuo mancuwr- 
abilify. aots similarly, but wo1‘8cllll the m m w -  
ability of the ship. 

Now: Common for lpollcl~ars from a spcll- 
jamming nrltuw othawise m. 

(Enchantment, Iuvocatlon) 

Level:$ 
Range: Special 
Components: Y S, M 

Duration: Special 
Area of Effect 1 plant 
Swing Throw: Neg. 

This spcll enhances a living plant. Any umud 
plant (excluding molds, shambling mounds, 
ll8ugnlan’s mcs, and the l i i )  can bcnhncsd in 

6 pns respect. A g~~pcvine could be made to grow 
%I*, have broader leaves, bear rweatm fruit, 
adam oalya single quality is enhanced, and 
~ d y  @tg. plant normally has that quality. The 
plat  IIW bs aormsl and non-motile (incapahlc 
of Inde#wdeclt movement). Once cast, the 
d a W 9 n h t  h t s  as l o w  as the plant lives; it 
cannel b84Woubd by a dispel magic spell, for e. -ta by means of this spell 

PIOW Chumon Pr hedge wizards and spe- 
cialists inrvhtn~+&oUurwiwvsrym. This 
is the sccond vudon of the ~ ~ 1 1  hedge enchant- 
ment. (Updated from DR(OON Magazine.) 

Enhance Plant 

casting Timc: 1 dny + 1-4 daya 

aloM a8 lmt pssed o(1 to thc plant’s offspring. 



Level: 3 
Rangc: 10 y&. 
Compancnts: Y S, M 
Canting Time: 3 
Duration: 164 rda. + 1 rdnsvsl 
Area of E-. 1 spellj.mmsr helmMssl 
Swing Thmw: NOM 

This wll CUI bc cast only upon rm indivfdud 
using a major or minor spelljamming helm. This 
spellrill rniw the ship rating (SR, a m~uluo of 
@ml)ofthe lpeujalnmhg *by 1-2 poinb fm 
the dunlion of t b s p l l .  Only om enhance mting 
spell can be wed at a tim. A helmman c m c i  
wt it on himwlf. Thc spellcrta must bc able to 
see the helmsman upon whem the npdl is to be 
csst Thc lpell notwaltifthshslrmrmn* hiddm 
The material canpasnrofthin spell is a d l  

ivoryarmv, whichupointcdupwudutho spell 
i8 out. 

The reverse of this spell, decrease rating, 
nducei the 8R ofthe lpelljammiq helm and itn 
user by I-ZpoiMI forthe duration of tbe @I. 
The helmsman is all& a saving throw VI. ipcll 
to avoid the eff#t. 

The material component is the IMC, but the 
ivory BITOW is broken as the spell is wmplctcd. 

Nota: Common for spelloas(snr from I spell- 
januning dturo; othsswisc we, 

Enhanced Empathy 
(EnchmtmenffChum) I /  

w-w 
Lcvel: 7 
h g c :  10 ydrJlwd 
cosrpontntr: Y s 
CaBthgTimS: 7 
Dumtion: 5 rda.Acwl 
A m  of Effeat: Thc caster 
S W i l l g ~ S p e o i d  
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Tho djrutod -mu is IO (thtis, 6 x 1.6- 

Tho reverso spell, reduce, nogates tho 
enlarge spoll or makes areatures or objocta 
smaller. The creature or ohjoct 10808 1W of ita 
original sizo for every love1 of tho asterv to a 
minimum of 10% of the original size. Thoro- 
after, the sizo shrinks by 1-foot incremonts to 
less than 1 foot, by I-inch increments to 1 
inch, and by %-inch incremonts to a minimum 
of KO of an inch-tho recipiont cannc4 dwindle 
way  to nothinposs. 
For oxample, a 16-foor-tall Biant roduccd by a 

15th-lml wizsrd (15 stops) would bo nduccd to 
1.6 foat (in nine steps), thou to %.of a foot or 7 2  
inchos (in one step), and finally to 2.2 inchol (in 
the last five atops). A ShrinLing object mry dam- 
age weakor materials affixod to it, but an object 
will shrink only M long M tho object itself is not 
damaged. Unwilling matures M a i l d  a w- 
ing thmw vs. apell. 

Tho mata*l cornpollent of thiupoll in a pinch 
ofpcrwdsrsdima 

Notm Common lpcll (PHB). 

9.a,lnmdcdup). Bonura, due to t4krln& olrsl, 
a n d m g i C  maot altersd. 

V 
hI: 2 
RanI7e: 10 v d m m l  
&e&: y S, M 
CartiagThne:z 
Duntion: ld6 Ida. t 1 rd./levd 
AreaofEiFoct 1 aspturc 
Saviag Throw: Neg. 

This sp l l  clllowa the CMtOrto i n o r o ~ t b s  dzs 
OfS Crsrtura (khdinp 80 b1-t ollerseh M 

himself) in hoight, width, volumo, s t m g t h ,  md 
wmght. This increase also booots the &mags 
inflictod by the craalum'l physid attack# pro- 

control over the enlarged creatum aftvr canting 
thnnhoMbefon. 

Tho spell worka bost on &sort clOllhM8, but 
it can he cant on others, too. "Dowrt wealum" 
refers to animals and monsters that are nor- 
mally f d i n  dosort tornin, uwoll M individ- 
urh whose ori@ns and background8 w in tho 
desert (such a8 a dosort nomad or tentdwoller). 
Anything camod or worn by the target of tho 
spell increases along with him oxcopt a rider, 
should the targot be a mount. Tho target can 

p G f t i ~ l y . ~ W i d h M m ~ a n d a o h  

gmw tob iize c h o m  by tho c ~ t c r ,  with a mu- 
imum 10% @ per lwol of the castor. Thus, 
a 10th-levo1 wizard can bring about ,10096 
growth (doubling aim), while a 2Oth-lowl wiz- 
ard cmioffcot 2 ".. ,(tripling tho targot 
croaturs's o r i g x h e s o  are absolute 
muimtlmr; w*'tbe &uurnor another wiz- 
ard can cut mdtiple'enla#e spolll on any 
givon cruhna. If u)mm Diel, tho spdl cast 
first L aftkdvo, but all 0 t h  mbga spells pfo 

loBghi olasry sviyd mwlt hope to hum the 
target by in- h'riso boyonti that of its 
immediate surrmndin@. Tb.t cm't happen. 
wbm tho tugot'$u*l a ' d & q g  foro0 (won a 
t e p t d i d g ) ,  grtmth &eps before damago is 

I@ new size mbva hopa @- activities, 
including tli& or climbing. k aotod, itl dam- 
ago and .movomont incroaso to the numbers 
appropriate to ita new size, d t b  41 fractions 
droppod. € i m e r ,  tho f d l W i ~ p t a t i s t i c s  do 
not change: ita ktority, number OW@&, Hit 
Dico, hit poW, 8ad Qoan (pa oxam- 
ple,aWOtPkDcoldd~ " rhosk8of 
a dog, but its p o i m n o u F o u l d  bo no 
moredwivr!.) 

fenlarge &mfi ereatwe is 
g throw-vr..rpoll to y o i d  its 

p o n a l t y L ~  +lfasvaypdi*.dIUkI. 
ligen- ab& l?,%uHIy, if tho *!B not 
M t i v o l D I b p ~ Y p h l l ~ + 1 ~  

E-. Th+nvs hC&# dcb 4-6 the 

,rwbta6 rnmhmld..ur 

! 
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Esinamment 
(~~JuntkJSummodmg)  
(-) 

6 
Rmge: 10 yds. 
Canpoomtr: y S, M 
CMtingTimS: 1 Mn 
hk spsoi.1 
AM dEffeot: Special 
Saving Throw: Neg. 

CPItlng this spell ananpts a dangaous act: to 
lure apowcrful creature from another plane ton 
specifically pmpued trap, where it will k held 
until it @mea to pafnm ow savios in return for 
frmdom from the ew-f qmU. The type of 
aartlm tobe OlmMmdrmutbo~kWwnand state4 
and ifit has a spscifm,propq a givenname, this 
~ b e ~ i n ~ ~  m-t spdl. The 
spell c a u ~ o d a n w ~ o ~ y ~ ~ ~  o f a  gatelikeopening m 
the planc ofthe cnahusto be e d A  speolal 
~ t l n u w u t h c n r m d c t o ~ i f t l a c o r s a -  

mp oobcYoves it to be a gate. To SSM, the malum 
must mU equal to or leas thenits Intdligoacc emru 
on Id20. The score is modified by the di&mnw 
between the creature's Intclligcna and that ofthe 
Spclloaster. If the c m m e  has a figha uwm, the 
di&nnce in subtracted 6vm ita dicemlltows. If 
the spellcaster has a highcrffim, the d i m  in 
&to the dice mu. 

If the saving throw ausoeeds. the creature 
ignores the spell-created opening, and the spell 
fails. If the laving throw frils, the 01- steps 
into the opening and is cnwumd. 

whonM,trapped,the o t l w r p l a n a r ~ ~ c m  
freely attack the enmaring wizard, unless the 
caster hs crealed a mndiep circle. Such circka 
m y ~ ~ ( - b Y ~ ) ~ p m n a n c n ~  
( i i d  or c 6 ) .  E m  with such protsoti4n, the 
entrapped cmalum may break h e  and weak b 
vsaeaDcc~pw~sps-. 

Ahand-drawn c i r c k h  a b  failure chance 
of 2046, while one inlaid a carved has a b w  of 
10% (md that is for the fint time it is wad, to 
danmine whether or not the job w88 done prop- 
erly). The baw c b  M modified by the dim- 
cace betwem tbe WiWdL crmbincd ~ l l ~  
and capericsloe I d  and thc Intelligence and the 
experience level or Hit Dice of the creatum 
emmrred. If the rpellcastm hs a bigher total, that 
diffacnce in pcrcnMIp points is SUMramd &om 
the chance for the creature to break fm. Ifthe 
creature has a higher total, that difference is 
added to its chance to break free. 

tUn drlcotPthC Il8W Of the PhlW OpOn& Ma 

I 

The chance can bc Anher &cod by cu&l 
preparation of the circle. If the hand-mrde cimlc 
is drawn over a longer period of time, wing spa- 

spent drawing), tha ohrnce of bre.lin# free is 
reduced by 1% For every huo spatt in prrpan- 
tion. This can bring the kw chance too%. 

Similarly, m inlaid or carved design CUI be 
bm@t to a 0% chance of the cmanuc bmk@ 
fmbyinlayhrowithMdous~ol insnlqetc.  
This c o d  will require a minimum of one full 

the basic cost ofhaving un circb inkid OT atvcd 
into Moc. Anybrsak inum Cimb spoib the effi 
caey oftha spell and coabbc the crcatlm to brsdr 

chlly & pigmults (l,ooo gp vlkre pa turn 

moath O f b  aad add Ild leMthsn 50,01m#p (0 

fm auumutically. Even a stnw dropped WXOM 

the limofamagic circlsdmtroy i s  pow. Perm- 
Wly, the cramewithiuclsmoc lo much upboo 
asnawuponmypmionoftheinxcibd~fix 
the *c of& Lmrlier abnoldy pweats it 

o n c o a f s L y ~ t h e ~ c a o k h g c b r  

~ o f ~ b r s a l d n p t h e w a d l ) ~  aea- 

~ a p o v n r p e m a m t s t h e b d ~ T b e c a a c r  
can om bribes, us0 promiles, or meLS tbrr*s in 
o l d a t o e x r t o n s ~ 5 u n c b e c a p t i v c ~ .  
The DM will then assign a value to what the 

wizard has slidtothesnrmarodcraanna,retingit 

M 1-g M the SpellCaUar d.rsS. (hUOIIlbOf tbo 

tum c m o t  IMW the circle, oot crn any of its 
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dreamer rccopnbs tha orsta u an intruder, or 
unlcsi the cuter annwncw that he u a * r i d  
invading the dream, the dreamer perceiwa tfa 

simply observes the dream, watching as tho 
dmamcrb unwnnciow mind d s  itdf. While 

d illfonnntion that the slsspamn/ not m 
realize when awake. For instllloe, a mu puet- 
tioncd about his long-lost brother may trutbfultT 
answer that the boy M away from home when 
wry young. The inrm'l drcunn, howwar, may 
rwod that the IUUI saw bi. father mur&r his 
brocbol, pi the memory lioa buried in thc mb- 
coarc inu~larubdoaly indnua .  
Tbs nluwid compownt ofthin speu is a ow. 

o n c e ~ o f m s u a r i l l o w b r L , a Q i o h t h a ~  
~dbspinhOrMtamdhnbibs. 

m 0 n f a ~ ; v e l y n r s f c f o l b a .  

n l C d U g C M a ~ ~ d r o a a  
Altrmntely, the Eastdi can rrmain psuw and 

not discreet M M E S P  & s n r r r d n a  CUl 

Noem: Common for h a m  m a p ;  mom- 

Entemb 



The spell WPI doveloped by elf mges (Pm- 
scrwc.) who belozlgedtonomrd triw d it hM 
urn baa adopted by all Athuian magic-wing 
ncawbrreboth humanoid d d o  notllnrdy 
h m C l m S d h d S .  

Nolrcl: CnnmcamtheD~~~S~~aet t ing;  wry 
ltd laataid cmnponsnt is a dqle d u  o h .  

lame-. 

&rims: i 
Duntion: llutml.n#nu 
h o f E f k t  I lorollaZp@gc~ 
SWillgThmw:Spsc*1 

The cm~c spell removes writings of either 
magical or mundane natura from a scroll or 
tkom one to two pages of paper, puohmcnt. or 
similar surfaces. It remwei uploslva runes, 
gbpha of wanllng, sapla snake rlgll8, and wlr- 
a d  ma&, but it dwr not nmovd lllwory scrfpt 

ings am automatically erased if the caster is 
touching them; othcrwiae, the chance for me- 
cou is 90%. Magid writ iw mud be w 
urd M only 30% likely to be emad, plw 5% 
per caster level, to a maximum of 90% (for 
example, 35% for a 1st-lml caster, 40% for a 
znd-h l  cutor, ctc.). Erdlu Egg 

01 S Y ~ ~ O ~ S  (KC  tho^ ~ p s l l ~ ) .  N O I U U O ~ ~ ~  writ- 

N a  Comnoll -11 (PhlB)). (Enchantment) 

R.vasdJbnn=msmay. Range:Towh ' 

E r w w a t  Lmek 5 

Erdk clm 
DlUatiG: 1 day 
AruofEfFsct:Iegg 
S.viSnTbrow:None - 

Rangc:Tarh 
CUlW=US:y%M This spell cams an old d u  egg filled with 
C d h g T i a e : l  und  to beoome a fresh erdlu egg, with contents 
Duntioa:5lds&vel fit toat On my ocbsr world, the duration wuld 
h 0 f E f i s C t : l a o l a n a  be too short to do m y  practical good, but on 
hkgTamw:Ngls Athu, the diaappwaw of the e.& mter will 

not come about until after it hr already been 
Whea this qmllls c u t  on a humanoid being, ~woclted out of the mcipientb body. Elf Dormdl 

i b  f w l r  gnnv into talons, pncfiety like the developed thin spell M a means of mating an 
c h n o f ( I * d u b i d .  Ones inthi~smte, b y d o  aasr~cmoy iixnisu& Once ths crated food ii 
damgo M Atbu*n hand lrem (s/M: I&]; L eaten, the ahcll disappears, so a new shell is 
l d 4 + l ) . T b c h n & n o ~ t o ~ r i m t  mquirodforerohcuting. Thw,poirasionof 
CUI be struck only by m q i d  waapon~. In gan- this spell doublw the number of d u  eggs any 
enl, thia spell is memorized by a wizard M a tribe hu. 
~ o f l u t r o r o r t ,  ifmammy.oautb, clww Tbrmtor*l compollsatirtbsoldsrdlvcps. 
formek. Thras M d h d  rumor# tbat the N o w  Uncommon in tha D m  SUN netting; 
spell is uwd in the process of enchanting ml 
hndnmn. 

vimdly lmLnarm elrauficoc. 
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Range: Touch 
-yS,M 
Cuting Time: 1 rd 
Duration: Special 
Area of Effect: 1 creature 
Saving Throw: None 

The wiz)rdi of etfnomad tribes ofAthas 

Dexterity Mdsh i ld  b o n 2 . b o t : w t  *th any 
other protective spcll, such @autfir or armo): 

The material components for this spell arc a 
pair of scales from an erdlu. 
Notes: Uncommon in a DARK SUN setting; vir- 

tually unlmorm elwwhcra 

Erik’s QulUu - (E-) 

Level: 3 
Range: 5 yds.Aevel 
Components: Y S, M 
Casting Time: 3 
Duration: 1 to 3 rda. 
Area of Effect: 1 or 2 creatures within 20 ft. 
swing Thmw: spccial 

This enchtnwnt allows tho castor to cpuw a 
number of magical quills (resembling porcq~ine 
quills) to flyfromhishands andunorringly lailco 
a choscntpgct. Thc quills m h t b c i t s r g a  m 
in a moles, and they seek chinks in m o r  and 
gaps in C lo th i  arhcn they shila. 
A w i m d  can cqiurt 2d4 quills, p l u  1 quill 

for every two lcwls above SUI, thui a 7th-lcwl 
caster M ornate 2d4+l quills. The quilb c n  ba 
directed a6 no more thin two opponent#. who 
must ba witbin 20 feet of each other. 

%ch quill inflict8 1 printof- on the idid 
d. In the acoondmmd a wing ttnavvs. lpeU 
is allowd Sucass mds cbc damage; h means 
damage qual tothat ofthc fust round is taken 

In thetbird round, another savins h o w  vs. 
spell is required. Stlpccss en& the dawp; fail- 
ure means another round of identical damage is 
taken. At the end of the third round, all of the 
quills vanish. 

The enchantment is especially elT&ivc ag8iwt 
spellcasters, who cannot cast spells while suffer- 
ing damage from quills. A shield spell requiem8 
the caster to make one attack roll forthe burst of 
quills aimed at the protected individual. A mias 
means the shield spell stopped all of the quills 
aimed at that individunl. 

The material onnponsnt u aporcupk quill. 
Not-: Uncommon or ram spcll in Cailia, the 

B~~ni~~~trrsating;viauallyunlmownellovhna. 

ESP 
-4 
w-w 
Level: 2 
Range: 0 
Cnnponoaa!V,$M 
C ~ T i m s . 2  
Duntioa: I rdnsvd 
Ana of Effect: 5 y & A d  (90 y& nuximUm) 
S8VillgTlnav:NonC 

When anESP spell is ussdthc urta u.Me to 
detect the surface thwghtl of my c r c a t m  in 
rangbcxcept for those of W a d  and creatures 
without minds (ar wa lolcnv them). The ESP is 
stopped by 2 feet of roEk, 2 inehes of say mstrl 
other than lead, M a thin sheet of lead foil. 
Ths WiEard enqkyhq tbelrpcll is able to p b a  

thoughts from lamr ordcr 
can continue on the sacnc UM- 

ture from round to round or can mmsaato 0 t h  
acl turos.Tho~oanuseckl lpdl tohatp~-  
mine ifacreatwe lurks bahind a drm, for- 
but the ESP does not always nvcd what sort of 
orsature it is. Ifused as pldofa prcgnmof&or- 
rogation, an intelligent and way iuk+ct raaivg 
an initial savin# thmw. Wisdom modifim ahvaya 
@y,wirhapouiblorddilionalboauluptc+4at 
the DMk option. I t n u c c ~  the clrature aut- 
cas&llyrwidsandthe~mw&mdditicd 
l d o m & a L l f h ~ t h m W U h i b Q t h e ~  
m*omdditiaulidmmth, 
Dhdkruiing. Tba as.turob Wildom adjultment 
Igplis, a¶ mry addiriolyl bouasaup to 44,  bsad 
o n m m s s m i w y d t h e ~  .roueht 

The mumrial ooaposost o€thia qel l  ia a c o p  
pa pis-. 

NOW Common spell (PHB). 



ESP - Witch% 
(IMVlErtloU) 

Level: 2 
Rm&wTouch 
CXnnponam: Y S, M 
cd8tingTimc:z 
Dmstion: 1 rd.Aevt1 
ArsrofBffsct:I.3nmmhd 
Saving Thmw: None 

This varaion of ESP require6 the caster to 
touch the subject lad raaain inphyniai m m t a  
fvll mud in od& to probe his -. Thua, it 
oannot be uaed against an unwilling subject 
unless the mrgct is physically restrained or hdd 
in p k e .  H w m r ,  a clever canter could disguise 
her intent by approaching the subject in a &id 
situation and ay iag  to make the oontao0tlook 
incidental; fa example, she could taka the nub- 
jeot'a um while strolling together, or hold hi. 
hand while dancing, or 6omc othdr innocuous 
&ty 

While the spell is in effect, the caster can 
probe the surface thoughts of 0110 creature p a  
round, 0rnumbinconuctwiththe ~~ 

for several rounds to make a more exhaustive 
Sr&. 

The material component is a pinch of pow- 
dcdnightshde. 

Notw Witsdrs M mtridsd to this va*on of 
ESP and cknnot learfi the standard spelt. A 
diviner or gypy might (moly) choow this ver- 
sion instead of the It.nd.rd version if the DM 
dlmvs. (Updated 6un Dmoonr Magazh.) 

EfMe k a f e n n e e  
(AitcncLon) 
@imenalon) 

Lavel: 9 
Range: 0 
CompoMnts: y S, M 
CastingTime: 1 O h u n s  
Duration: Permanent 
Area of Effect: 2 sq. mi.ileve1 
Saving Throw: None . 

ThlS polwrnll apcll allows a crator to tratufsr a 
large m a  of land in the Prime Materid p h  to 
any of the elemental planes. All buildings, 
people, and wildlife within the am of effect m 
also transported. The land forms a pokbt oftha 
h m e   ater rial plane withi  the e~emcntm~ plane. 
The pocket is a sphere with a dimeta equal to 
the diameter of the land. The surface of the 

pocket allows creature8 to enter m exit the 
poow but prevbats the clansnts from sn(ning 
the pwlsr. 

I d d o  tho pwket, the lrrd is eumdedby air 
of a temperature matcking that of the Prime 
Material plane at the moment the land wan 
moved, In addition, a aoauce of water is craeted 
withinihe.pwlrsr. 

Before the ape11 is OB& the m a  to be m m d  
n\at be mumurkled by solid mwkm of nutQial 
from the destination plane. Thus, i f a  wizard 
wmtm to maw his cantle to the B1ennot.l Plane 
of Fi, he must fmt  muround the -with solid 
blocks of matter from the plane, suoh M hnrdcncd 
magma or magiosUylayltalllasd fin. Thc blocks 
must be rpacsd no more than fiva fmt apui and 
can bs placed above ground or under the surface 

moved when the spell i i  east. When the hnyd 
+is left behind in tb 

e. I d d e  its pocket on the 
lrdcontinuss its existoups 

M if nothing cbrb(pd with the e x m o f a o c i r :  
s i o d  visits ftomplaau paaturea. 

Any landthat is moved in this ~ ~ ~ ~ u ~ c a n n o t  

" k m t a i r l  componW,(iddd%n (0 the 
m a r k # )  is 9 appropriatqmagical device tkl 
oontrol elementpls'bfthe d-d plane (bowl 
command in^ wow elemewola, bmztcr COW- 

mandtng jin ekm& +er cebq!ling d r  
elemenrats, or stone d m i / i n g  ea+ d m e n -  
t&). M itemmist be+@ ptiosd at ths 
hqprt ofthe arle ofeftset mrl CMnOt bc used 
any puicr ptupow. If  t& &ice is Yittyt4in 
any ** t$s 4nwGat*&dkFagtbe 
e ~ e s  of the eldhremlal plane to fbodparo &a 

pmdsctcd m a .  

(at a d s p + d w  tplul uua pest). 
The wizard mustkc erljtM~tLs 

bc Ihowd- with thin q3cU 

p(ata: €Js&ommon(ToM). 

EthercJ Banbhmcnthd Em& 
(mm-) 
@imenabn) 

ml: 5 
Rangs: 10 yds.ilevel 
Components: V 
CastingTime: 1 
Duration: 1 tumllcnl 
Area of Effect 1 creature 
saving Throw: Neg. 

This spell temporarily sends ow creature intd 
the Ethereal plane. Tha subject is trapped in ths 
Ethereal plane for the duration oftk rpell ualosl 
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ume limit-to rublimate into the atmosphere. 
Water, acid, blood, oil, chemical solutions, poi- 
saq patiow or wen molten rock ormctal can be 
t n n # f m e d  into MCM steam or vapor. E m  
if the d t . 1 1 ~  would normally mmain danger- 
ow ar a vapor or gas, the Napomfefluld ape11 
renders it inert and completely safe; dangerow 
tempsntures or toxic propsrties w disnipated. 
The caster can affect a volume up to a 50-foot 
cube or its equinlent. 

The fluid mpomtei  from the entire surface, 

onw. This spell docs not dlmv the canter to cm- 
ate a parsage or ffilectively mal a submerged 
object. In large bodies of water, the wisard’a 
efforts may produce negligible or unnoticahle 
resultr. 

The evaporatefluid spell can be focuied to 
attaok a single crrpturc with UI aqucou or liquid 

similprmollltas. The cmhue is allowed a aavinp 
tlnw, VI. @I to ipma the eft+&, but if it fails 
it suffas 1066 points of dunage. Such c r r p t ~ ~ ~  
wliilytok. 
Tb materid component ir a bit ofsalt. 
Notam common for witches; nrs for orhn.  

lowcring the Iwel of the entire body of water at 

body, suoh 81 0 W a b  WCiId, adiUB, M WZO, Uld 

Lavck 4 
Range: 30 yds. 
Component% y S, M 

Dunrim: 1 h h l  
Area of E M  30 nq. ft.Aw.. 
SOViUgThmw:NOM 

This spell creates many rubbery, black tcnta- 
cles in the area of effect. Time waving m c m b  
seem to spring forth from the earth, floor, or 
whatever surface is undcrfootiacluding water, 
Eaoh tentacle is 10 feet long, AC 4, and requirea 

of the wiwd who cast the spell. There w ld4 
suoh tcntaclea, plw OM per experience Iwel of 
thelpell-. 

Any orutun within range of the writhing ten. 
taclei is subject to attack ar de:ermined by the 
DM. The target of a tentacle attack must roll a 
w i n g  throw VI. spell. If this ruoce#t, the sub. 
ject suffers ld4 points of dunage from contact 
with the tentacle; the tentacle is than destroyed. 
Fdm to m e  indicates that the damage mtliacd 
i i  264 points, the ebon member is wrapped 

C M W b  1 Id. 

08 InOIlypOhlts Of h g 8  t0 dsltroy 111 the IWC1 
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around its subject, .Ilddmugewillbe 3d4points 
on the second and all d n g  rounds. Sinoe 
these tentacles have no intelligence to guide 
them, there is the possibility that they entwine 
any object-a tree, post, pillar, wen the wiarud 
himself-or continue to squeeze a dead oppo- 
nent. A grasping hold established by a tentacle 
remains until the tentacle is deatroycd by some 
form of attack or until it d i ~ p p a r a  at the sad of 
the spell’s duration. 

The component for this spell is a piece oftnn- 

N W  Common spell (PHB). 

&fa the  item to be crrrisd safely, saw imw 
lation ahodd be u8ed. A Dallfrn b pmofagahM 
Jim lpcll (dosaibsd elrswhs3a) is a good way to 
m& it possibla to csrry thc “- toroh.” 
Tbe musrLl componantl fca tbi8 lpall arc a bit 

of wood soakod in lamp 0% the mated hc0n- 
sumsd during casting. 

N h r :  Rare spell. Known to be in DalUm ’s 
?&ne of Fln. 

Eve-nt R e f d  
tncle from a giant oaopur or giant squid. (cow--- 

h k  4 

CdlIgTime:S 

A m  of E&& 1 orcatme 
Savin# Thmw: Noac 

Emdon, Elmlnster’s Range: 15 d. 
SaElmineta’lcVaSnn. Compoaenb: S, M 

Latt xpl l .  &ppared!vfirn Du?aa@ M@m 
no trace of this spell was found while this book 
w beingpmpamd. A masonable aubstihuYon ia 
the f m h d  apel1.J 

Everlrrting FLre 
@ d o n )  rn) 
Lcvcl: 4 
RMge:SydS. 
Components: y S, M 
casting Time: 4 
Duration: Permanent 
A n a  of Effect: 1 object M ocmtruot . , 1 

Saving Throw: None 

Everfire w o n :  1 day/lcvel 

Tbo Napnsent mod lpoll -blw tk lab 
kwsl wizard -11 smemw -‘be, sxcspt that 
the wizard csll cast it on onother; amagiulquill 

all the subject say8. Once the spell in east, the 
subject can travel any distance away from the 
quill and it will continue to transcribe. Only a 
successful dispel magic, limited wish, or wish 
apcll will halt the writing. 

Vain wizards UM this spell on themselves to 
k o r d  d theiuwords forpoassity. A more wful 
application, h o w e r ,  is to cast it cwertly on an 
enemy to learn MCmt information. The enchant- 

pen appern b e d e  the.cmta nrdb&lw&lg 

i’ 
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3 
Evolvs 

Everwatchbg Skull 
(Abjuratlon, IUwIoflbantrr) 

Lspd:2 
Range: 20 yda. 
Chmpnmrts:V,S,M 
CMting Tms: I rd. 
Duration: 1 tum/lcvol f 
AAldEffect: 1 aoatiue 
s * * h :  speoial 

This spell, rlsoknorm an tho m e  
nim h//, creates the illusory image of a grin- 
niug human skull with twinkling eyes; it is 
visibb to all. It floats at the shouldsr of the vic- 
tim;L I$pking at him and we- to react to his 
Mons. It moves to always gaze into his ew, 
mgpoadmly to head and eye movements. PraS 
&e to tho, it mows ita jnvboaa in a loladbu, 
tru%ing motion. 

This image in nothing mors thmanuisancc, It 
scovstocollo&ahwmnthi&umtkab@gso kt h 6 c q n 4 a & b c f o u d t ~ o r  

M l I  or ray related ipcll of4th bvcl or hi* 

-tho spell is cut,  r~ &et u o a t q  
dbbvrtaa8chroU I d Z O s l d a d d ~ b M f t o Q  
-It. I f  the aaster’n totrt is higher, the skull 
-but ifthe victimtold is gpsrter, &e 

ialost and a distorted rlrull appslrs only 

obe of trm*u**blll 

ard can potcotidly orsstc Ba sntire lsoo ofservant 
ClWlUIUS. 

’llw ereahsolo be affs*ed m u t b  a nonnal, 
nonmyicd aainul. Small crcahuea am usually 
the targot oftho -11, but a d  llimrl of my 
size am be U M ~  While munmds M he  best 
w, 
on aU uwti ofcreaturoa.inoMing u w h  d i m  
I d s n r l . M ~ m d ~ . T h s r g s U Q s r a o t  
work on plants. The animalirscdvcd a normal 
nving throw bawd on its Hit Dice to avoid the 
ofrmofthespe~ thesrvingthroarir adjlutsd 
rcQdine to thonsaaUr’s life order, uammm 
riwdwthetnbk. 

LKe Order AdJwtment 
h(rrml 0 
Bird t1 

t2 
t3 

w 
4.4 

AnpbibLs 
pirh 

+5 
+6 

- 
abcr 

Iftho mim&mrkesits ssving t h w i  nothing 
happera, bat nothing pm-  the w i d  fiom 
hying agmh Ifh orsatura Ails its anvia# h, 
the animal begins to change; tJae earct change is 
left largely to the DM to determine, with the 
inpr( of ths player of the Ipellcam 

Firdl the-emwlor~rppmeh. 
ing mrrraizs. 

Sscond, the cmature approdobss a human 
appspnnw. h w witb four limba kcomsl 
one with two arms and two legs; one with adif- 
fcmnt numbsr of lib mi@ havc maa urn* or 
m omtab cams, mare kp. A rninrl sub 
jsctcdtotho spell & h t  grow lht+butimtad 
might wly.cquirs a mom uprisla8ppwmce. 
Ifthcraaating-hhmn&,*am% 
odly human in appearance; the or~aturs’~ face 
might dso approach a human oounhance, to 
m mm. A -tm without mdrvrlop 
- a a y t o ~ O b j e c &  

T b h t  the aoatiue rquires sarvrarge ht&. 
gence (8-10) and the ability to gonente law 
guage. The being does not necursrily know 
w n g ,  but ha thc ability to kun (uma hars 
the ability to communicate in the knsuage of 

iburlh, Uwasrt l~bDWmci abcingwiul ld3 
Hit Dice (dqwdingmodyon itcrizs and- 
sition). As with the change in size, the mature 
approaches human norm: a creature less than 1 
HD becomes a 1 HD creature, while one with 
mom than 1 HD is reducedto 2 or 3 HD. A crea- 

* ~ , u I L l u m r s t o ~ l m d o m l y ) .  
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ture that starts with 1 HD might remain at that 
level, or might increase to 2 ID. 

The creature’s other statistics-such as 
Armor Class, movement rate, number of 
attacks, and damage-are dependent on the 
cxrct typc of mature in qwstion, its find size, 
and any other factors the DM iucludcs. In gen- 
eral, these statistics gravitate toward human 
norms, though natural attacks should carry 
through. For example, a spider subjected to the 
evolve spell might have a poimnous bite attrck 
and the ability to mnlrs and mavs through web, 
a dcg used for the spell might hove a bite attack 
and highly developed senses of hearing and 
smell; an evolved h g  could hop, but must stay 
moist. 

The evolved creature should not have mq&d 
abilities of any kind, nor should it typically 
advance in any character classes. As a general 
guideline, refer to the numerous humanoid or 
near-humanoid monsters found in the 
Monrsr~ous MAW.- accessory (see: amkoua, 
bullywug, crabman, ettercap, gnoll, grippli, 
hh, kuo-ton, lizard man. locathah, manscor- 
pion, dungin, tabaxi, ULO, and thri-lrssn). An 
evolved mature might develop unusual powem 
or abilities, but the DM should adjudicate the 
situations carefully. 

The evolution of the subject takss p b  over a 
full day, beginning when the wizard is doneelst- 
ing the spell. During thin timc. it is wise to kccp 
the creature in a fficludcd place, whom it cnnaot 
harm itself, and w h m  it can be obnawd, or pea- 
sibly even comforted as it goes through such 
great changes. 

The creaturs’s ownll peraollplity is affocted 
greatly by this formative period, and while tbm 
am no guarantees M to ib dinpoiition, it is mor0 
likely to appreciate or admire an individual who 
at least appem to bc wring md nturinp. 
Whenthedayofevolutionisowr,themrturs 

is fully functional, able to m i v e  and Ispm. An 
evolved mature CUI likely bmd with othm of 
its kind, allowing the new species to prolifmte. 
The change cannot be reversed once completed 
by any magic short of afull W h .  

Besides the subject animal, certain mrtcrial 
componsnts am ne& a bit of organic materid 
from the caster (such M hair or blood), a p w l  

~barocoluumedduringcaathy. 

worthat laut 5OOgp, and a minLhue tool of ally 
kind.- animal Ch.ngnmdioplly andtbc4ml- 

Notes: Rars spell. 
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spell is in &cot, but if he mows at All, bis unnat- 
ural rwcd and bounds ~revmt h i  from trljna 
my o ih~r  actions except for running-in 0th; 
d, he mt takes hrlf-mavs lad throw 1 m h  
sile, or cheqo, w t  a npell, or do anything elm 
sxcopt m m .  
The wizard lxnwt iacMae h i s m o v m t  fur- 

ther by any mans, inchding additional move- 
maa.affsdiplg magical spells or iteau. 

Kerith, the ~pell’n moator, was a wiprdllocad 
for his astounding lack of courage in the &e of 
wen the most insignificant dangers. He dovob 
aped thin spell early in his OPMT to assist in his 
frequent and precipitous withdmd S f m l 3 l W m .  

bat. Wth was noted for his Oynica obwmtion 
to a compenion: ’$1 don’t hsvc to outnm the kofl. 
I just haw to outnm you.” 

Notes! Uncomnnon ~pell (P0:SM) 

Explork Rune8 
(Altentlon) 
(Mmeoronuay) 

Level: 3 
Range: Touch 
cnnponmts: y 9 
Casting Time: 3 
Duration: special 
Arca of Effect: 10-ft. radius 
Saving Thraw!%nc or M 

By tracing these mystic runes upon a book, 
map, scroll, or 8 i m h  object beming w r i h  
information, the wizud prevmtn unauthorised 
persons fmm reading his material. The explosive 
m s  arc d i M t  tb Wct: 5% chance per lwel 
of magic-use of the reader; thiwes h e  only a 
5% chance. Trap detection by spell or magical 
device always finds these mes.  

When read, the explosive runes detonate, 
delivering 6d4t6 points of damage to Ihs redcr, 
who gets no w i n g  throw A like Bmount, 01 half 
that if saving throws me made, is suffsred by 
cach c r e a m  within the blwt IodiuE. The w i z d  
who cast the spell, &swell BS any he mguoc* OM 

mad the protected writing without triggering the 
runes. LiLsv*c, ule wizard OUlIRmM the m e 8  
whcnwcr desired. Others can -e them mly 
with a iuocenful dlspel mo#lc or emre spell. 
Explosive rune@ otherwise laat until tbe p l l  n 
triggered. The item upon which the runes am 
placed is destroyed when the explosion takes 
place. unlm it is not namcrlly arbjoot to damuo- 
tion by magical fire (see the item swing thmm 
in Chapter 6 of the DUNQBON M m  Gutde). 

Note: Comnum spell (PHB). 

Reversedfinn, see focus fear. 

(Alteritlon) 
Extendon I 

Lcvcl: 4 
Range: 0 
compoacn$:v 
Casting Time: 2 
Duration: special 
Area of Effect Special 
SavingThmar:Nons* 

By lua 0fmr.ttmfOn I l p l l ,  thrwirard pro- 
1- thc duntiorrofapnriwly & Id-, w, 
or Srd-lsvd Epdl by 50%‘ Th*, a lev&bnun spell 
0 ~ b e m a d s t o f m c t i o n l 5 ~  L a w  
peram ilpsll mdstouaLfa~Iamdwlnta, 
a O . N a b n U y , t h C ~ ~ ~ g o l l s ~ ~  
duratiom This a p c t l l m u ~ W ~ c u t  immsd*tely 
a l t s r h ~ t o b e ~ e i t h r o b y t b s o r i g i a l  
costa a anothsrwizml. Ifa cawphcs round or 
morc elapses, the &mion hila Idis-, 

NOW Catmca spell (PW. 

ExtenhIE 
(-1 

Lcvsl: 5 
- 0  i 

c m t s :  v 
€kathgTlrms:4 
I)rmtion: spsci 
h a  of Effect Specid 
SaviugThm~Nanc 

except it extends the d m t b  of Ittthrougtwtb. 
M spelkbg 5096. 

Thir lpsu &the luaM Mlbs  lrfcnshl flpdl, 

Notsl: Common ape11 (PHB). 

E on 111 
(Altentlon) 

Level: 6 
Range: 0 I .  

Components: V ,, 
CastingTLne:6 
Duration: Special 
Area of Effect: Special 
Saving Thmw: None 

This spell is the same BI) the exmuion I s p d ,  
except that it will c x t d  ls@througb 3rd-lsUa 
spells to double duration and will extend the 



: 1  
Range: 5 ydr. 
Componaau: V, S, M 
C~utingTimo: 1 
D u & O r L ~  
h of Effect 1 cu &/level 
S m  Throw: None 

This spell instantaneowly muffs Out the life 
forces ofsmall rodents and vermin inthe.rap of 
c&ct(1 cobicfootpp.level),includiIlgsuohnor- 
mal pest, flh, micS, bcctlsq IW, Spidsn, d 
the l i i .  only OrsatUFsS with up to 3 hit pointa per 
level of the castq (9 hit poipta maximum) and 
a n i d  iDkfligara orlcssm bcnfFecad 

More powasRtl wiprds OIUl ah& bigger pests, 
including largc spidua, atirgcs, poisonous snakes, 
and giant or huge csntipedcs. Ifthc targeted m a -  
tures are extremely small (1 hit point or kss). an 
ana up to 1 cubic foot pa level can be clcanscdof 
pests, to a maximamof 10 nbkfeut. One larger 
crcatunper level can bs tiw up to 10 czcatuw 
maximum. Familiars arc immune to this spcll. 

This spell is well suitod to indoor or outdoor 
applications slld M a favorite among necro- 
mancers who live cllmaag pes(i1cnce. Cruel wiz- 
ards have been known to exterminate benign 
animals (and sometimes others'pcto) with the 
spell. The somatic gesture is a pointed finger, 
while the.ce&r vab.l ias a lo*r arl m d .  

The material componants M a pinoh of lawn- 
der and drid garlic. 

Notex Restricted to acQomMom; oommon. 

Eye in the Sky, Damon's 

Eye of Artifice 

Eye of Mystra 

See Dwsodr CJS in dw sky. ' 

L e  &es. 

(Alterntloa, Invoeatlon) 

Level: 9 
Range: IO ft.ileve1 
compomts: y s 
caaing Tirnc: 9 
I h l N t h  1 r d  
A r s r o f E f F c c t l ~ O l o r i l a n  
SnvingThr0w:None 
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TbiI -11 OIll bs \wd only 
MyaaWc&mwhocut i t  
f b m i n i c y s c l p l # c l s . ~ c y s w i n l u ~ a t  
chcmand(bwvulMK+. 

beautiful hrrmn mb about the &e ofthe cut& 
W. IWpupil is a very dark blw, md i b  lashes 
am- md black. It bends i b  we on a single 
being m item ohaun by the cute* and a visible 
ray of cold blue light M luge M the eye, and M 

Ths my never miucs, and when it f& 011 the 
cbolcm itan orbsing, dl magic is removal knn 
th.t target-including lhemorized spplls and 
ms4m&w&Ifuthnot*~r*aM 
~tcam.M.giulleingudlonpvityaObotb 
reversed. and ray magical disguiiei or 
lhpeohurom u e  stdpped away. Healing, wu- 
tnlizopolonrmgiC,lad~~thUoonvrsdin 
the pa& M unaffected. hionics am a l ~  una& 

tbo raymrypur over m toucb en, Onlytbecho- 
1(11 target is ‘di-hmd:‘ 

TI& qmll doos notmmuvc lparcutins ability 
from my malure, thougb its dniniag effect on 
rmpial itanr irpmnmmnt. Magid saifacb.rc 
immrms, orprt*lty inrmtmq to& cdfeotl d f b  
sys. 
An eye o f M y m a  fails whmn uied againit a 

bciiwho is om o f b  cholcyl ofMystra. Ifthe 
caster of an eye of m r m  is forced to UM the 
spell under oompulmion, its efhct  is only tho 
lmkingwiok. 

Notes: Rcitricted to hue servant8 of Mysm 
(the FORQOTTRN REALMS setting goddeu of 
magic)-tha Sewn Siltsn, Ekhtcr, md a fow 
0thcn;vSrynib 

Eye of Fewer 

An ryC 0 f - h  rpP.n M 1111 a l h m V b g ,  

1- MbrnSary, 1- Out flWll it. 

tbasd by this Spsk O t b  i w  M 

~ A l t e ~ m t l o ~ E # r a r ~ )  

: 9  
Range: 10 ivlsval 
componc3ltl: y s 
CastingTim 1 turn I 
h t i o n :  1 rdAml 
Area of Effoot: Spfflll 
Saving Throw: Special 

This spcll cnablen the cutor to oroltc awfrord 
eye that is akin in all mpeem to tlw o f f a  oftbe 

*it r?aprllbtcare PQI 
the w. I i~ a VioiNe, ayise 
eyeball, and ~pslh clnbe cam through it. 
In other words, the caster can work spells in 

4 t h - 1 ~ ~ 1  wll Of &C u m ~  m, acrpt 
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with a -2 penalty. An affected m a  
bs haken M otho&M ahookd bwg 

mdIdoumru. . .- 
AradE&m.taaMe In all cam, the gaze athckbu*rpsed fac& 

p@. Thin MU docs not a b t  &ad of 

a r o p r . W o t . ~ t l w ~ u  nrbjsettoctp 
&$is r o f l e d a d ~  md is adlasd cloy Ippliu- 
bl,yViat Uw& In tbs W(Q ofa redsrtod cham 
g&, tb artcaii &mdtmtil off or 

3 ~ T 4 n v w i 3 p m i a l  

An eyebite spell enablestbe a&~ to m o d y  
mea the gaze of a OIMIUW r&speak a single 
word to cause an effect. Thin gaze attack ir in 
ddition &any 0 t h  .tcrJrs a l l d  to the wiz- 
ard.Tbenlprdrckc*ocoffaporsiMs~ iscounterod 
atacb at the timetho @lis cnt, d d t h *  at&& 
oulnot be 0b.ngd. For axuapb. a 12th-bvel 
~aaoohoss fbcvwwl lLm~oppamni -  
tie8 to make gaze attaclu causing fear, one for 
each round of cbe #fill’s duration. Any eaze 
u t a c k i s n e g a t e d b y a d ~ 8 h m w v s .  - 5  
spell, with Wiadom aqjunlnmts. four effcctl R.ngs: 0 
o f h  spell M as follorm: 

rlpa,ir~bsyosdtbcplraaocoupiad 

N o w  Common spcll (PHB). 
, 

(Emcslon) 

Charm: The wizard can chum a singlepsnon 

The effect is to make the charmed subicct 

Chthg Time: 5 

AmofBtFn: 1 wrmrs /mundwi th i r~  
absolutely loyd and docile to the caster, ev& to 
the point of pcruonal danger. It is otherwise the 
same as a charm monster spell. All creatures 
0th than humans, dcmihumans, and humanoids 
UM with +2 bonwr. 

Pear: The wizard can cause fcar by gaze and 
by cqcaking a sinsle word. The eubjoot flees in 
blind terror for ld4 rounda. A h  this, the CMB- 
ture refuses to face the caster and cowers or 
bolts for the nearest cover if subsequently con- 

20% t s h h l  
savingThnw:M 

This dramatic Eqcll c a w s  the Gaster’s CyDS to 
glow a fearaome, luighs smedd green. The 

of C U ~ ,  the castsrb entile - 
take 9 Wbdh frightening aspect that every 
creature with less than 4 Hit Dice or 1 d s  mslt 
paas an immediate morale check d sun away in 
tara. 

fronted by the caeter (50% chance of either). 
The latter effect lasts one turn per caster level. 
This attack can be negated by spells that counter 
fear. 

slckn: Thin pcnm d e n  the canter to mly 
gaze, ape&, a word, and cause sudden pain and 
fever to nvsop o m  the mbject’s body. Creatures 

The next round, the wizard can d i s o h y e  
twin bolts of craokli grmn cnqw at an olp 
nent, who must ba within the area dbflbct (65 
M a t  9th level, 70 feet at loth, ctc.). TbcrttreL 
causes 1 d8 points of damage per level of the 
aster(- v& spell mChalf damag6h (0 a wx- 
imum of 15d8. h mtmqumt rounds, the cuter 



can change targets and attack within a 90"field 
of vision. 

Spell duration is one round per three levels of 
the caster, to a maximum of five rounds, so a 9th- 
Iml caster can attack with cvcfin twice, a 12th- 
level caster thrice, and so on. Exposed magical 
items carried by those who fail their saving 
throws vs. spell must save vs. magical fin or bc 
rendered nonmagioal. Normal items are unaf- 
fected. 

Notes: Very rare spell, originally from the 
FOR-N REALMS S&llg. 

Eyes of the Undead 

4 (Necromancy) 

Level: 4 
Range: 30 y&. 
Components: y S, M 
Casting Time: 4 
hurtion: 1 hr.ilevel 
Area of EfFcct: 1 undead cmdturc 
Swing Thmw: Nog. 

This spell is cast upon any dead or undead 
body of Small size (9) or less. Once cast, 8 l i i  is 

f o r g e d b a w c c n t h e n a n d t h c ~ ,  
allowing him to 8ec and hear anything that the 
corpse can. Only an unwilling d e a d  crcahw 
receives a saving throw vs. spell to avoid the 
dwoomor. If thc UndCDd mlum is a willing ICE 

vant ofthe naosnaanocr, 110 saving tbmw is lloc- 
=my, and a deadbody reoeivsS no wing thmw. 

Since a dead body is not able to direct itl ma. 
it in unlikely to IW muohofruc d c w p m p d ,  
although it can bc an effective IistcxwAuuudcad 
creature, able to movc around, and is a bsttsr sub- 
ject forthe spell. 

The necromDnocr cannot control cbs unded 
creature through this spcll, but must rely upon the 
creature's ordas orinrtincts to provide the 1ppr0- 
prink vim. The mom wlf-willed and intclligmt 
the undead, the better the chance of seeing or 
hearing mmcthiq useful. 

Although the corpse must be within 30 y d s  
of the necromancer when the spell is cast, the 
caster can be up to one mile w a y  and ail1 see 
and hear through the undead creature. In the 
RAVBNMPT wtthg, the spell oolwl to work if the 
outer and undead in different domains and 
the bordtn of athadomain (or any intavcming 
domain) am C l o w d  

cyc Mdan car ofa dead rma Canting this rpcll in 
CIIW fora Rwmumpowsn check. 

NotM Rcsai*sdtonscromsncsn andundead 
spcllwton; unoomwm. 

Scrhaslalbcycm. 

Tbo IIUtCIid COUlpOMntS for th* -11 M UL 

Eyerore, h n d %  

J 
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cut, the wu jon dcoides what particular 
thin$ in i n c m w b m i a l  level, title, 01 (Altentlon, E.eLut.ngt) 

Levsl: 5 
Range: 5 yQncw1 
Components: y S, M 
ca¶ting Time: Spscid 
Duration: pamancnt 
A m  of E M  1 cu. yd.ilmr 
SavingThr0W:None 

BY mans ofthia spell, tho Wizsrd is able to mi- 

patch of he.&, clothes fm;n flax or 6 1 ,  and so 
forth..orliithingo~bearatsdor 
altered by a fabricate spell. The q W t y  of itam 
made by this spell is armmsaau*swiththe qud- 
ity ofmaterial uscd as tho boais for tho new fnbica- 
tion. Iflhc af!orwukn wim aaPaal,  Q area of 
efkd is reduosdty a frctaol27 (1 oubic Foot pm 
level ikm&ldof I cubic md). 

atw imprewas thwe effected greatly. Thore 
5mibwith the n n l r d e r e  dowad a r#- 
ing throw vs. spell. If f i l e 4  urey hDlt the wuja 
M if he W f C  0fthohe.swnedNlIk. If suocsllfll~. 
thoy begin to ootics s l i a t  flm in tbs brbrvi 
of the wu jca Aftrauw turn tbaybeconw aulpi- 
oiool of Q wu jca and rftsr two l w ~  tlmy d- 
izo be u m inlDwk#. WBahQtbSy COarrrrmipGD 

Artioia rcquiring.-bi$dcgrr. of cnfhnm. rh* to othasl ;md ww.aiollrtb;y taka dcpd 
ship (imwlry, cmnvh, Ju, twystd, e&.) cuulot 
be fabricated unless the wizard otbemiae has 
greatIkillmtheappmPrm , Cram. 

Cutingrcquirci mfwl mundpcrcubic yard 
(or fooo ofmrtarirl tobe .tfectsd by the Ipell. 
N e  cednmon spell (PIfB)). 

on the iituriw. ”how of higher 8Wu1 ere also 
allowed a saving throw vs. spell with tbe w e  
resub for w c c w  or failure. Of course, tbey 
nova treat the wu jcn as M qual. Tho matorial 
component for this spell is a drop of honey 

The rcverae of this -11, lose face, c a w s  the 
victim to bscom# ~loially graceless. Tk vi& 
must be t o o c h a d ~  rardc mu) but no uwiq 
thmw is allowed. The victim and thw with him 

social graces arc important the victim mmehow 
manages to do the wrong thing to the obvious 

Fabrlcrte - Wu Jen 
Thts 3rd-level spell ts the same a *e 
S t h - l m l  wnian, a m f i r  a c a t h g  
time of 3.  I t  is restricted to these 
mined in orlatal magic; common. 

am mi ~ l y a w a r c  of aqychappp, but* 

notice of those around hk. T& ouct effect of 
such b l u m h  arc djwkakdby the W, degmni- 
ing on thc sitwtion MdNPcI iwplvsd 

The material component for lose face is a 
d p i c o c o f d u t r o r l .  

ellewke. 

@lub.) n 

m k  1 
huge: Touch 
compcwsw s 
C ~ T h W : 4 ~ .  
D t w a E l h M  
ArslofBffect:Clahretouchbd 

Notsr: ccmmoninorkmtll MttingI: Wrym 

W B I W  r_ Nidr 
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Q piece of jewelry worth man than 25,OOO ~p 

Tbs s p l l  ma developed bya Rbiu* w k d .  
machant of Cerilia (of thc Bnma~arr Wtiug). 

The material componsnt is a jswslsr’opoli- 
ing cloth, which must be rubbod - tlm gan 
or jmlry to be enchanted. 

Notes: Common in the BUiTfllllaHT Mtthg; 

enchanted by (hsJku.lpdk~ 

~ v i r m a l l y u n l m o w n .  

Faerie Sword - EU 
(ImatbniEvacatIon) 



Faithful P h d a m  Shtdd-Mddeni, 
Mordenlulnen’i 

See Mordenkainen’s faithful phantom shield- 
maidens. 

W n g  WI 
(Evofatlon) 

Level: 2 
RMgc: 0 
componarts: y S, M 
ththgTimc:2 
Duration: 2 rds. 
Area of Effoa: 20 x 20 fl. by 4 im. t k k  
~ n l l l ” 0 m  

’hinlpcll d m  thc urtcr to create a- 
my wall of m o r  p k ,  whid! “fallr” into p k e  
fmm Ibovc. The watl is rtrtiowy Q~EO it ntrikm 
an immobile surface (floor or ground) and 
ranrinr unmoving, regadlaa o f f m  dirsotsd 
agrint  it, until the apt1 eapims (whereupon it 
mltr away). It CUI withatand anytbhg shoa of a 
rmcpal mugk or dtJbltqlnrla spell, or oontlctuith 
primmtic magic of any lat (including the co&r 
spmy spell). FYmballa that strike it will mbound, 
flumingspharw nnd the k M halted, md soam. 
Magic mirdfes dodge m u n d  it unless it com- 
pletely seals an opening, such as a doorway 
(which istho ma( eommenuw ofthe @I). 

A fd tng  uull is li#thg-fast. l bugh  it is vesy 
rare for one to hit a cmahm or moving object, if 
this occun the d l  itrikcs fn 2d4+12 points of 
damage.Monottcn,thewatld.rmdcnvainthe 
face of an onrushing missile or charging being; 
creaturesthat strike a falling wall will brtappad 
byit,typicdytakiq l d 6 t o 4 d 6 ~ 0 f ~  
damagc, dapendiag on how fast they benmving 
and how large they arc (faster inaousl damage, 
IIlrgerbody sizc dsasesDa it). A m  wrmlam 
plate mail usurlly lllffa 2d6 pdintr of d.mtea. 
Only 25% of stunning damage is pamuncnt, the 
mistempamy, n L u l w s l m .  

Cnca aPUhtgnul1 ia umtcd, the -is h e  
to CMt another spell, flee, mad a scroll, or p m  
form any other activity. A Ma cannot will his 
own wrll tovmilh; it mwtb dcsh.oysd Mmtcd 
aboworexpirc. 

The mrrcrial Mmpoaaat ofthis Spcn is a piece 
of marl that ia, orw once, psrtofwnorwom 
into bsale. 

Notw Vay rare spell. (Updated frnn DRMON 

Magazine.) The dunaging effects of this wall 
haw bcmrcdwutfmm culimvcnions. 

Fduam’l Fabulour Fln?bdl 
m-) 
md 
w: 5 
Rmyc: loo*. + lOyd¶./lCMI 
Compoacntl:V,S,M 

hmtim: Inahhwu 
Arca of E f k t  5-fl. 0 ?Oft. dh~h 
fidIlgTbrow:H 

’llmwinrd Fallion dsvirsdthishirwi.timofftbc 
3rd-lsvel wiznrd spsllpn&ll for uw in c l w  

Pint, the area of effect is vsriablo, ranging 
from 5 to 20 ft. radius aphcm. This dlows the 
caster to we it in cnmpsd MIU w i t b d  W of 
tc i i  engulfed in his own spell. Thc exact UCI of 
e&ct is dasmuaed ’ attheir*ntofcpctine. 

Sacond, Failton 5 f i lowj?nbal l  c11 mancu- 
w murid c m m .  The f i b d l  can turn 4 5 O  fa 
-I the p ~ u s t c r  IUS e-. ~ h c  + 
ardrproifics the path at the instant of casting. 
The wizard might state that the firebalt ia to 
travel 50 fwt, turn 90 &glues to the right# trml 
20 fwt, turn 45 &glues to tbe l&,ausl a0 fsa 
mom,thendctoastc. 

If the f&hpmball  Mn(ldl an object betin 
completing its path, it detonates there. Living 
~ ~ s ~ p ~ ~ M v c v s .  
@to d d t h a  Ipatkdotautica. w v i a g a k  
ond time #&awl in s f f sog i f the  furt uvinpuxow 
is failed. Ibs Spou damtion is instantmmnu 110 
matm how omplea r)rc path in. Tbc mairman 
-is 100y.nLphu 1Oyardap.oulalSvd 
In .u 0 t h -  inoludingdauee, mater- 

idcemponenb, and tbronr, thb lpsll is 
idollciaktotbe 3n%lcvelpwW spell. 
Nob: b y  nrs. Kaowntob in tbs mdy.2 

Scmlla. (Updated fmm DRAWN M&IW,) 

quartsa OT in twisting d- pu~ees .  Itdif- 
fcm fmm the aiginal fiiw inm rapea: 

J 
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This spell enables a necromancer to copy tbs 

face of another huam, dsmihumpn. or human- 
oid, either living or dead. It has no effect on 
undcad. The wizsrd gain# tbc faeial festurss of 
the c h o m  individual of 4th .sex, prmridhrl ths 
subject lies within range and the caster can 
clearly ace the face he is 
Thc canter Qca not gain any scM0ry abilitim (m 

dispbilitiss)associshdwimthonsw~.paarp 
pl* iftho casmr4m ablindanrnb h Che W i m d  

d l  mtain8 his almrlicimal sight. Thc cJskrra(rhu 
hisalmr~voicqtcu,udmbi@ht,boatily 
qpramnm lrpcul rdlpoll-lilrs abilitia. 

The false face 8 c m s  89 an effective disguk,  
though it radiates a magid aura of necromancy. 
Spells that detect or banish illusions have no 
effoct on this disguh; the false faos is not illu- 
Iicmary. It can be rcvaodwith &pl ml7gic. 
The tnatcrial componsdta am a small ball of 

Il.tunlNbkand L d mirror, both of which 
a r e c o n s t r r n o d i n t h c ~ .  

Naba.Rgtrictcdto- 'uemmnmn 

to emulate. 

: 1  
Rmlge: 0 
Componants: S 

Q 
Cantkg Time: 1 rd. 
r)rustion. 1 tulwlwel 
AM of Effect: Thc caster 
Saving Thmw. Nom 

For the duntion of tkir spell, tbc ninja lwes 
tracks appropriate to a common normal a n i d  
fbord kut. daw, fox, ow.). Th. nir~cboom the 
llpcdsswhcnthaspsUkCJU.HbMWiUbe 
tholeofIDpnimal,movingatyhatwKlrpclccthe 
ainj. maintah. (If tho ninja is e, he lorvca 
behind tho rlmoing fkdphta Ofbnimal.) Ifbits 
ofthe ninjab c- beoome snaggsd on under- 
brush, they will rpporr tobe bita of rninvl hido. 
Howsvq if& ninja@ m itanofspuipnnt or 
a g m o n t , t h b i r s p e U w i l l m t d i b ~ .  

No saving thmw is allowod. Howem; the spell 
can be moved by cuting a dbpel ntcrgic spell. If 
such a spell is cast on any p u t  of the trail the 
ninja had left behind, the entire spell is canceled 
and all tracks mrt to normal. 

The effects of this spell am ~ i l l u m y .  
when the spell duration emda, all rtFected fwt- 

prints mvmt to normal. 
Ninja use this spell to elude punucm. Wmsn 

someone a ninja wishes to ambush is hunting a 
specific typc of animal, the ~8 will b e  trsclrs 

of that anirml for the qtvrry PD folbwI2 (. *I 

thaeoninadbytlKmconnroa 

Fahtvbk. 
@Muaon) 

hl: 5 
Ran&: 0 
components: y s, M 
C d n g T i n ~ S  
Duntion: ld4 rds. + 1 rd./level 
AM of E t k t  30-A. mdiua 
Saving Throw: None 

Notes: Restrictolto -a spsllcasters and 

When this spell is cast, the wizard is abb to 
confound any attempt to sfry (by ofd&r 
a spell or a mr&d device) auypchn wi&intbc 
area of effect of the spell. To use tbc spoll, he 
must be BWM of the scrying attempt, although 
lcnavledge ofthe uxyerorths uxyerb locrrbn is 
Maaecscsary. UponcMtingths apolz tbc OIltCT 
and all he desires within the ndiw of the ~ 8 1 1  
bceoec undetcctabk to the scryinp. Furtker- 
mm, the clutaa a b l e W # n d w h t c V o r ~  
he dssirsl, including vidm md Samg looadinp 
to chc &ofthe myhg mctbxl To& thia, 
ths cuterrnut oonmdmc 011 tho -ha k 
=diw.-- ' 0 0 m ~ n o f i u Q o  
images ern be sent, although tbe caster nannin, 
unde&t&k for ths duutim of tb lprl4. 

The nuteMl component for this ipell is the 
#round dua of ID Wnerdd worth at l a  500 op. 
w h i c h i 8 ~ i r a o t h o s i r a d r o D t h o ~ l l i s C U t .  

Nota: Common #poll (PHB). 

h k  special 
Rmlge: loft. 
Casparamts:VS,M 
c.asinpTiw: 72 hrs. 
IXmrr0n:- 
Arm of E&a: The clutcrb familia 
SdllglbttWNoaC 

This series of related enchantmanti are not 
true ~pelb .  InstelQ they am specbl procams 
dewloped by the wizard and koyed to a typc of 
hmililrr (oak wca#cl, &.). 

The wizard must rewaroh the procesi to 
enhance his type of familiar; each rphimcanonrt, 

a 2nd-level spell, ctc.) according to the DAfG 
rulca f a  apcll mew&. No cnhaacn lwd can be 

h l l I  to kmapmhsd M !3Qd Ofthc mCt 
hkhOI hd ~ ~ k l ' e n h c e r ~ i B  M 
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able I 
dlOO Special Power 

Dancing light sphere (1 only), 
twice per day; 2 rounds per level 
of thewizard 
Deteci magic twice per day "be 
familiar can judge intensity, but 
cannot identify a school. 
Feather fall, twice per day. 
Jump ( I  jump), tbree times per uay. 
Pass wiihout fmce, once per day, 5 
rounds per level 
Praieciion from evil, once per day, 
2 rounds per level @mtection 
from gaod if the wizard is evil) 
Speak with animal (own general 
family; for example, a black cat 
could talk to any feline), twice per 
day. This gives no special influence. 
Spider climb, once per day. 
Unseen servant, once per da; 
3 turns + 1 turn per level. 
Familiar can detect one type of 
metal, mineral, vegetable or other 
substance within 30 feet, three 
times per day, for I turn per use. 
At DM's option, familiar may dis- 
play an obsessive interest in the 
substance, and may seek and col- 
lect it at inopportune times. 

15-20 

il-75 

Special Power 
Blur, twice per day. 
Change serf once per day. Must still 
be own essential animal form, but 
can change color/pattern, subtle 
body f ames  (black cat to Siamese 
ormanx), and size (+25%). 

1-25 Comprehend language, once per 
day. Reading a written message 
requires Intelligence of 10. 

6-35 Detect evil, once per day (de, 
good if wizard is evil), 
Deteci invisible, once per daj 
rounds per level of the famili 
Grease, 5 x 5 A,, once per day. 
Protection from cantrips, once per 
day; duration 24 hours. 
Spak with animalr (own biological 
class; for example, a black cat could 
talk to any mammal), twice per day 
This gives no special influence. 

1-85 Sense qfdireciion: 90% accurate 
to sense true north, use at will. If 
wrong, roll for direction identified 
as north: 1.2 east, 3,4 south, 5,6 
west. Once the familiar is wrong 
it will call the wrong directio 
"north"' for the rest of the da) 

1-20 

A 0  Blending as robe, 90% succes 
chance, but can't mimic anotb 
creature. Once per day for 2 
rounds per level 

ble 111 
100 Special Power 

Alter self: once per day, to form of 
another animal familiar. 
Charm animal, 1 HD per 2 levels, 
once per week. Must he of same 
family (black catlfeline). Charm 
lasts 1 turnllevel. 
F&, once p a  day Familiar sprouts 
wings. Familiars already able to fly 
gain 50% speed (e+, I2 to 18, ac.). 
Invisibility once per day, or knock 
once per day (50% chance of 
either). 
Mirror Image, once per day, 
Speak with animals (any nonmag- 
ical type), tbree times per day. 
This gives no special influence. 
Water brzathing, once per week. 
Enemy detection (as wand) 30-foot 
radius, once per day for 1 turn. 
Defect tmps (as wand) twice per 
day for 1 turn; unlike wand can't 
find secret doors 

-50 
-65 

-80 

Intelligence raised to High 
( 12+ldZ). 
Familiar gains a normal voice and 
can speafany language it knows. 

ile IV 
LOO Special Power 
-10 
-20 

Blink, once per day, as spell. 
Charm animal, 1 HD per 2 levels, 
once per week. Must he of same 
biological class (black catlmam- 
mal). Charm lasts 2 turnsflevel. 
Delude. once per day. Note that a 
familiar taking the alignment of 
another animal could conceal its 
status as a familiar. 
Hold animal (of same family), 
once per day. 
hem, once per week. Affects an 
object not in the possession of 
another: the dweomer is dispelled 
if any creature other than the 
familiar touches it. 
Protection from normal missiles. 
once per week. 
Summon animals (of familiar's 
species), once per week. One ani- 
mal per 2 levels will appear, 
Tongues, once per day. Ifanimal 
doas not ha? 
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80 
.85 

.95 

00 

Wmithfom, once per ween. 
Glibness (as potion), once per 
week, for I round per level. If an 
mal does not have speech, reroll. 
Intelligence raised to Excep- 
tional (14 + ld2). 
Polymorph to a specific human 
or demihuman form, once per 
day for up to 2 tums/level. DM 
decides exact details of appear. 
ance. Hit points and Intelligenc 
are retained but outer form is 
typical of race; enhanced anim 
senses are lost in this form (as 
will be wizard’s surprise bonus 

Table V 
dlOO 
01-10 

- -  .20 

21-35 

36-45 
46-55 
5&70 

115 

-80 

-90 

-00 

Special Power 
Charm animal, 1 HD per 2 lev- 
els, once per week. Can be anv 
nonmagical animal of an 
Charm lasts 2 hlrnsilevel 
Dimension dool: once per wee1 
Up to 200 Ibs. in the familiar’s 
grasp or jaws can be taken. 
Hold animal (of same biologic, 
class), once per day. 
Impmved invi,sibilify, once per di 
Sfoneskin. once per month. 
Summon animals (of same fam. 
ily), once per week; limited to 1 
animals of 3 HD or less each (a 
cat could summon cheetahs, bu 
not tigers). 
Telehesis. once per day; can mi 
25 lbs. IO feetm& also can 
manipulate levers, keys, etc. Can 
expnd all power in one round. 
Persuasion (as potion), once p< 
day for I round per level. Give 
+5 reaction roll (base Charism 
1 I )  and one suggestion. If anin 
does not have speech, reroll. 
Intelligence raised to Genius ( 1  
+ 1dZ); also gains a +2 bonus i 
mind attacks. 
Polymorph to specific animal 01 
family (e.g., cat to leopard), onc 
per week for up to 1 turn per le\ 
Receives new AC, move, and 
attack routine. Retains bit pointl 
attack rolls, saves, and mental 
abilities. Form cannot exceed I( 
times basic animal weight. 

Fang Fist --Aulooa 
.. 

Lsvsl: 2 
Range: 0 
componcnta: v, s 
CsstingTimS: 2 
huation: 1 rd.Aml 
Area of Effect: Thc castcrb arm 
SavingThmwNonc 

This spell temporarily tnnsfom one of the 
caster’s arms, from slbow to fingertipi, into a 
snsleliks, flexible body ending in a fanged, bit- 
ing mouth. n is rstnotlbla, from andnimwn of 1 
foot in length to a mubum of I5 fee4 and uI1 
lash out with IiphBinp speed, to iurpri~  fosi 
whathi&thsy’nout ofrerh.  

This “rmlobann” stiksa with rbonur of +I to 

age. It m’t be 0 0 m W  withpoimn effsot* d 
tbe csltds DM w only v s r b a l ~ n o n t  lpdli 
while itb in eairtwoc. Thc m is AC 4, and will 
turnback to the castorb mal arm if&& mcm thm 
12 pointa of damage in am@ rolmd (the rater 
takeaalldrlmage~bythcarminthcnormal 
wy) .~~cmrlro latmn. tbssrmtonormpl  
at will; hoWever, this cnds the 8psll. 

The analc-arm’a jaws can grip and hold i t a  
such ss wands and mpes. By curling ita lip# ovos 
the teeth, it can grasp quite finnly without oink- 
ing ita teeth into fragile objects. The &-urn 

dl atrSarOb, dmdbita for Id&H &b of drp 

has the same stmgthaa the cartcrbnal m. 
N o w  Restricted to Alhoon; ~ommoa 
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(-00) 
(A*.$ 
Level: 1 
Range: Special 
Componmt8: y S, M 
Casting Time: 1 
Duration: 4 rdn. + 1 rdllcvcl 
h a  of Effect: Fiold of visiqn 
Saviug Throw: None 

This spau enablssthe wizard to see anything in 
plain v i w  as if it ware clossr. The range of thh 
spa11 is limitedonly by the oslta’s line ofai& nd 
the subject is 1l0on as if mu& 10 timol clorr. 

The spell requires is a miniature Iubc of iron 
sct with two quartz crystals, tbc whole worth not 

lels than 50 gp. The device is not oonNmod in 
h-tine. 

IwW canmon for di; OtlIemhvEry 
r a r a ( u p d * c d f r o m P ~ c w N ~ . )  

(-) 
(* 

Lml: 3 
Rtmge:Toueh 
C- . Y S , M  
CnmillgTLac: 3kax 
Lhlratiml: 1 hr.nm1 
hofEtFsct:lbox/leval,tolZ 
SdllgTlrr0u:NOnS 

Furperkcr 

Ib* lrpell mbentu two or mom special& con- 
r m d s d b c a e d m t h r w o n i s ~ ~ ~ d b e  
hcad hprn all tho othon. The boxcl nrmtirrrpin 
wilhin o n c M f  mile per h l  of the ontor, to a 
l l ldnMnof5mibrBo*sr*ol*d~wi l l  
becnnefunaianalwhwbmught~into~ 

The boxes moIt be constmcted of a sturdy 
d c  matorial and filledwith a fmdksrwirc; 
the cost is about 100 gp each. They BIO roughly 8 
inches square and wigh about two pouDds each. 
The boxes arc reusable. The wizard must touch 
eachbox in the oOu180 ofcasting tb lpolL 

The mntdal component is heart’s blood trOm 

of boxes to bo aotivatcd. 
Not-: Common for artificers; otherwise very 
I”. (Updated from POLWBDRONNsanziaS.) 

abydnt with 1WtM mUryhads 88 tho muabsr 

---) 

LeMI: 2 
Raags: 30 yct. 
Components y S 
c*Timo:2 
h t i o l l :  special 
Ana of E&t: 1 creature 
Saving Throw: Neg. 

By ~ O B M  ofthk spell the iUudd# at tmqta to 
captivate the subject creature’s attention 8i.d gain 
its love, friendship, andor obedience. The spell 
crogtcs an illusion around the spellcastrrsoththc 
~ , i n t h c c y c s o f t h c s u b j c o t a ~ a q r U ~  
deaind companion. Ualcss a Mvingth~~.~ vu lqnll 
is s u c c d ,  the subject will follw the illusionim 
whrcvahc go4 ifgos*blc without uadus rkk to 

be affected but non-intelligent creatures arc not 
subject to afaciincrrc spell. 

life ud snfdy. cmahuqa ofmilnal intelligence crm 
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the illusionist. I f t h G  sub-ability scores M not 
~hQlarianamrscrnbclucdinstad 

Requests that M obviously against Uta bsmr 
intEmtE oftho orssturo add+l to the diccm& ad 
the more hazardous and unreasonable of those 
rsqussts will addfrom+2 to +6. Tbc spell isilht 
t m e d w l l c m w r t h e ~  chsokhhila&d 
the subject will likely bc f a *  luge mdw. 

Creatures of normal sort with lnirml WUi- 
gcnce will nmsin fascinated foronly a shortthrs 
(1-4 days), but i f h  illusion& hastea ursfbl ID 
treat the 8ubjcctwcll, attend to iblle& mdw 
it, them is a 2% chance per point of Appearance 

kfiiend and follow him or her. Oth-, the 
c m h w  will attack (If it w u  not ousd for) or 
leave (ifit v m  oarsd for) w k i t h c  qmll wan off. 

Na4m RoltriaDd to iW&, ~ c o r r r m o ~ .  

(or COmehWSS) that the subject Will Wilhgly 

m e  - Elf 
(EachaatmeaUCLR) 

Lsvcl: 4 
Range: 0 
Components: y S, M 
C~tingTimO:5 
Duration: Inaranrpncoua 
~ r s n  of met: 60-8. c-, 30-8. 

base, 5-A at oluterb end 
Saving "lmm Neg. 

This spell caws dl creatures within ita cone 
to feel weary and tired. Por 1 round per level of 

at -2 to hit and damage, and suffer -2 to their 
morale. Elves and other creatures resistant to 

the CMm, those a&ctcd mavc rtwnta. fight 

sleep M wrcwice ludntant to rhis rpell. 
The material component is a d l  stme. 
Notes: Uncommon for elves, wzlo jealously 

guard it; othsrwice very me. 

(II1.donlpL.tru) 
-) 

Lsvsl: 4 
Range: 0 
Components: y S, M 
cMting'Izmt:4 
Durariom: Instantawous 
Ana of E& 60-8. cow, 3tM. dirrmass at 

Saving Thmw: Nag. 

Fear 

SnQ 5-8. at b.ss 
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> Feather Float 

Area of Effect: 5-ft. radius 
Saving Throw: None 

Fear ward creates a mobile aura around the 
caster. making him and allies in the area of effect 
immune to all forms of fear. It also blocks special 
area attacks of the undead aging, stench, wails, 
spoilage, etc. It has no effect on other attacks, 
including special undead attacks delivered by 
touch. The spell ends if the w t e r  is slain. 
The material components for this spell are spi- 

der fangs and a hair from the head of a ghoul. 
Notes: Restricted to necromancers and abjur- 

ers; uncommon. (This version replaces the one in 
the Complete Wizanib Handbook). 

Fearfire 
(EnchantmenUCharm, Illusion) 

Level: 3 
Range: 0 
Components: Y S. M 
Casting Time: 4 
Duration: 4 rds. + 1 rd./level 
Area of Effect: 30-ft. radius 
Saving Throw: Neg. 

This spell allows a wizard to temporarily charm 
a group of CIW~IJICB. To cast the spell, the wizard 
must break a piece of wood of any size; once bro- 
ken, a 30-foot radius area amund the wizard erupts 
in magical flames and energy that simulates the ret- 
ributive strilrc of a staffof the magl. 

Up to one creature per two levels of the caster 
within the area of effect (rounded up, with a maxi- 
mum of 5 creatures at 10th level) must make suc- 
cessful saving throws vs. spell to resist the effects; 
those who fail are in awe of the caster and will obey 
the caster’s suggestions out of sheer terror of the 
wizards p a w .  Affected creams heat the wizard 
as their all-powerful master, but effects other than 
duntion duplicate tho@ of a charm spell. 

This charm e&ct can &t elves and matures 
normally immune to charm spells; subtract 20% 
From such creatures’ n o d  resistances to chann 
when gauging the effecta of this spell. Blind crea- 
m s  em immune to this particular spell. 
This spell is one of the flashiest illusions mated 

within the history of the WathW order of Magists 
and Protectors of Watcadap. It w granted to them 
by Alcedor Kolat the Enchanter in exchange for 
8Mne rsrc m a w  Oomponents and minor spells. 

Notes: Common for the Watchful Order and 
Alcedor Kolat in the FORGUTTEN REALMS Setting; 
otherwise very m. 

Feather Fall 
(Alteration) 
(Air) 

Level: 1 
Range: 10 yds.ilevel 
Components: V 
Casting Time: 1 
Duration: 1 rd.ilevel 
Area of Effeot: Special 
Saving Throw: None 

When this spell is cast, the creature(s) or 
object(@ affected immediately assumes the mass 
of a piece of down. The rate of falling is instantly 
changed to a mere 2 feet per second (120 feel pcr 
round), and no damage is incurrcd upon landing 
while the spell is in effect. However, when the 
spell duration ceases, a normal rate of fall occurs. 
The spell can be cast upon the wizard or some 
other creature or object up to the maximum range 
and lasts for one round for each level of the wiz- 
ard. The feother fall affects one or more objects 
or creatures in a IO-foot cube, as long as the max- 
imum weight of the creatures or objects does not 
exceed a combined total of 200 pounds plus 200 
pounds per level of the spellcaster, 
For example, a 2nd-level wizard has a range of 

20 yards, a duration of two rounds, and a weight 
limit of 600 pounds when casting this spell. The 
spell works only upon free-falling, flying, or pro- 
pelled objects (such as missiles). It does not 
affect a sword blow or a charging creature. Note 
that the spell can be effectively combined with 
gupt of wind and similar spells. 

Notes: Common spell (PHB). 

Feather Float 
(Alteration) 
Water) 

Level: 1 
Range: 10 yds.ilevel 
Components: V. S, M 
Casting Time: 1 
Duration: 3 rds. + 1 rd./level 
Area of Effect: 10-8. cube 
Saving Throw: Special 

This spell prevents objects or creatures within 
the area of effect from sinking into water or other 
liquids. The caster can affect a total weight of up 
to 200 pounds, plus 100 pounds per level, divided 
between as many objects or creatures as he 
chooses to include in the spell. Affected objects 
and creatures bob to the surface and remain 



afloat for the duration of the spell, regardless of 

Anything affected by this spell resists being 
pulled under with a buoyant force equal to its 
normal might. If cast on an unwilling CIW- 

for example, a mcrman trying to erosps the niz- 
ard by diving-a successful saving throw VI. 

Spell negates the effect, though the cmature 
counta toward the spcll limit. 

The mataial component h 1 dwkh feather. 
Note#: Common for Sea mges; uncommon 

for Water mages; otherwise me. (Updated from 
POLYKSDWNCWSZ~IIC.) 

Featherfoot - Ninja 

subsequent driffing. 

Q 
(m-M) 
Rersrdble 

Lsvel: 2 
Range: Touch 
componsnts: s 
Casting Tim: 5 rdn.Aml 
W o n :  1 hrm 
AMofEffoot: lpnon 
W i  Throw: None 

IhepersonaffcotodbytkliSspsll~thCmsgi. 
cal ability to movo quietly and weightlessly at a 
nmnd walking plos a slowar. lfhc hics togo am/ 
faster, the spell is broken and loot. The person 
a f e ~ b y l l d s r p s l l d o c s M t b n n f ~ n o r  
docs he act off wight- orpresan-based hsps. 

While the spell is in effect, the w o n  pin# 
+ 3 P ?  to his move silently roll. (If without this 
skill, the person has a 30% chance to move 
silently, an a thief, for the duration of the spell.) 

The merne of this spell. lea4fOot. affects one 
cream. The vi& is allawd a wing throw to 
avoid being &eacd by the spell. TheviOtim of a 
leadfoot spell moves loudly and heavily. Silent 
movement and hiding in shadaus is impossible; 
the creaturr also automatically sets off any pfls- 
sure-bascd traps it steps on (no roll is nscssslly). 

A feadfooted creature inside the i t o n  of a 
silence spell moves normally; he om be h e d  if 
he fails to make a move sihtly roll. 

Notes: Restricted to ninja spellcaatas and 
those trained by them. 

Fe.tbenw.vhg - Piuma 

A 

h t i o n :  Special 
h a  of Effect: Spsoial 
SavingThmw:None 

Tbcjkuhmwdng lpsuu a bummbnu ' m e r -  
cisq s m 8 l y  M.aioan in cbmwtm4 Tho outer 
must sit quietly, in paceful swmmdin8s. He 
worirr bib ofdann into a h e  me& ofooaOnor 
mallosy fibm, d slmvly w a t q a r r y  ofbil- 
l i a n t ~ . T b c w e a v i n p c m b ~ h s t o  
anabrtnotdmig~, a rymboliesdimags(aMrpn 
or Inan- ia oonrmoll),ardi#ioirgs. 

The e is a mluing,mantllly hsdchhrl 
activhy. PasvayhcurchrtthsoEpaliBwm 
centrating on the apell, hc clll rwwm I point of 
damagc. He also wsav~sappmximatsly one aquare 
inch ofhis ultimate a'eaicm &ring anhm 

The weavins mwt be colspleMdb.fbre the 

level caster must weave a piece 1 sqm foot in 
sizs, at second level, 2 sq. A, and so on. A fifth- 
l m l  paaan waver can CMtC w item 5 tsOtby 5 
feet orlarga; aauly large wwind ceabeeomc a 
JwtM$er (sce m a t e  tdhan of-). 

feathers pndmshneabtlm rmlothcpboe. 

magic (the M& Setting); carnunon. 

oastoradvanccstotheMLI1~lofability.AAffnt- 

The material components of th@ spell am the 

Notes: Restricted to practitioners ofplunra 

ReWmid 
(EnchantmsnUCLum) 
@f- 

w 5  
R q a :  10 ydsJlCve1 
Componrmy: Y S, M 
C U t i u g ~ : 5  
hn)tion: prrmanay 
Area of E m .  1 oraaturs 
Saviw Throw: Nag. 

Tllis spdl h used mlolyagailmt people or m a -  
tures who use magic spews. Thfeeblenlnd 
ouuoll the Lmbjsctr intellect to dagmmeuto that 
of a momnic clrild. The ~ubjwc rsm*ar in thin 
state until a kd or &b lpsll h u a d  to oancel 
thecffootl. Magic-wiIig beinpars Mylrulncaa- 
ble to this spell; thus, their Mviag throws ue 
mds with t h a f o l ~  .djunnsaa: 

+1 
sPn-OfT=Wt 
Riwc 
W&(humrm) -4 
Combination or nonhumsn -2 

-8- 
-nt 
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Feign Lkstruetioa 

Wisdom adjustments apply to the saving throw. 
The material component of this spell is a hand- 

ful of clay, crystal, glass, or mineral spheres, 
which disappara when the spell is cast. 

Note,: Common spell (PHB). 

Feeling Fingers, Bigby's 

Feign Death 

See Bigby's feeling fingers. 

(Necromancy) 

Level: 3 
Range: Touch 
Components: Y S 
Casting Time: 1 
Duration: 1 hr. + 1 hunflevel 
Area of Effect: Creature touched 
Saving Throw: None 

By means of this spell, the caster (or any other 
creature whose levels of experience or Hit Dice 
do not exceed the wizard's own level) can be put 
into a cataleptic state that is impossible to distin- 
guish from death. Although the person or crea- 
ture affected by thefeign death spell can smell, 
hear, and know what is going on, no feeling or 
sight of any sort is possible. Thus, any wounding 
or mistreatment of the body is not felt and no 
reaction occurs; damage is only half normal. In 
addition, paralysis, poison, and energy-level 
drain cannot affect an individual under the influ- 
ence of this spell. Poison injected or otherwise 
introduced into the body takes effect when the 
spell recipient is no longer under the influence of 
this spell, although a saving throw is permitted. 

Note that only a willing individual can be 
affected by afeign death spell. The spellcaster 
can end the spell effects at any time desired, as 
will a successful dispel, but a full round is 
required for bodily ficnctio~ to begin again. 

Notes: Common spell (PHB). 

Feign Destruction 
(Alteration, IUusionlPbantarm) 

Level: 4 
Range: 0 
Components: V, S, M 
CastingTime: 1 
Duration: Instantaneous 
Area of Effect: The caster 
Saving Throw: None 

This unusual spell allows the caster to feign his 
own death or destruction while actually making 

d I 
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good his escape. In order to prepan the spell, the 
wizard must create n replica of his own body. A 
lich can use a pile of dust and bones, but a living 
wizard may find that a preserved corpse or dead 
clone is necessmy to supply a believable body. The 
caster can also choose to add duplicates of his own 
clothii and gear in order to dre~l the body pmp- 
erly, but the only meal that can b e d  inprcpsr- 
ing the body is unenchanted iron-if the caster 
wants a copy of his golden amulet with the body, 
he‘ll have to settle for areplicamade from imn. 

After the fake body has been prepared, the 
wizard can castfeign destruction to switch places 
with the body. The caster must be within 1.000 
yards per level of the prepared body at the time 
the spell is cast, and the body must be in the exact 
place and position it was left by the wizard. If the 
duplicate has been undisturbed, the feign destruc- 
tfon spell instantly teleports the wizard to the 
body’s location while bringing the body to the 
spot of the casting. A brief illusion of the wiz- 
ard’s “dcath” covers the moment of the exchange. 

A lich using this spcU also gainn a p i a l  misdi- 
d o n  effect that causa dstsction magics to indi- 
catc that the lichb spirit has rehmedto itsphylmq 
This effcotlingm for 1 harrpcrcapterlml. 

While thehefogn destruction spcll cream a very 
plausible death 80011~. .spociaUy if the wizard WBI 
badly wounded at the time, it is not infallible. 
Csrdul opponents may be able to discan the truth 
with a thorough examination of the “remains:’ 

The material component is dirt from a vam- 
pire’s grave, sprinkled over the duplicate body. 

Notel: Uncommon for liches; very rare for 
living chsraotas. 

Feim Undesd 
(Necmmanq) 

Lcvcl: 5 
Range: Touch 
Components: Y S, M 
casting Time: 5 
Duration: 1 hun + 1 rd.Aew.1 
Area of Effect h o n  touched 
Saving llucnv None 

This spell cm makc the caster or any willing par- 
son appcar to be a zombie. The met looks lilre a 
zombie, ceases to breathe, and feels no pain or 
emotion He becomes h u m  to paralysis, poison, 
or attacks that drain Stre@ or cncgy levels. Poi- 
son attacks require a saving throw vs. poison only 
when the spell cxpim. Tbo irmmmitytopain does 
not proteathe pereon h d a m a g e ,  but dow block 
@ti= due to excessive pain 

The pcnon’s body l o o k  just like an animated 
corpsb--thc skin color changes, and flesh shrinks 
to show the bones. His joints baxnne stiff and his 
movements jerky, When he attacks, it is as a nor- 
mal zombie, striking last in the melee round. The 
person’s attire does not change; the individual 
must attend to the state of his clothes himself. 
Spells that normally affect undead have no influ- 
ence over him, which might reveal his true nature. 

Most creatures seeing the penon will assume 
the individual is a zombie. Actual undead won’t 
anack the person unless ordered to do so. If the 
individual does something out of character for a 
zombie, then the chances that an intelligent CICB- 

ture deduces that he is not what he seems 
increases. On the Demiplane of Dread, casting 
this spell requires a RAVENLOFT powers check. 

The material component for this spell is a bit 
of bone and dirt from a grave. 

Notes: Uncommon in the RAVBNWFT setting; 
o t h ~ s e v e r y m .  

Fellblade 
(AbJmtion, Evocation, Necromancy) 

Levcl: 6 

Componcntc Y S, M 
Casting Time: 1 rd. 
Duration: 1 hunilcvcl 
Area of Effect: Creates 1 blade 
Saving Thmw: None 

The casting of this spell brings into being a 
smoky gray, bladbshapcd barofforoe (up to 4 f a t  
in length) in the caster’s grip. A fe//b/ade passes 
into nothingness in an instant if it leaves the 

to be wielded later.) Its use prccludts spellcasting 
of any type. It vanish- instantly if the caster dies, 
becomes unconscious, M is feebkminded. Other- 
wise the blade can be wielded for one strike per 
round (normal attack roll required). 

The$dbladeS strike can have one of three fell 
effects, selected by the caster prior to each attack. 

Damage. The blade can inflict 2d4 points of 
damage, functioning as a weapon able to hit all 
creatures at normal chances. 
Drain. The blade can drain from any creature it 
hits the exact hit points necessary to heal all cur- 

mum possessed by the ma Each time hit points 
are actually drained, the duration of the spell 
shortcns three 1 1 1  hnns. 
Curse. The blade can inflict I point of physical 
damage and bestow curse (the mersed form of 

Range: 0 

casterb hand (It m o t  be given away or shcathcd 

rent damage to the mrd-wieldq up to the maxi- 
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Level: 5 
Rulge: 0 
Componcnw y S, M 
CSstingTime: 1 Id. 
Duntion: ld4+ 1 hvnrR lsvels 
Area of Effeot: The cutcr 
SpvinB Throw: None 

Only wizeab of evil alignment CUI 1- thin 
spepsM, which grants i& caster ths form d abili- 
ties of a randomly islooted creatlw from the 
Lower Planes. When cast, roll dlO0 on the 
following table to determine the form that the 
wizard takcs. (Ifthe DM doslnot hvarowss to 
the PLANKSCAPB MONSTROUS COMPKNDIU~P, 
AppendkI, roll randomly for a f d  l i  in the 
M o m m m M ~ ~ u ~  Tomc.) 

Me Roll 
01-15 
16-30 
3140  
41-45 
46-50 
51-55 
56-60 
61-65 
66-15 
76-85 
8 6 4  
91-95 
96-00 

Unlike polymovb or limilrr rpSlls,jlen&m 
grana its caiter many abilitiss of tbc meahue 
rolled, including Ipcci.l attach end dofensea, 
immmities, h r  CLU, and hit points, Fiend- 
form docs not grant ab i l i th  bated on tntclli- 

01 the ability to gate in other excnplw entities. 
gsacc, ~ n u g i c r l l l b i l i ~ t M g i C r o r i r t l a c c ,  

The cuter allo gaina the wlnenbilities of the 

cD.pirc, cha caster remu to hi# 
o r k & & d  fam. Any dlmlaga suukedWML0 
inflmdfonn rsnuini when the caster mkes his 
original form. A caster slain in fiend form muat 
save vs. death magic 01 be slain in n o d  form 
as well. In that went, the caster reformi as a 
manes in the Abyss and is not mstonbls by may 
n m m i l v a i f  the sa- thmw is amxdul, tbs 
~ariaacdiatc ly  rrvcrts to n o d  form with 0 
hit pinta and lies in a coma for 3d10 hours. 

The matepial component of thejfen%m lpsll 
is a q d  rtatucnc of a fiend (of enytyP0)wath 
at leut 3,000 gp. Thc ntUuctWahsttm %vim tho 
spell en&, it is IefiMi~~Iwhcnthe spdl ii cut 
to foclM ens%y reqnimd k c h s  rpS11. If it is pm- 
maturely lhattescd the spcll cndr ~ ~ & .  

Notm Ran, usually found in the hands of evil 
Npc- 

sgoMo1o11bf~kcL1ub.  

’ bythstypeoffiimlhd. 
Afkr the 

wry B.flduh, Gamelom’# 

Fiery Comtrictor, Fora& 

Fiery Cube, Duuon’s 

mry E m  

SSC Forestb fiery constrictor. 

seeaursmb fw cubs. 

(ALtentlon) 
(Mh) 

hl: 1 
Range: 0 
componmtl: y ! 
cathgTimr:5 
Duration: 3 rds./lsvsl 
Area of E M  Thc casta 
S ~ T h m w : N o n c  

This spell causes the wu jen’s eyes to glow 
with an unnatural fm. So lit, they project beams 
of bright light to a range of 3 feet, clearly illumi- 
nat iq  the area as if lit by a lantern. P u r t l ~ ~ ,  by 
fixing his sight on one spot for 3 rounds, the wu 
jen OM caw combustiblc mWs to bunt into 
small, flickering flpmen if dsrirod 

A n y c m l m  bol;hyatthowujsnmustrmLss 
wiag thmw VI. spell. Ifthe mdng thrlnv M 
the crrrturo hesitates for an instant, fascinated by 
m e ~ ~ c r a c m a l o , p % o d o d . t d D m m j .  
o ; l l l y l a s t I m i m t h s ~ c c d m t d  

panern, or mars augguffcm QOU, the victim8 ruf- 

Q 

If@ C O l I j d  with 1 kypnac*. MM& 
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Fiery Fiat# 

V 
(Altentl..) 
(Pmvina: Fhme) 

Level: 3 
RIul#e: 0 
COmplWU. .V,S,M 
c.stine Tm: 2 rds. 
Duration: 2 rds, + 1 IdAsVsl 
A m  of Effect: Ths castor 
SavingThmv.Nom 

enshrouded with blazing blue fire, making them 

(a hit on AC 10, adjuctsd fatha victim’r 
and magical protection), the magical fire leaps up 
in a smoky aplobion. ~ I l u f b o o l l u a  2-7 points of 
flame damagc(ld6+l).;mdthcnoxiousuaoke 
forces the creature muck to makc a saving thmw 
vs. poim or d bdpludy 00- and chok- 
ing for ld4+1 rounds tbcmtbr (tbe amlrs aftkt8 
only the matun struck). Although the cpster has 
twu fiery fists, thc @I a l k  only one effective 
~prround,sorollonlyamcetohit 

e matend oomponcnt is a lump of coal Md 
ir % nu(srbhand. 

lWm Uncommon in arabian settings; other- 
wise very m. 

whsn this spcll is caat the cast& lla&booans 

d e a d l y ~ i f t b c ~ ~ a n d p p o M n t  

Fiery Protector, DaNlm’~ 
See Daltim’s fiery protsotor. 

Filter 
(AbJuntion) 
(AkAkhew) 

hl: 2 
Range:Twch 
CanponaHs: V, M 
CaasingTime.2 
huation: 1 tum/lcva 
AraofEtTscc: 10.fi.ndiue.pbm 
SavingThS0w:Nwc 
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‘ Ihc~c lLs roau idss sbk t ims .~dryaa  
murtbmaoolnqmlsdsm,wUawyhmmy 
d k m b c , m d m w t ~ ~ a m o a o t -  
malm, hypllotic dmtlmtil Brmil*rqpmm Itb 
impos*bls forthe drd#ciJ to nninhin the chrma f a  
longcrrhn u) haa, 10 ifDt the d ofthispdod 
UOBrmil*rhsrriveQmsllpsLlfiikAdnemom 
c u t  this spell no mom t h o  once per yeu; it can 
bavcnomac thano l l e fa towt i lm  

When the &milia .rrivoh it is Wly loyd to 
its master, Tho rpsll u .cturtly a form of chum, 
h-, it rprmtl its victim i aimil.ropporAmity 
to throw off its effsotr. On a ngdu basin, the 
funiliu can roll a saving ttuw VI. spell, this roll 
RIffosinp apcdty  of-1 for each three age o b  
@e8 of ths a drlgon. Tho trcpucmoy of the 
nvblgtbrow&pndI onthcnoo o f h e f d i u .  

A ~ ~ ~ ~ ~ t h e B r m i l * r  
hu thmrm &tb aFaa ofthe #pcu md is tcay 
&swilled again. (Its fmt rrrtion will plobebhl bc 
to ebxpc.)Ifthe dm@l L within fiva milo ofmc 
fsmiliandsw*swhcnitshkca~~in8prre, 
it will muc the tcrmhtion ofthe tslcpethic bond, 
and thuq lmow thrt its hmilisr is ke. The dmpnb 
rapollacdcpssdsonitsslignmemtmdmood. 
The DM can select an appropriate humanoid 

candidate dapandine on where the dmgm Lout- 
ing the p l l ,  or he can w the tablepmvidcd 

dZ0 ptepm=w 
Roll h*r o f s m  
1-6 Kobold EvayZysus 

7-11 ooblin EvaYvoU 
12-14 Om Evsry9molltb 
15-16 H o W m  Evay6monull 
17-20 NO M d  nnilrble; spell fails. 

Killing a funi lk  while it is ntillbouud by the 
spell is not lcocptrMe behavior, md will pro& 
bly bring darm upon the drqonmkilmtion 5om 
vuiou9Oelclt*l powm Wing the thing once it 
bu lhsLrmthe rpsu ujurt file, bowavsr) 

Knowledge of the draconic spell is uielers 
toward developilyl a human, demihuman, or 
humanoid version. Thc p l l  is too claely aligned 
to the mental architecture and inn& magical 
abilitim ofbpxmto b mnrW intopnl fam 
uarblebyaondnrcofnr. 

N ~ R S l t r i a e d t o d m g o ~ y ~ .  

Flnd F.mlli.r - Neemmmcer 
(S.mmO0f.c) 

Lml: 2 
Rango: 1 miAwel 
Compoacmtl: Y S, M 

Exocrpt fm the type4 of fmilirn, thebliag of 
the (must be undsr a fwI moon), md the 
cost for the ingndisnts (which ia doubled to 
2,00@@), this is muohths lpmc I* ths arizudb 
f indf i i l far  npd. Tb mommmxr i l l ~ l  I spe- 
cial table to determine what, ifmny, familiar 
K r h .  

Imp md quuitswill not wcvc a- ofku 
than 4th w. lfoac arIive3at tbe all ofawclw 
mancer of 1st to 3rd level, the creature will 
~ o f m s v i n g r l p o o t o ~ ~ ~ ~  
mrncer is  mom powerful. In the menathe, the 
nccromacer must find another familiar, for 
wbsnthe imp or quaait rsturns, it will kill andoat 
its pmdeccslor to sail the bargain. The wcm- 
nlauw. lu t rcmthawulpfor thc*of  
the f i  familiar: a clyl3cm shock Rwivll mll L 
required and a point ofconsrihttion lolt. 

ld24 
1-3 

4-5 
6 
7 
8 
9 
10 
11 
12 

13-20 

F t d u u  Bruo.yporm 
black cat Excellent night virim 

giantmt Supiaolfactaypowsr 
froe Wide& VidQ 
g.oontipcdc Very scmitiw touoh 
luge spider Wideangle vision 
bat vepy superior heping 
raven Excellent viaion 
imp MmmwMANUAL 
qus*t M o N s r a o v a w  
No famili,  cannot try again 4 next 
month. 

& l u p n i o r ~  

J 
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This spell d s  a pcrson'l location M a corn- 

pass dimtion (= wsll M "up" 4 %wn") sod 
most basic life readings: dim or dsd. R irnak 
less information in two 0- 
Ifthe pwon is on awthcrplanc of eaisteace ,the 
l p e u c d y ~ ~ t h c p c c l o l l i s ~ ~ "  

O n l y t h a U I k p a o n i a ~ ~ "  
*If the p e r m  ir hpr iwnad the spell reveals 

Inboth of Uwu twa lpo0Llwmno dircaian 
or lifs mdhg iapordblo. Ths lpsu i s m m o r c  
loounrethantbi.8. 

The caster must know the name of the psnon 
nought arhvs ParOnsMy nom ths individual at 
leut~inordaforthcipel l tooAmccion.  

T y p i u l ~ i r r k d s :  
1. Smhouthwmat, dead. 4. North, diva 
2. olttdde. 5. confmcdr 
3. Eut, h, dard. 6. Up, a l k  

The oompowtl of the spell w a rod or s t d  
with a conriwol tight spell cast upon it, ud a 
gumcnt oftha person lruchod for or apononal 
article of lantimsntd vllw, 

Notes: Uncommon for diviners; otherwise 
very rare. Knows (0 be in Prtmul's Pmket 
Libram b l .  II! 

Find the Path 
@Mnutk.) 
Revenlbk 

Lcvcl: 7 
Range: 0 
canponentr: s, M 
Duntion: 1 tlmvIWd 
A m  of Effect: The caster 
Swing Throw: Nonc 

The cutcr aan find thc lortoit ,  molt direct 
p h y d ~ m t c  nought, be it tbe wy into or out of 
a locale. The locnlc can be outdaws or under- 
ground, a trap, or cvm a muze spaU. Note thttha 
p u  waks withapsa to 1- not obje& or 
cnatums within a locale. Thus, th spsll aould 
not find the way to "a forest where a green 
dragon lives" or to the looation of "a hoard of 
platinum pieces." The location must ba in the 
Mmc planc M the caster. 

The spell caablss the subject to sense ths UI. 
m dircotion that will ev~tllally IMd him to hh 
destination, indicating at the apprqsiate times 
the exact path to follow (or phyricd aotim to 
&for example, with c- ' chsipell 
enables the subject to aonse trip wires or the 
proper word to bypass a g lph) .  The spell en& 

CMt@TiUW: 1 rd. 

J 
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3 
wing rpocifc glyphs a @Is to identify m g h l  
wudr (sss the gm ozwardw @l), this lpall 
ihcrwi the form of the glyph or mark. Tha spell 
docsuet dsteDt mpsthrt hm iura di-d or 
areothsnv*oinactiw. 

The spell's material component is a small 
string noose that must be broken. 

Notem: Restrioted to divinrrr; uncommon. In 
the POROOT~~N RBALMS setting this spell is also 
available to the Rod Wards Sfrhay. 

Find Treasure 
@JMMon) 

kl: 4 
Range: 60 yds. + 10 yds.ilwe1 
Compononta: V, S, M 
cMtiIlgTimc:4 
Duration: 2 rds.Aevel 
h a  of Effect: 10-A. wide path 
S8VillgllKCWNOM 

Thin spsll dctmuiMl th4 dimtion of thews- 
est largerrrm of tma" (8t lcart 5,0oo cohr or 
50 gems) within m#e, but not its distsnw 01 ita 
Q(B* compc4ition. Only valuable metals, prim. 
m d  jewelry M located: WOrthldOi metal8 m d  
thoas magicai itm with no prscioui m d s  or 
qem in their con&mction M not detected. The 

canter can scan ow 1 o . r O o t ~ p d h  to the limit 
of hi8 affsctive range aroblasnQ w by a t m k g  

ning in a slow circle over ioveral 
an discover if there is any h e ~ u m  

The spell ignores all obstacles hetween the 
caster and htanm, wen solid stolM or iron, lut 
tk divination can be blocked by a% cooUngef 
lead or by pny magid !wrdsfactivrqpiMkdiv- 
ination spells. 

The material component is three hain from a 
huntiaehouad. 

N~:Rcdrictsdtodiviwn;uacermnon~ 

llb mge. 

Ftnd Water 

h l :  3. V 
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iMwltiy, exploding into ficrymiuilst. Thespell 
creates ow fire amow per level of the Easter 
(@la of ttw 6424 of the d g i d  fire Kumh 
T h p r e d r s G I i M d w l m o n o f ~ l M p ~ ~  
fm llourco in a d i d i o n  dobnnmcd ’ bytheeuda. 
I f t h c o n m d o s l n o t o h a o l s a c ~ , t h c m s  
ily CamKdin rsndrm IiirCdirrA fim Urow tnv- 
&up to 30 bstfmm ib scnuw,and can at fie to 

magical fm is nsldrea). # 

two saving throws n. prdy**. If both m suc- 

damage. IfboChchcdu fail, tho being tskss zd4 

any combustibles it touches (a saving throw v& 

A b s q  cadangolsd by aJ?n u r n  must maL0 

cessful, the being avoids all ham). If om check 
succeeds, the victim suffers ld4 points of fiery 

PO& of flame damago. Multiple mows facc 
multiple checks. 

h@jtion to a Fm M)\LIM, this apt11 requires a 
W b f  sand, into which a drop ofthe osrtsr’i 
spittle or tom has beenplrccd. me outsrblarn 
the mixm off his *. 
Nota: Common in arabian Icninss; otbrwim 

vcry m. 

(MJ-tW 
Flre Aura 

By mcaas of this npell, tlm outsr stlnuu& Ilia 
baay with an ursdlna&6i Lpsrofi. nm fue 
s l o a ~ 1 f o o t ~ t b s ~ ’ i ~ a n d ~  
VidOsilhrmiDllia ion 1 8 f d  ndiua Ths &a aura 
provides complete immunity to all f m  of fae 
bothaatural andmagical; the flamss canbc Utin- 
guishcd only by &$e & a similar epsll. 
A creature touched by the wizard auffaa 2d4 

points of damage; also a victim who fails to mrLc 
a M V ~ I I ~  throw vs. death magic is act afire with 
green flames. 

The flames persist for 2d4 murids and cao bc 
extinguished by dispel magic or a similar apeIl. 
Each round, the victim burns for an 8 d d i t i d  
ld6 points of dmnagc; the victim% ursolr robare 
made with a -2 penalty during this tium. 

The material components for thin spell m e  
scrap ofsingsdpapm and a piece of flint. 

N O W  Rsstriacd to a b j m  and Fire mages; 
m 

W k k  5 
Range: 0 
Comwnents: c! S. M 
c&Tirm: 1 Id. 
Duration: Instantaneous 
Area of Effsct: Cone, 30 fie, 15 R k# 
SWiIlgThrow:H 

This spell allows the wu jcn to braathe a cone 
of magioal flame into t b  &@a of sffeat. All 
withinth cone mlfm ld6pointr<ofdMIage Eel. 
may lsuol oftbe w jm deea thy makc 
cgsful nnvingtbmnvr. bFSntbwcspon (wbiob 
roduoss tlmdrrmgeto~df). Tb IIdmunLpol- 
sible dmmp is lsdb. combplrbia ( o t b  
than tho clothing aad gear of creahues in the 
cone) m ignited automatically. Thii may erruc 
additional damage to tboM witbia tho mea. The 
DM must rule on these situations. 
The material omponan6 dor this spell is a 

piece of red hot chareorl clmwbd m t h a w  of 
the caster.This charcoal d w s  no daxm#c to the 
Caster. 

Notn: Common in oriental ssttings; wry -- 
elsewhere. 

J 
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Fire Burit 
(Alteration, Evocation) 
(Alchemy, Fire) 

Level: I 
Range: 5 ydsJlevel 
Components: V, S 
CastingTime: 1 
Duration: Instantaneous 
Area of Effect: 10-A. radius 
Saving Throw: Neg. 

When this spell is cast upon a nonmagical 
fire (such as a campfire, lantern, or candle), it 
causes the fire to flash and shoot arrows of 
flame. All creatures within 10 feet of the fire 
source suffer ld3 + 1 point of damage per level 
of the caster (maximum of 10 points). Those 
who roll a successful saving throw vs. spell suf- 
fer no damage. 

Notes: Uncommon spell (TOM). 

Fire Charm 
(Enchantment/Charm) 
(Alchemy) 

Level: 4 
Range: 10 yds. 
Components: V, S, M 
Casting Time: 4 
Duration: 2 rds.ilevel 
Area of Effect: 154. radius 
Saving Throw: Neg. 

By means of this speu m e  wizaru F ~ U S C S  a 
normal fire source, such as a brazier, flambeau, 
or bonfire, to serve as a magical agent. for from 
this source he causes a gossamer veil of multi- 
hued flame to encircle the fire at a distance of 5 
feet. Any creatures observing the fire or the 
dancing circle of flame m u d  it must success- 
fully roll a saving throw vs. spell or be charmed 
into remaining motionless and gazing, trans- 
fixed, at the flames. While so charmed, crea- 
tures are subject to suggestfons of 12 or fewer 
words, saving vs. spell with a -3 penalty. 
adjusted for Wisdom. The caster can give one 
such suggestion to each creature, and the sug- 
gestions need not be the same. The maximum 
duration for such a suggestion is one hour, 
regardless of the caster’s level. 

Thefire cham is broken if the charmed crea- 
ture is physically attacked, if a solid object comes 
between the mature and the veil of tlames so as 
to obstruct vision, or when the duration of the 
spell expires. Those exposed to theflre charm 
again may be affected at the DM’s option, 

although bonuses may also be allowed to the sav- 
ing throws. Note that the veil of flame is not a 
magical fire, and passing through it incurs the 
same damage as would be sustained from passing 
through its original fire source. 

The material component for this spell is a 
small piece of multicolored silk of exceptional 
thinness that the spellcaster must throw into the 
fire source. 

Notes: Common spell (F‘HE). 

Fire Elemental Guide 

Fire Enchantment 

See elemental guide. 

Level: 4 
Range: 240 yds. 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: Instantaneous 
Area of Effect: 10-ft. radius 
Saving Throw: Neg. 

By means of this spell, the wu jen is able to 
enchant a fire within range of the spell. Through 
this enchantment, the wu jen can deliver a sug- 
gestion spell coming from the dancing flames of 
the fire. All within the area of effect must make a 
successful saving throw vs. spell to avoid the 
effect of the suggestion. Those who fail to make 
the saving throw have looked at the fire and 
fallen under the spell’s effect. All the normal 
rules concerning the duration and type of sugges- 
tion apply tofire enchantment. 

The material components for this spell are a 
mirror and a lighted candle. 

Notel: Common in oriental settings; very m e  
elsnvhcre. 

Fire Eyes 
(Alteration) 
m) 
Level: 6 
Range: 1 footilevel 
Components: V, S 
Casting Tme: 6 
Duration: 1 rd.ilevel 
Area of Effect: Special 
Saving Throw: X 

This spell causcs the caster’s eyes to emit twin 
rays of fire. These are concentrated beams that 



are hot enough to burn holes in plate armor in 
one round and in most stone walls in two munda 
Tho Sye-bcunn OUMC 4d8 points of d.maeL per 
maultoanyaaavstbsybmchmccpttbCca6tor 
( ~ i s r n s w a n n M u r r i d ) .  

In n o d  conditiolu, the cantor can train bin 
sys beams on II muimwn of tw acatum pca 
r o d ,  Sometimes, audr n w h  hc it lookw 
along a corridor at an approaching filo of om. 
h ~ e s  01 when multiiplo beings look in a win- 
dow or doorway and meet his gaze, one after 
rootbsr, the d & t  be able to affect more 
rreaArcS. 

while thc c&m’l oyer arsd t t ing  fus, he coll 
see normally but atmot cant or wield any other 
Imgic. Ths CMtm Dlll end the Ips11 at wiu before 
it would expire normally. Emitting tho bsams WII 

be inmmped tempom+&, also, 10 thpt the astor 
can look at creahuos and thinga without burning 
them. 

Contact with IUI cy0 beam instantly ignites 

maLC a saving throw vs. magical 
employing this spell can o d y -  

etimes inadvertently-cau8e fires. A 
wizard under a f l n  eyes spcU in pmteaad againnt 
all direct flame and heat effects, h m  any fire 
(including dragon bmath) and m y  hot subrt.nee 
(such as hot lava). He is not protected against 
fire-related damage, such as falling t i m h  in a 
burning building. 

vkaullyunlmawnolsewhola. 

(-) 

Lcvsl: 4 
Rrmgs: 0 
canpownts: y M 
CCmtingTime: 4 
D u n u i o n . l M h l l ~  
Arsa0fEttect:ThccMta 
SWi0gThmw:NOaO 

step into 
a Iaqe fire (with at leait a 2-foot radius) and 
immediately reappear in another, u m i k - a i d  
fmup to SOyadrpsr Maway. If match  h s  
oxkt within thr noge, tho spell does aot fun+ 
tion and the caster rsmains in the i n i w  firs. If 
multiplo 1- pLn.sa availsblc, the c~gtor can 
choose from them. 

If there is a large, solid object blocking thefirr 
gale, then the caster is mired in the Elemental 
Plane of Fire and will remain so until he either 

f l a a a v b l C S  Such 88 w a n d  Cloth M d h  d 

Nata& Ramin tho F m - 8  Mning; 

Mre Gate -Red W h r d  

upon cming thin spell (bs 081301 

Levd:3 
Range: looyds. 
c c m ~ Y S , M  
C a a t i n g T b 3  
h t i o n :  Ins- 
Area of E& 1 creature 
saviagThrw:H 

lhii*~I*laKaoffllllgt&lt 
lupl*j(iCUIIP%whiniaO- 
aed inflicting Id6 pcinb of -0- bua of 
the caster, to a maximum of 10d6. Unlike m a y  
other fire spells, fire lance does not damage 
clothing M equipmaw- - 

Tho material component is a lit toroh in thc 
car tor rh ld  or on0 firs m e  of.tAOasi toroh 
size within 30 feet of the canter. Casting thin spell 
extinguishes a t o m W i  firC source but only 
slightly d i m i i s  a largsr ~. 

Notes: Common for Red Wi~arch of T h y ;  
unoommon for Fire magea; otherwise v q  ran. 

Fire Phantom 
(Coqjuntlon/Snmmoulng) 
m) 
Level: 3 
Range: 30 yds. 
Componcnk V, S, M 
CUtimgTae: 1 rd 
Dlntion: 3 rQlflovol 
h o f E B b d : s p o o i . l  
~ T h r w : N a n c  

Thia i8,arpsll wed to m m m  a fire 
ehrmsntd. 

The p h y h l  sppcaranos of a fir0 phantom is 
a fiery outline of a vaguely humanoid horn, I 
f e a  tall. The pbmtom muat remain within 30 
feet of b o m  if it moves beyond thin range 
the spell oxphs. Normrl fires sot by the fire 
ph4om continue to burn after the phantom is 
gone. 

J 
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The fire pha&m @sing of low htelligomx) 
follows dl c o d  given by ita sumnow as 
low u t h e  wdor MIIcQlhdc.m mtmlliag it. 
f f t b ~ b ~  'on b brokm, Umapbm- 
tom immediately at.olu its LIIIII~BOIWC. OUm- 
wise, the fire phantom remahs until it  is 
destroyed or until the spoUb dur.tiw expires, 
whmuponitvdchea 

AnymonpcmafulCreature fromtheBlsmsa- 
tal Plana of Fils mu d i s m i ~  the fire phantom at 
will, or even hlm it upon its summo1lo1, Iqml- 
lcu of other CiroumsWIo CS. 

The materid component of this spell is a pint 
of oil, which must be pound out and ignited du- 
ing the O M *  of the rpcll. 

Notes: Rare for Fire nmges; athsnrsS vat, 
rare. Known to be in the Nre-Byr solollr8 
(updated from DRlMlN Nyllaoa) " 

, 

LeMk 1 
Ranpc: 0 
Components: y S, M 
casting Time: 4 
Duration: 1 turn/lsvcl 
Area of Effect: Special 
SNingThmW: Spwial 

This rpdll lmMfonIM a fsatlar o f a y  dramd 
type into a quill pcnthat mi- lerrsn ofiltuPrg 
flame. The pen can be used for up to one turn 
after the spell is cast to writa kl lat*n, abmo- 
m, or symbols per 1 m l  of thc C8stm. Thslc 1st 
m lppevto be mdr of lmp*ams, Md an 
bright enough to mad by anyone within 7 feet. 
They Oplb minQI in&&, Q1 alronetP.u, or 
avsamapanon 

C m h w r  unwilling to be wrincn on d v e  
a w i n g  thmv VI. spall; ifthe rrvinp Ibro* ii 

The pcn comw to lidp only u the canter wi& 
The flames am not real, and cannot ignite my- 

SWCSMful, the bt tCI8 frds M thDy M Wtt&i 

D u n t i m ~ i : , .  I 
AmofEfkt3orlt,& 8 

savingThro*:Y~ ' 8  

I 

Thh spell QWB tbad8 Of QIlmeto 
stream from the sky over the tuga MS. The 
spell is only effective outdoom and m t ~ t ~  in 
a buildiag or under solid cowr M protected. 
The building or protection may be mlw~ f in)  
hawdvor. 

All exposed creature8 in the area of effect 
(except  tho^ immune to fire) mwt maLs a nvt 

damage of the spell, while thow who maLs tho 
save suffer half damage. The spa11 o a w ~  Id8 
points of damage for every two levalo of the 
ca&x (fractions rounded down), to a mximu~) 
of 5d8. In addition, there is a 50% chance that 
combwtible autorinb in the a s r e f  sffeet are 
ignited, It.rting a d l  fire (altbouJ1 this mry 
suidrly Ipad). 1 

The mataria1 componenta for this rpll M 8 
d l  blowpipe through which ths GMW muat 
blow amadhful of lamp oil 
Nobl: CanmDninOrid Isainsl; olhmvim 

vsry lam. 

ing throw VI. spell. msa who fail N f f s s h  fwI 
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Levsl: 4 
Range: 0 ,I 

Componmk Y S. M 
cMtingTimc:4 
h t i m :  2 rds. t 1 rd/lsvcl 
Area of Effect Ths cadar 
Saving Thmw: None 

This spell WL bs cad h one ofmfonni: a 
warm shleld that protects against o d d - b a d  

Lsvcl:? c 
Range: 60 y&. 
ComDoncn(s: X S. M 
castibpTips:Y!. 
Dumb.-- 
Area of Effect One or mom crsatuns 
SavingThr0W:Nons 

This spell allows the wu jen to c m  ramr- 
sharp pinwheels of fi. When cut ,  tbow jen 



can cast onefire shuriken at lstdth level, two at 
7th-12th level, and three at 13th level or higher. 

The material component for this spell is a tiny 
shuriken coated with pine sap and sulphur. 

Notu: Common in oriental settings; very rare 
elsewhere. 

Fire Stones -Red Wizard 
(Conjunnon) 
(Fin) 

Level: 5 
Range: 40 yds. 
Components: V, S, M 
Casting Time: 1 rd./stone (4 maximum) 
Duration: Special 
Area of Effect: Special 
saving Throw: H 

Thefire stones spell creates special missiles or 
timed incendiaries that burn with great heat. The 
spell can be cast to create eitherfire stone mis- 
siles orfire stone incendiaries, as chosen when 
the spell is cast. 
*Fire Stone Missiles: This casting turns up to 

four small amber stones into special grenade- 
like missiles that can be hurled up to 40 yards. 
An attack roll is required to strike the intended 
target, and proficiency penalties a~ considered. 

Each ball bursts upon striking any hard surface, 
causing Zd8 points of damage and igniting any 
combustible materials withim a 5-foot radius of 
the point of impact. If a sucffissful saving throw 
vs. spell is made, a creature within the burst 
area receives only half damage, but a creature 
struck directly suffers full damage (no saving 
e). 
Fire Stone Incendiaries: This casting turns up to 
four small amber stones into special incendi- 
aries. The stones are most oilem placed, but can 
be thrown like any stone. They burst into flame 
ifthe coster is within 40 fectand speaks aword 
of command. The stones instantly ignite, CBUS- 

ing Id8 points of damage to any creature and 
igniting any ccmbustible within a 5-foot diame- 
ter burst area. Creatures within the area that 
successfully save vs. spell suffer half h g e .  
Allfire stones lose their power after a duration 

equal to one turn per experience level of the 
caster-for example, the stones of a 12th-level 
caster remain potent for a maximum of 12 turns 
after their creation. 

The material components are small amber 
stones, of about half gem-value quality (50 gp 
each). 

Notes: Common for the Red Wizards of Thay; 
uncommon for Fire mages; otherwise very rare. 

Fire Storm - Red Wizard 
(Eweanon) 
Reversible 

Level: 8 
Rnnge: 60 yds. + 5 yds./level 
Components: V, S, M 
Casting Time: 8 
Duration: 1 rd. 
Arca of Effect: One 1043 cube/level 
Saving Throw: !4 

When afire storm spell is cast, the whole area 
of effect is shot through with sheets of roaring 
flame. Creatures within the area of fire and IO 
feet or less from the edge of the affected area 
receive 2d6 points of damage plus 1 additional 
point per level of the caster. Creatures that roll 

damage. The damage is inflicted each round the 
creature stays in the area of effect. The area of 
effect is a volume equal to one 10-foot cube per 
level of the caster; for example, a 16th-level 
caster can cast afire storm measuring 40 x 40 x 
IO feet. The height of the storm must be IO or 20 
feet; the balance of its effect is in length and 
width. 

sucffissful saving e s  vs. spell suffer only half 



Tho maw cpaU,fin q d ,  paothen hub4 
the m a  of d e c t  of a f l n  storm with napect to 
normal fires, and the wnmal lnaofeffcct with 
respect to magical fires. Fire-based creatures 
Rleh as e l c m c n ~ ,  aahmdc& sto., of kr than 
dcmigd statw have a 5% chance pa expfnknw 
level of the caster (up to 95% total) of being 
extinguished. 

The material component Eor this form of th 
spell is charcoal from the cremation of a dead 
wizard. 

Notefi: Common for the Red Wizards of Thry; 
uncommon for Fire mags; othemiac vny m. 

F h  Pack  
(E:voertlon) 
pmvhce:  Flame) V 
Level: 5 
Range: 0 
Canponaus:YS,M 
caBtingTime:5 
h y a t i o a :  1 rd.Am1 
Aroa of Effect: Rdius of 10 y&.Acvsl 
SpvSeTbmw:Nons 

Afin  tmck rpsll crsatcs a fhy lpuk that fol- 

a demtbound folbnvs a SOLmt. Thd ce.nter idslri. 
fics the tfuga when casting tha apcil, eiiher by 
name or by physical description (e,g., "the man 
who SWlO the rpnir'spuns today:' or "thc woman 
I saw wanting the gny eye patch"). A a w k  of 
flame appears harmlessly at the caster's finger- 
tip-thc faiUhl "kound" -for Plc hunt. 

If the target has not been within the wen of 
eff t dwing the last 24 hours, then the f l a  
I& off the caster's fwer.  lands on the ground 
nearbyland extinguishes itself. If the targot ha# 

fingertip and flies toward the target's trail, st&- 
ing the ground as soon as it "picks up the went:' 

along a fuw. In its wake i a feint line of lcorohed 
earth and dust, marking the path of its my. (Tho 
scorch &a are easily wept clean.) Thc flame 
moves at a rate of 0 to 8 for the spsll's durption, 
an chogll by the cutsr. Thefln fmckbums with 
the stmngtb and bri#hhmra of a t d .  It inilkto 
ld6 points of darmge upon h m  who get in its 
way, and sots conkrstibk nartsrinb atlame. (A 
whc wiwd doer ra t  w tun s p a  to imroalig.tc 
burplariss in a cotton warottoure.) 

Thefrrr tmck can be foiled in a numbw of 
ways. It cannot cross wata, and is exiinguilhcd 
in the attempt. It can be snuffed out while in 

1CWI the,p.th Ofagim individld W M 

boen within mge, the flame leaps off the cwterb 

The fire track is l i  a brilliant f*me traveling' 

motion by atrong broozas. bbswine wid, an4 

its time expires, Mere climbing, lap& or 
jumping (even across a chasm) cannot foil the 
fire track, h o w w ~ m d i t u b m y s  pursues in the 
correct 

.p components ofthir apcll are a 
ham f blood from a Sauqui (a &sort 
greyhound), mpped in wax. The wax is melt.d 

Notm Common in arabian 8dtiags; otbrwiso 

h W y & . W t h e ~ ~ * t o t h e  
air ortclcpons, thejlnmreteimia iaplece upti1 

to CBSt the apcll. 

VQY ram. 

(AbJuntlon, Evoertlon) 
(AlcFmuy, Fire, Gum-) 

hl: 4 
Range: Touch 
C-PO=t¶:YS,M 
CptineTimc:ttum 
Duratioll: Until dhchqwl 
Aroa ofE& Objsot tovchcd 
SavingThmw:% 

Fire Tnp 

Any c l o ~ b l c  itam (book, box, bonb, cheu, 
coffer, W f f i  doob drpua, and a0 Wh) C a n  be 
aarded by afln brrp spslLThwpdl irccatasd 

rnppodoMncthaveasoeaudckuumocwdiq 
@l placed upon it (if sucb ia sttampted, the 
chance is 25% that the f i i t  spell fails, 25% that 
the second rpoll fails, or 50% thnt both spells 
fail). A b o c k  spstl doar not a@ct aflre mrp m 
any wuy--ra mon PI the ofhdiag prcy onmu 
o r t o u d t s 0 t h c i r c m , t h a m p ~ ~ . ~ ~  ' 
snd athad haw only half t lm i~  n d  chance to 
detect nflre tmp (by notieing the cfuncter*tic 
markin@ n q w  to cut the +I). They have 
only half their normal chance to remove the bnp 
(fsilurm detonates the trap immediately). An 
unsuccewfhl d@/ does not daonrts tha rpsll. 
ThccpItsrcsnwpupthotrappedobjsctwithartdir- 
charging it, .I) o ~ l l  any individual to whom tha 
spell was specifically attuned when o w ( t b e  
eouot mabodusually involw a Ls]r*otd). Wben 
the trsp m diw- thsrs is an&oaion of 5. 
foot ndiw from the pdl'r center; all muturor 
within tbie nree muat roll- chmwl vs. @I. 
Damage is ld4 poinbpha 1 poin tpor ldof the  
cuter, or half this (round up) for cIclltuIos em- 
c4ssfuuy M*. ( u r & ~ , t h i s w € u d ~  
half damage and Cmatca a -cloud of Itam.) 
Theitratnpp#rlnothanwdbytbh@o#ion. 
To place ulis spell, the caster mu& trace the 

outline of the closure with a bit of sulphur or -It- 

On 8 POht M w b y  ths Tbe b U l  80 
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tbiruviugtimnv8caoh &fulldamgo fmm 
the blast. T b r o  who roll wourful u v i n ~  

oach rewiving h l f  damgo (tho DM roll. the 

full damago or half damage [round fraction8 

throarr manage to dod#e, fill flrt, or Poll addo, 

~ r d s l e s l l f f a a c d c r o r t m e r u f i Q I *  

h ] , & . p l d b g o n w k t h o r c h s ~ d  
& 



normal torch or lamp. This torch is able to readily 
burn hair, paper, cobwebs, cloth, and other flam- 
mables and to deal to others not protected ld6+1 
points of damage per extended contact (ld4+1 
for a blow, ld4+3 for a firm grip upon an unar- 
mored area). 

Note that although this latter application of the 
spell can be visually impressive, care must be 
taken or damage results due to theflamehand 
touching its owner's own hair, clothing, or flam- 
mable oil. Items on the caster's person ignited by 
the flamehand cause him or her normal burn 
&ge. 

More than one hand or foot can be affected by 
a single firebrand well if the caster is of high 
enough ievel. When &e spell is cast upon them,a 
surface area of 6 square inches per level can be 
affected if the appendages are placed together 
(for example, clasped hands). 

Nonliving matter used as a spell focus and then 
separated into smaller pieces (for instance, a 
flaming stick broken or a flaming blade shat- 
tered) does not become many smaller fires; only 
one fragment retains the magical effect, and the 
others do not. Note also that the bearer of such 
everlastingflame is in no way immune to the 
effects (heat, flame, smoke) of other fires. 

The reverse, quenchfouch. requires a drop of 
water as an additional material component and is 
cast upon a limb or object in an identical manner 
to firebmnd, having identical duration and area 
of effect. The effect created is a painless, shim- 
mering black flame that gives off no heat nor cold 
and does no damage. Whenever it comes into 
contact with flame of any sort, however, that 
flame is instantly and utterly quenched. Any heat 
in excess of the surrounding ambient temperature 
is drained as well. 

Normal fires can be extinguished in this way. 
Permanent or longlasting magical (Jametongue 
swod,fire map, wall offlre) or natural (campfire, 
flaming oil) sources of fire are instantly quenched 
and prevented from reigniting or being set off for 
Id4 rounds, determined randomly for each 
instance. Fires of great extent are quenched in a 
40-foot-radius globe per touch of black flame and 
real flame. Fiery explosions within 40 feet of 
quenchfouch dark flames neutralize and destroy 
the dark flames, but themselves dwindle into 
nothingness in a scattering of sparks, inflicting 
only ld4 points of damage on creatures within 40 
feet ofthem (successful saving throws against the 
explosions, such asfireball, halve damage). 

Notes: Very rare spell from the FORGOTTEN 
REALMS setting. Known to be in Shandaril's 
Workbook. 

I.. 
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Fireflow* 
(Altentlon) 
nvud) 

Level: 3 
Range: 30 yds. 
Components: Y S, M 
Canting Time: 3 

Area of Effect: 1 fm 8ou100 

Swing Throw: None 

k t i m :  I rd.nWei 

This spell allows a wizard to contml natural 
fiis by manipulating nndomncss and adjusting 
probabilitiu to cause them to spread and rrks 
shape inmydirsotiwhedmim. O n o e ~  tbc 
wimapoina at any firs withinnngs. Hew then 
c a w  that fire to mow in uqr direction desired 
within spcll range, 81 1- m the t lmw contacts 
mlid aurfact (the fm umc( be rsiacdinthc lir). 

The c u ~ r  must uuinmin conmuation or ths 
d fails. Thc flemes cln be d &t the nte of 
io S q U M  fwt pea m. Thus, if a oartsr affcctr a 
wnpfirc, he could create a flaming line 1 foot 
wide and 50 feet long or fill a 5-foot by I&foot 

The tlunes arc not limited by a lack of burn- 
rble material and can be directalto opmd over 
water, snow, ice, and other nonflammable s u p  

SqWm in a single rnmd 

fsocs. The d a c e  is not heme4 but objects and 
crcpturrs caught m the hmss WTar darmpa as if 
they had stepped into the original fire &urce. 
Thus, a creature caught in flames created from a 
candle will suffer only miaolldamage, while one 
caught in a blazethat originated from a huge boa- 
fur will bd sevmly b e d .  
The material components arc a small paint- 

brush and a pot of pitch. 
Notes: Restricted to wild magcs; uncommon 

(TOM). 

See Zikdan firsform. 
FIreTorm, Zlk.1.n 

Fireproof 
(Abl".tlOn) 

This spdl is cast on objects within the spell 
radius to protect them from ordhsy f i n .  Only 

onetypc of oljcdMnbepmts*a/ lndthat typc 
must be namcd when the qoll  L ert: mytl, for 
instance, ox sails. If the aptllcsstn seeks to pro- 
tect two types of object8 at the same time, two 
scparateflqmwfspcls must be cant. 

The spell prevents ignition by normal f i n .  
Against magical fires it bestows ci tbr  the itan 
saving throw vs. mEid fir0 at a + l  bomu or* 

the obj& is not set afire.-The DM may dccidd 
the degree of damage based on the circum- 
RUICCI; for a m p l e ,  bucning uiL m y  need to 
be cut aww. while a mait m be laved fairly 
i n t r u i f k r d D s d i r t s ~ ~ n r ~ l j .  
qwndlthcflallecl. 

The mptaid conpmnt ir pcrwdcrsdsi. 
Notes: Common for Sea myles; otherwise 

wry me. (updltsd ~ Q D U O O N ~ ~ & I I O . )  

Lwel: 2 
mge: 0 
canpollcnts: K 5, M 
casting Time: 2 
mtion: 1 rd.(lnal 
A m  of EtFeot: 1 ataff 
~ T h m w : N o n C  

This spall a ball of b b  npmS to 
at e ld l  0fammWk.d *, lag, dub, 
or tree limb. The object must be of wood and 
have two disoaaible ends. The wizard omnot 

Thefkaatqgcs a melee weapon that inflicts 
Id6 point# of damage plus 2d4 pointn of fhmo 
damage PQ' ~ U O C S W ~ ~  attack. The ltrff in not a 
t l u & d a r u p o a f o r ~ w h a t ~ i t  
om hi. The stnfTcan be wielded by (~omeono 
d e r  than the .ad can ignite flammrMc 
materials as well as bcingusedi a v a p o a  

The nutorial oomuonentn of this i ~ ~ l l  M a 
pkca o f p b a p h m b r  a fllmc O f r I n y ~ ~  ad 1 
pinch of iron filings. The wooden objset used ia 
not consumed or altered by the spell or ita flames. 

Notes: Rere for Fire mages; otherwise very 
m. Knavnto k in Galtdasurh Oriron. 



Firetrail -Dragon 
(InvocatiowEvoeation) 

b e l :  4 
Range: Any 
Components: V 
Casting Time: 3 
Duration: Special 
Ana of Effect: Special 
Saving Throw: None 

Thefiremil spell w deveiopea oy an ancient, 
and long-dead, red dragon named Thermal for a 
specific purpose: setting fire to towns and other 
settlements that the creature wanted to attack. 
This is a very rare spell, and only a few evil 
dragons arc aware of it. 

The spell must be cast by a dragon while in 
flight. As its name implies, it creates a trail of 
tiny, fiery droplets in the air behind the dragon. 
These droplets fall to the ground at a rate of 30 
feet per round. When they touch the ground or 
any solid object, they burst into flame, each 
burning for only a few seconds but with the 
same amount of heat as a burning torch. This 
fire has an 80% chance of igniting anything 
flammable (usual modifiers apply for wet mate- 
rial, etc.). The length of the trail is 40 feet per 
effective level of the casting dragon. Thus a red 
wyrm (effective level 20) could create afire- 
trail 800 feet long. 

While the trail is still falling, it can be dis- 
rupted by spells like gust of wind or by natural 
winds. These effects won’t prevent the droplets of 
the trail from reaching the ground, however; they 
just spread it out, possibly enhancing its effects. 
(The DM must carefully adjudicate this depend- 
ing on circumstances.) 

Although the spell’s main purpose is to f i n  a 
town,firetrail can also cause serious personal 
damage. Anyone under the firetroil when it 
reaches the ground is struck by ld2O droplets, 
each of which inflicts Id2 points of damage (a 
saving throw vs. spell for half damage is allowed). 
Any creature foolish enough to fly through a 
descendingfiretmil is struck by 3d10 droplets, 
each inflicting Id2 points of damage (save for 
half damage). 

Notex Restricted to dragons; known only to 
a few evil dragons. (Updated from DRAGON 

Firewater 
(Alteration) 
(Alchemy) 

Level: 1 
Range: Touch 
Components: Y S, M 
Casting Time: 1 
Duration: 1 rd. 
Ana of Effect: Special 
Saving Throw. None 

By means of this spell, the wizard changes a 
volume of water to a volatile, flammable sub- 
stance similar to alcohol and likewise lighter than 
water. If this substance is exposed to flame, fii, 
or even a spark, it will burst into flamw and bum 
with a hot fin. Each creature subject tofirmuter 
flamc suffers 2d6 points of damage. 

The caster can turn 1 pint of water per level 
intofirewafer, to a maximum of 10 pints. If 
poured on a non-porous surface, such as a stone 
floor, a line 1 foot across and 1 foot wide per 
caster Iml can be created. If ignited, it burns for 
an entire round. 

Thefirewater created will evaporate and be 
useless within 1 round, even if it is securely con- 
tained and seal& so it must be utilizcd (ignited) 
the round after its creation. 

The material components of this spell are a 
few ,gains of sugar and a raisin. 

Notes: Uncommon spell. 

First Strike 
(AltenUon) 

Level: 2 
Range: 0 
Components: Y S, M 
Casting Time: 4 
Duration: ld4 rds. + 1 rd.ilevel 
Area of Effect: 304. radius, 1 crealure/level 
Saving Throw: None 

This spell causes a number of creatws within 
30 feet of the caster to automatically gain initia- 
tive in the ensuing combat rounds. The dweomer 
docs not hasten the casting time of spells. 

Individuals under the influence of afirsr shike 
spell must mnain within 30 feet of the caster; if 
they venture outside this area, they lose the 
effect. Re-entering the spell area does not rein- 
state the effect on those individuals. 

If both sides in a battle are affected byfirst 
strike spells or an individual is using a weapon 
such as a short sword of quicknt~s, initiative is 
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The material components are bits of-fish 

Notes: Restricted to practitioners ofpluma 

WhilethcspeUisin&W,thcwizardcannotcam 
aoalcs. ape118 requiring aormtic cxmpmm& 

Nabrr: Uncommm 8 p U  (i%M). 

Fbt of the Adder 
magic (the M d c a  &ti@; oommon. 

See Ongcldynb fist. 

ssc desert fut. 

V 
f i t ,  Ongeldyn’s (-w 

Fiat of Sand Range: 0 
Level:? 

Cmmnmt8: S. M 

Flit of Stone 
(Alterrtlon) 
@ad) SavingThr0W:Noae 

Lcvel: 1 
huge: 0 
Componcats: y S 
CkhgTime: l  
Duration: 1 rd./levcl an*bhsad 
Area of Efhct The M s s b  hand 
SavingThr0W:None 

Upon completion of this spell, one of the 
caiterk hands (hi8 choice) turnu to s-0. It is 
flexible and can be used to punch, smash, or 
crush objecb and opponent8 u iftbc wizard hd 
a Strengthof 18/00. combrt bonuws for Strength 
apply only ifthc Cater UME his fist u a worm. 

Aru. of E* The outerb ltllll 

Thefit  of the d e r  in a drcldcd attack spell 
Praaicedmostoh by memkrsofthc Red Eycl 
w€carau ac&Iy. The Flat cpvlslthr Caterbm 
to clonptc into s wrpentinc tentacle. tipped by 

T h c a m m M L s o u ~ i l p t o 5 f a t ~ a f f s r  
level, whippiql about wildly md itrikiag with 
dsdlywclmcy. The cartorut&akswiththe ann 
an a fighter of ths llllllc Isvsl; md thefrsrofthe 
adder an atdm nahvn c¶ly rfFwtcd by nugi- 
cd w a p o ~ .  The attack inflict0 ld4 drmrw per 
lcvcl of the casta, to a meximum ofi2odrl. 

Iftha castar ie 5th Iml or mom, a uumaefu~ 
strike dem iqootl Ppoilon ( m e  or die). 
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b Fimquonoh 

At loth level, this becomes a m  E poison (save 
for 20 points of damage or die). A saving thmw 
vs. poison is allowed against the poison. 

The material component of this spell is a shed 
skin of a poisonous d e ,  washed in tears. 
Notes: Common for mcmbsrs of the Red Eye 

sonmun d e @ ;  othmMc very me. Virtually 
unlmown outaide umbie~ mttinga. 

hmtion: 4 Ida. 
Area ofE* 4o.A. rsdius spdwfc 
S*Tbrw:spccid 

~ , l l  e&@alw fm and prarsatrcom- 
bu-le -a from igniting. Normal fues 
Rich u b w  -8, cunpfms, wen burning 
tncs or Fhdched roofa simply out whcn the 
J%v-hmLcut. 

Fire-hsed Ipetls receive a saving throw to 
resist being cx!hguidd; this is a Id20 roll equal 
to or less than thc spell l m l  (a wall ofm spell 
survives on a roll of 1 tbrougb 4). 

Magical items that c a w  fire-based effects 
save as 12th-level wizards, unless the item 
description specifically state6 otherwise (for 
example, a wand offin saves 85 a 6th-lsvcl wiz- 
ard). pdlurs means thc fm-causing functions BIT 

neg&+for thc spellb duration. Fire-bad cma- 
tures. such as those from the Elemental Plan0 of 
Pi, rcceive a normal wiq throw w. spell; fail- 
ure mans the mature loses the ability to cause 
fires for the duration of the spell. (Note that WE- 
ondary fires caused by the ignition of com- 
bustible materials by fire-based attacks are 
normal, not magical f i s . )  

attacks from taking effect. Normal fires are 
blocked; magical spells M negated unless they 

ld20). The am of dfcct is immobile mos thc spell 
is opst, it can’tbe moved or travel with thc caster. 
This ca~ting is the only way this spell opll &fend 

The material component of Fistandanttlw ’J 
finquench can be a piece of ica, a cupped hand- 
ful of water, a pinch of sand, or a drop of the 
castah QittlC. 

Not-: Restricted to Fistandantilus and those 
h k d  by him. (updated s o m D R u ; o h r ~ , )  

Thin SpSU caulbe cant on an -to prnant f i  

rmLethsspcoidavingrtuow(apolllsvclorlc 

againn fmwed lpells of inatan- mmriQ 

1 

FlameArrow 
(Coajluatioa/Summodag) 
(Alchemy, A*, Fin) 

Level: 3 
Range: 30 yds. + 10 y&./lml 
Components: Y S, M 
Casting Time: 3 
huation: 1 Id. 
Arca of Effect: Special 
SavingThrow:None 

This spell has two effccts. First, the wizprd can 
c a w  nonnal m s  or crossbow bolts to bsamrs 
mngicaljkrrning m i s s i h  for one round. Thc mi+ 
silca must be nocltcd and drawn (or cocked) at 
the completion of the spell. If they M not I d  
within one round, t h y  are consumed by the 
magic. For every five levels the canter has 
achieved, up to 10 arrows or bolts can be affected. 
Theamrwsinflictnomraldsmags,phu,1pointof 
fire damage to any met struok. They may also 
c m w  incendiary damage. This version of the 
6 1  is lllcd most o h  in large W S .  

The scoond version of this spa11 enables the 
caster to hurlflety bolts at opponents within 



range. Each bolt inflicts ld6 points of piercing 
damage, plus 4d6 points of fire damage. Only 
half the fire damage ir infiictod if the creature. 
struck successfully saves vs. spell. The ca t e r  
rrosives On0 bolt for every five ClrpaiDnOe lsvclr 
(two bolts at 10th level, thee at 15th level, etc.). 
Boltsmustbeuacdoncma~~within20yards 
of cach c4hermd in front of the wizard 

The material componwta for this spell aM a 
drop of oil and a small p i a  of flint. 
Notes connnon spell (PHB). 

Flame Chaw 
(E-tlon, Fb) 
(F*.) 

Level: 7 
Range: 30 yda. + 10 yda.flevel 
Componsnts:YS,M 
Casting Time: 3 
Duation: 2 de. + 1 rd.ilsval 
A m  of Effsa: Special 
SaVingThmw: x 

Upon casting this spell, tho wizard causes wy- 
cralflamepaths to form on the ground, which 
then pursue target creatures chosen by the wiz- 
ard. Those caught will be engulfed either in a 
flame column or aflame bunt, ne descritcd lator. 
This spell is likely to c a w  many small incidental 
fires. Theffi arc normal, n ~ & d  fua that can 
be extinguished by nonnal means or allowed to 
bum out. Croplands, dry forest, pnsslanda, and 
similu arena might burn uncon~ll.bly. 

Flame Path: The spell creates oneflamepath 
for every two lcvols of the caster, to a maximum 
of six paths at 12th Iml. Tkc 3-foot-wide paths 
begin 3 feet from the caster and oach travels 
straight toward one target creature. To target a 
orenlure, the w i w d  must be aware of it, it must 
be in range, and it mnst be in contact with the 
ground when the spell is cwt. Aflanepeth can- 
not be sent n g h t  an object. 

l?ach/lameprth wvclr at a rate of 24. The firs 
docs not require combustible materi.1 such M 
wood, p a ,  orwesds, it can tmrcl ovcr bare out- 
door or indoor surfffies. It can m e 1  across any 
surface except water, snow, ice, and other wot 
s u r f f f i ~ .  Aflamepath is able to climb a d c a l  
surface of less than 45O, u long aa the mufffie is 
wide enough (3 feet; a rope, for example, is not 
wide enough). 

Combustible items in the flame’s path must 
save vs. magical fire or he set ablaze. The 
flame p o d  continues to follow the target crea- 
hue until the creature is caught, the spell ends 

or is dispelled, or until the creature croam a 

geted crcatureb caa@t in the fluneb wny M 
burnad for 166 point# of damage (save for hrlf 
damage). 

Fbnw colunvt: M e n  .path catch ita target, 
the cmahln is engulfed in aflame cdumn md 
t&es M6 points of fire damage immediately, 
plus bd6 pointa of damage per round for the 
remaining duntien of the spell. Tboflame col- 
umn st.ylwiththoasrturs until i t h o u t o r k  
dispelled. Items engulfed in the column mnat 
saw vs, mgical fua orbs dMtKlyd. 

Flame Blast: Thosb outdi&aoing the p m -  
ing flamos 01 who wade theflame cofuarr by 
crossing a wet surfaces face one mom danger. If 
a target creature is within 10 feet of the end- 
point of thcf lmepath  after the flames have 
moved for the round, and if the h c r  are 
uwb% toclose the distance due to the wen- 
tureb rpsod or an obstruction, then the flames 
leap to the creature instead. Thisflame b k t  
causes double the normalflame column damage 
(6d6 points) in a burst, expending tho path’r 
remaining power immediately. Crcatures and 
items caught by theflame blast IOM vs. spell at 
a -2 penalty. 

Optionally, separate initiative roll# can be 
made for each flame path to determine when it 
moves during the round. Aflame Most always 
oooull at the d o f  L roUnd$ aftmall utoGk# and 
m o v n t l s l l r r ~ ~ m d s .  

The material components for this spell are a 
small pouch filled equally with lulplmr d cod 
dust, a live calrrpillar, and a live firsfly. AU am 

N O W  Uncommoll for Fire mag-, otherwise 

nufaor w h ~  the p th  C l l l w I  f o l l o ~ .  NOII-~U- 

cxpmdcdintheoutillg. 

very rem (updrtcd fmn DRKKW MgaZiM.) 

(EWatb.) 

Lsrrsl: 2 
Range: Touch 
Component% c! 9, M 
cIstiDgThw:3 
hurtion: 1 r d . A d  
A m O f ~ C r c l t s l l f l u n s *  
Saving l l m x  NOM 

Flame Dagpr - Red Wlavd 

This spell www aM.zLIBrayofmd-hotfirs, 
1-foM bag$ to spring frmn tho -b hmd. This 
bladelike ray is wieldsd a if it % m e  a b. If 
the wtcr mnawnfully bits with theflame abgger 
inmslse, the asrturc ltruoksnffcn 1 w 1  poina 
of damage, with a damage bonus of +I  if the 



creature is undead or is especially vulnerable to 
fire. If tho creature is protected from fire, the 
damage inflicted is reduced to ld4. Fire dwellers 
and those using fire as an innate attack form suf- 
fer no damage from the spell. 

The flame blade can ignite combustible mate- 
rials such as parchment, straw, dry sticks, cloth, 
etc. However, it is not a magical weapon in the 
normal sense of the term, so c reams  (other than 
undead) struck only by magical weapons are not 
harmed by it. This spell docs not function under- 
water. 

The material component is a pinch of iron 
mixed with a pinch of sulphur. 

Notea: Restricted to the Red Wizards of Thay 
and those trained by them. 

Flame of Justlee 
(Necromancy) 
(Province: Flame) V 
Level: 6 
Range: 10 yds. 
Components: Y S, M 
Casting Time: 1 hun 
Duration: IO rds. 
Ana of Effect: 1 target 
Saving Throw: Special 

Theflame ofjusfice is a more powerful (and in 
some minds, more twisted) version of the Ist- 
levelfire frufh spell. It is cast in much the same 
way, using a lit candle to determine truth or false- 
hood. However, the spell has two important 
changes. 

First, this spell causes part of the target’s body 
to burst into flame for each untruth spoken. The 
first untruth inflicts Id4 points of damage, and 
each additional untruth inflicts ld6. There is no 
saving throw against the casting of the spell, but 
for each untruth told the recipient is allowed a 
saving throw vs. spell to halve the damage. Dam- 
age still increases with each untruth the result is 
Zvided by two. 

Second the ideal of “truth” is subiective to the 
caster, noi the target. If the caster b&ves some- 
thing to be true, even if it is incorrect, the target 
suffers the effects of telling the (unappealing) 
truth. Telling the questioner what he wants to 
hear is an excellent method of surviving the spell. 
Ignorance or silence is not a defense if the caster 
believes the target is hiding something. Half- 
truths and outright lies can span the target, pro- 
vided that the caster believes in them. The DM 
must adjudicate in such situations, but only the 
evil and black-hearted rogue would choose to dis- 

believe everything said only for the purpose of 
inflicting damage. 

The spell is limited to 10 questions or IO 
rounds, whichever comes first. An attack on the 
caster breaks the spell, provided the attack 
inflicts damage. Theflame ofjustice may aid a 
local ruler in hying someone accused of a scrious 
crime, although in gentle, civilized lands, fire 
mrth is prefmd. Mages of the Truc Flame (wiz- 
arda who follow only the province of flame and 
persecute wizards of all others) often use the 
flame ofjustice to extract confessions. 

The material component of this spell is the 
same as that for fire truth-a candle made of a 
rare form of desert bee’s wax. It costs 300 gp 
ready-made. and is available only through holy 
men (usually of the moralist faction). The wizard 
can make the candle himself in a week, after 
investing 100 gp in the raw materials, if these are 
available. 

Notes: Common for the Mages of the True 
Flame; rare for others. V i l l y  unknown outside 
an arabian setting. 

Flame Ray 
(Altentlon) 
@*e) 

Level: 2 
Range: 0 
Components: V, S 
Casting Time: 6 
h a t i o n :  2 rds. 
Area of Effect: 20-fl. long x a-n. a m .  cone 
Saving Throw: X 

This spell is a stronger variation of the burn- 
lng hands spell. The cone of searing flame is 
projected from the caster’s forefinger. It inflicts 
ld3 points of damage, plus 2 points of damage 
per caster level in the first round, to a maximum 
of ld3 plus 20 points of fire damage. In the sec- 
ond round the ray inflicts half damage (rounded 
up). A successful saving throw vs. spell halves 
the damage in either round. Theflame my cone 
extends 20 feet, to a 5-foot diameter at its 
widest end. Its relatively long casting time is 
unusual. 

Notea: Very rare spell. Known to be in the 
Book of the Silver Talon. 

Flame Shroud 
Aka shroud of flame. 
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thmvs each round. 

p h o s p h m  or saltpeter. 

virtually unknown elsewhm. 

Ths mataial component of this spell is a bit of 

Notor: Rare in the FOROOITBN REALMS setting; 

Flamestrike, Fhmaterd’s 

Flaming Blade, lenser’a 

&e Flamsterd’s flamestrike. 

See Tenser’s flaming blade. 

k 2  
e: IO yds. 
ponents: Y S, M 

ummg Time: 2 
Duration: 1 rd.ilevel 
Area of Effect: Sphere, 3-A. radius 
Saving Throw: Neg. 

Afkrming sphere spell creates a burning globe 
of fire within IO yards of the caster. This sphere 
rolls in whichever direction the wizard points, at 
a rate of 30 feet per round. It rolls over barriers 
less than 4 feet tall, such as furniture, low walls, 
etc. Flammable substances an set afire by con- 
tact with the sphere. Creatures in contact with the 
globe must successfully save vs. spell or suffer 
2d4 points of fii damage. Those within 5 feet of 
the sphere’s surface must also save or suffer Id4 
points of heat damage. A successful saving throw 
means no damage is suffered. The DM may 
adjust the saving throws if there is little or no 
loom to dodge the sphere. 

The sphere moves as long as the spellcaster 
actively directs it; otherwise, it merely stays at 
rest and burns. It can be extinguished by the same 
means as any n o d  fire of its size. The surface 
of the sphere has a spongy, yielding consistency 
and so does not cause damage except by its 
flame. It cannot push unwilling creatures aside or 
batter down large obstacles. 

The material components an a bit of tallow, a 
pinch of sulphur, and a dusting of powdered iron. 

Notel: Common spell (PHB). 

Flaming Weapon, Avissar’s 
See Avissar’s flaming weapon. 

Flamsterd’s Flamestrike 
@vocation) 
(Flro) 

Level: 4 
Range: IO yds./level 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: Special 
Area of Effect I creature 
Saving Throw: H 

This specialized fii spell can be used both as 
an attack and as a guardian trap. In either case, it 
affects one creature only, its flames appearing in 
a roaring spiral around the victim for one round. 
Theflamestrike inflicts Id12 points ofdamage, 
plus 1 point per level of the caster, and is a men- 
ace to clothing, carried items, and other exposed 
flammable materials near to the victim (item sav- 
ing throws vs. magical fii required). 

When used as a trap, Flamsterdbf7amestrike 
must be cast on a small piece ofmetal (typically a 
coin), and a series of specific triggering condi- 
tions (quivalmt to those of a magic mouth spell) 
uttered. The trap is then “set” to activate when the 
conditions are met. It can be magically detected 
as a trap only if the detector is specifically con- 
sidering an action that would trigger it. 

The conditions involve disturbing the coin or 
piece of metal, and the dwwmer can wait indcfi- 
nitely until the conditions are fulfilled. Condi- 
tions that do not involve disturbing the coin are 
not valid and c a w  the spell to fail. 

If a dispel magic is cast on the coin before the 
trap is triggered, the spell is immediately dis- 
persed without taking effect. If several creatures 
fulfill the trap conditions, only the first to do so 
is affected; if sevcral do so at once, determine the 
affected creature randomly. 

The material components are a pinch of salt- 
peter, filings or a small piece of any metal, a 
piece of phosphorous, and a pinch of ashes. 

Notes: Rare or very rare spell; originally from 
the F O R O ~ N  REALMS setting. 

(Abjuration) 

Level: 2 
Range: Touch 
Components: V, S 
C a s t i n g T h  1 rd. 
Duration: 1 dqAevel 
Saving Thmv None 
Area of Effect Creature touched 

Flann’s Finery 



Using Flam k f l n ~ ,  a w i d  (or other spell 
recipient) can resist dirt, blood, meat, a d  other 
undesirable substances that otherwise would soil 
their pereons or clothing. Although this spell in 
no way protects an individual from damage d w  
to acid, disease, etc., it bops him looking good. 
It preserves maal itans from rust andtun*h and 
keeps clothing from tearing or d n g  thin. The 
somewhat fussy wizard Fknn dcvelopsd Flann 5 
finery to keep an appearmce of nobility wen 
while f w n g  or tnvchg. F l m  h a y 8  inoludcd 
this IU a mmd.topy part of a studenr’l npellbook 
t o I n a i a t n i n ~ ~ O f d e o o r u m .  

Notu: Uncommon or rare spell; originally 
fiom the MYSTARA wing.  

@wcatlon) 
man? 

Level: 1 
Range: Special 
Components: V$ S 
CaStingTims: 1 
Duration: Instantaneous 
A n a  of Effect Spcoial 
Saving Throw: Nom 

This spell is typically wed for long-range sig- 
naling outdoors. It produces a streak of intcnne 
light, of a color chosen by the caetnr, that shoots 

the casp’n index finger and remains visible for 
about six seconds. It is equally visible in daylight 

12 miles. 
Aflan can be used to indicate the position of 

the wizard and his party, or it can be used to 
(nasmit simple msupes. S i m  theflare b color 
is conrr~llcd by the canter, a simple code c m  be 
devised for signaling between an army and its 
scouting parties. For inrtanco, a red flm might 
indicate that an enemy is near, a yellow one 
might mean that the enemy is retreating, a green 
one “all char,” and M) on. 

Theflare is otherwise harmless and has no 
effect on crcaturos or objects. Its vertical ascent 
is stoppcd by any phydoal barria. 

Natcr: Very ram. Kmwnto be inthcFin-Eyrs 

strai&llt up into tho air ssveaal hundred feet 5vm 

Or darlmosl, and Oan be from 86 far aWay 111 

S C d l J .  (UpCLtsd fmm&4QQN~#SZiMs.) 

Flash 
(Altentlon) 

Lowk 2 
Range: 0 
C W T i a S :  1 
Components: V$ S 
I)rartion: spcciel, mrximum 2 rds./lcvel 
ku of Effect: Thin Innms, 90 feel long 
s a b l g m * i r l  

By -of tbia rpell, the canter can reluss a 
s&s qf flubjlo, mwlti-colored b w n s  of light 

Iha c~~~&~gawatw  two light beams for each 
level of exporicnco. These can be released as 
*sr Ukce pa round 01 as slowly u one per 

OP feet Ian& They are stopped by physical 
objects, vkurl illwions, md  my magid force 
lpctl of 4th l m l  or l a t e a ,  such u nfnor globe 

from& r e i n n  d d h g  d i e .  

nnpd. The bsans can be of any d o t ;  they M 

ualess the o r ~ t u t e  makos+* ruccamt i  saving 
throw ve. pardyam * .D.ztkdacatumsroocivo 

z l d  Multiple 0rP.turr am k, Badpd p d & d  
they M within 10 i taafsach 0th. 

The cuter oan Ure actions other than qdl- 
casting during tiwound in addition to tho d.z. 

Nom: Rare spat Known@ be inb4plS Z&t. 
ding e m ,  and od sed &is npcll at will, 

F h h - R d M  
Red R?zadspsU. ace flarbbrmt. 

See Nyalul’l thh. 
Flasb, Nyltul’~ 

J k I 
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F 1 . r h b ~ t  - Red Wizrrd 
&voatloa) 

hl: 3 
RaUgo: 10 ydI.llsVs1 
c o m p n e n W y S , M  
cMtingTims:3 
Duntion: Ins- 
Area of Effect: 20-A. radiw 8phcm 
s.vingThmw:Special 
This lpsll cream abliDding fl.sb of light. All 

sighted orsatural caught in ia LL'C. a looking at 
tbc e m  when it goes off are Mhded h tbhslwr 
round. Further, they must aylrs a swhg throw 
vs. spell; failure blinds a creature for ZdlO 
rounds. Blinded creatures have a -4 penalty to 
attack rolls. Thief sLilla requiring sight are at 
-20%; nonwapon proficicncica may be .ffcded 
at the DMb option. 

Forewarned creatures can avoid the effects 
merely by closing their eyes if in the area or 
avsrtiag their cyes ifnot intha OM. 

Nates: Common for Red Wizards of Thay; 
othrrwiwvsryraro. 

(rutcntlon) 

LaVcl:l 
Rrmes:O 
c h n p m m :  y s, M 
CMtingfimC: 1 
Dunuioa:3tumdlcvcl 
Area of E-. Beam, 30 A + IU W I ~ I  
Saving Throw: None 

FI.lhligM 

This ape11 generates a beam of light a few 
inches in diameter. An opaque object can Mock 
the bcpm. The wizard CUI turn thebsunofFand 
on, hutrdy, at will. 

The beam is not equal to sunlipht, but it CUI 
dinorient a light-ssnsitive creamre (~Kw, &nv, 
duegar, svirfneblin, mind ilayer, etc.) if played 
840811 tha mmreb face. ~OrSahlrepormUnd 
CUI be so afkted andmum (IPM vs. Spsu. Fdm 
n m m m t h e ~ ~ s ~ i t s ~ ~ f o r  
light for ld6 roundn. A thiefhidw in WOWI 

h i d q  and in dasasd iftho roll hilr. 
Any magical darkness cast again& the w i d  

for tbe purpose of extinguishing theflaxhllght 
will do M) andis expended. 

The material component for the spell is a 
dozen dried fmflies. 

Notes: Very rare spell. (Updated from 
P0~rnZDRO"ewszine.) 

who might be cpught bytb baamrmut d for 
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M 3 r d  Round: Tho victim must u v e  vs. 
brsr)l weapon OC low 2d4 p o b  of cbrimu The material component for this spell is a 

m e .  rn foathu from a flightha bird, suoh as an adlu . 
379 



V 
Rsnpc: Touch 
Cnnponcnta: V, S, M 
casting Tm: 1 turn 
Duration: 1 rd.llwel 
ArcaofEffsor: The caatsr and 1 oreeims 
Saving Thmw: Neg. 

This spell enables a wizard to W t o h  fsces" 
with another cmature. living .I dead. It hs no 
d f s a o n t b s i w h a d . T h a ~ ~ t h t w c h s d  
iadividPllbfrdrlfMhuCI,Wmc~gina 
the cadorb. T& cahcr must be able to me the 
feuwe1 bs mtRdl to aculma 

T h s c r s r c s h ~ g a i n a n y m y ~ w ~  
(or diubjlitiss) uuoci.ted with hbmw h. For 
example, if he copia a medwb f iehhe  ws 
none of the creame's g w  .tt.oLs. Likewise, if 
be copies a bliid mm'l face, he d l  rcUinr his 
normal sight. Tlw m is &oLsotrubuut b, the 
blind m n  remains lightlcsc despite hi8 "new 
eyes." Both individuals retain their notma1 
voffiw, a* well as height, bodily appanMCC, 

Flesh mirage compmsntn for any unuud  
restriction that b new visage might otherwise 
c a w .  For instance, wen if the ortsrb new face 
h u  no apparent breathing holes\ he UIL still 
brsrthcnormalty.Andewnifhiaacarhcsharno 

Thef luh mirage serve# M am effwtivo dish 
guise. It docs radiata magic, howwar, wid& ir 
idmtifiDbls M part of the Neoromrncy w h l .  
Magic8 that dotact or remove rpslh oftbe i h -  
si& schooi-nuch as banlah dude, &&pal i lk-  
ston, o r w l  m i w e  & not afftct this - 
j7eah mlmge is not illusionary. DLrp.I prBi0 or 
d a m q y ~ o s r , r a s n S t b s s f I b c t l O f ~ l r p s l ~  
~ & f a c o t o i b ~  
An unwillii mtllm touohcd by the a d a i s  

allowed a raving h o w  va. spoll lo avoid the 

ply fmgo tha laving throw. 

Imowlsdgs, SpoUI, a r d w  .Hlitica 

lppucplt OyCS, hs CBll dl W M hc did-. 

tnnslasnoc. As unul, LI WilliOg tprra OYI sia- 

J 
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wlth thir @,a W h d  m & 8ah 
of aqr one l iviq mentum, kavins it a aps0l.l 
animated skeleton unless a succeiuful savin8 
throw vu. ape11 in mda. T k e  living slsloteau 
mmrOicsllywcdfrributomnot~aout 
spells. The creature can be oontrollod 18 if 
UadrrQ but sinm it inpottrnlyrmdsdit enmot 
k hvasd a blrstod out Ofeximnw by a priedth 
turning ability. Tbc sffoots of tbii spell C~EL bo 
negated by ita reverse, or by csrting first P 
rumow curse s p d l  rad then ad4pslurglc spcll. 
No ly8tEIU shock roll M required. Restastion 
tapuira5ro\mbpor~HitDieOfthOCIC+ 
bncmaoxed. 

Thim spell ha8 r l ignme~rope~eusr ioas  M 
dcoidedbylheDM. 

The weno, atr tojlexh. clother in llerh (a 
term including mwcbn, inner -, h i o  til- 
sue, etc.) any oae baing turned into a “living 
&doton” by the$exh to atr ~peU. mtoring tho 
M y  to its orighal appearance lad  abilitiea 
(slain special skeleton8 simply turn into dead 
badis). 

N e € m R c s c r i c k d t o ~ ; n r r . ,  

RonradJbrs. se8 stonc to flesh. 

h k  5 
-0: IO a.nwe1 
componnas: v, s, IIA 
cll8tingTime:z 

J 
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would; the spell docs not iotsrfnslaith nemal 
a w i m m i  or mownunt, ewn if the recipient i i  
diving or swimming downward. However, an 
individual who stops swimming floats toward 
the mnfaw. Tlwrearcno ill arcCrr of this rapid 
rim(.mgmt*sl eftkc original dep(h. Theflocrt 
~ U ~ h l b W t b ~ w i c h c h s ~ -  
mine proficienoy, but it keeps m~it-Wt4i~~ 
otOll(lll.0nth Wfica,*- upon- 
sible, at Lou3 & tBs lpell woln off. 

A o u t a ~ U I O b j e c t h u t c d o E ~ a S r -  
two call rrccsrlw& float a wightof up Do 10 
poundspmclrpsricacs bvel. (Tbisiahakthau 
LiftinBaomtue,utlohtbeaybdmdyroma 
d l d t  buoy&) PotoxaI&, an c x p a h c d w i p  
a d  mi& wsj7mtoui8e a-clcrt Born 
tbeleafloa. 
T b  material component offlour u a bit of 

~ T b s w i m d b i C w d a R o h O u i t ~ ~  
illg che @I. 

Notw Commoninarab*nnUiug& m y  me 
clmwhm. 

Fb.(Lng Dbe,Tcn8er% 
s.. lknYrbtlMtiItgdi8c. 

m 
(-tW 
Lcvsl: 3 
Range: Touch 
(2mpoma:YS.M 
CIUtiug Tim: 3 
Duntion: 1 aunnevel+ ld6 turns 
A m  of Effsa: Cmnm Whed 

NOIE 

11 enablea the wizard to bestow the 
powcr of magical flight. The creature rffcotsd kl 
able to mwe vertically md k&mtaUyat a rue 
of 18(halfthatifascendiq,twiccth*ifdcwad. 
ing in a dive). The msnsuvcmbility das dtb 
mentum is B (le0 degrwa or lesr of in a 
m d ) .  U6ing thefi spell rcqui?es an muckan- 
Oenhrtion a8 wallring, M) most spells can be cart 
d l c  bvering m moving slowly (rnommnt of 
3).~Poporsible combat penaltim while tlying M 
kmmtothe DM (foundimth "Aorid combt" 
lcctioa afChaptar 9 of the DMG). The c-%aot 
duntioa of* spell is ahwym luhKrmr to Um 
Ipdlouta,utbevari.bbadditionu~ 
ebytbm. 

"he mrter*l componmt of the& spell is a 
winghthaof8nybird 
m. %ntaca @l (FHB). 
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Thc fist C a n p d h a J  OIU of tlma tssla: 
It cangrab small falling or floath#ubjedt6 

no more than 1 Ib. rad c#ry such 
up to tu0 rounds. Thc fist docs not 

have the inength or the dexterity to remove 
itma that are tcthsrod, secured, or s b & t l 1 4  or 
totake items fromarroatursbgmp. 
The fut Can pluhorllsp anoppooat. CaIlIkg a 
-1 pmel@totlle crsrtprsbaaxtschoL. 
Thc fut OanphysicaUy amclian oppcmt, with 
the cutcrbTHACO and a+2 bonus, e 1-2 
poinu of damage. (It is not considend a mis- 
s*, nmgical or otharrvise). 
The fat cmnotpemtmte mud objects or* 

through walk offitw m mtim8gic burion. It 
un be datmysd physically 5 poincr of dam- 
age. Ita AC is 3 if invisible, 5 if the attucker un 
see it, Destroying the fist does not &sot ?he 
w8ter. 

othros to me it). 
The hand ha8 a movement rate of 12, but it 

cuter. It can h e x ,  rwoop. ud dive u the mead 
command of the caster. No concentration ia 
rsquirsdto nuinminthe fia; it m follow a wiz- 
u d  u he moves and fighu. If the w i d  cam 

The flying fist is rocordcd in mom ancient 
tomoc as Alclmer 'sflylngflrl. Alcimer was 

CSdh 
wcrst widely. Soaq 80 mny-uon Wps it 
tbu they droppod A l c i i b  nmm Bmm the citb. 

N e t w  Uncommon spdl fmmtlmPo?.wrm~ 
REALM -; knmvntobe inLMho5Ldbrpm. 

muit r ewin  within 10 yards per level of the cxtmmdy pmud of the wll nnd I' 

another *I1 m L kmckd \1DooDmiouI. the fuc 
d i u ~ ~ .  



f 

FMnn Jnmblur 

Ran@: 10 *A& 
Compowntr: V, 8, M 
C- Tims. 2 
Duradon: 3 & + 1 rd.Aml 
Arsl of Effoct 1 item 
SavhgThmW: None 

This spccializnd magic CPllMds a wipvd to d 
abkubDfta+tagatLiksakawklftaradascatrat. 
~dwapo l l cwi th i sc t .LbLdeawa l ,Nch  
an thcjambiya, W e ,  dirk, &ggm,oad thc hldo 
omwd by a sandjamblycr &pcll. OthOmMa, the 
weapon can ba of any type. If the ca& in not 
familiar or proficient with it, attacks arc lnrds 
with thc usuJnucopanalty (-5 fnrrizanh). 

To caatbuspell, a WiWd- aa innnu+ 
tion, b o l d s t h a C b o s c n w ~  in brad, b on 
it, then thrown or rel6nca it. Tb c.rter directs 
the cnch9nted wwpoa .e*nrtaspm?if% iudivid- 
ual. Ths weapon flis about to amok that oppo- 
nent at a diotmcc. The cuter can c i u q e  the 
target as long as the spell is maintained. In any 
caw, he must he able to sce his ta%a; thewcapon 
cannot fly without benefit of his sight. 

The caster can move the weapon 60 feet per 
round. Tk weapon strites once per round with 
the cumk namrl WCO (and nmprtWoqcy 
penalty, if applicable). R boaat8 a +2 bosus to 
attaqk rollrlnd i n  conridered 8 +Z m8@d 
wcspoll € u r ~ o f w h a t  item s*. Rf \bs 
blsde w M m & d  &he this p l l  Iwcrat, add 
tbJ0 bsluplcl (c ita d bonuws.) 

~ i m w u ,  Mat-I ,  to amjnimuln of 1. 
wbitcmlrmt#LphswsrpdahksSnAnnorClrss 
of0 md is ooasidasd bhrva i2  Bit points. If itk 
rcduoodtoOoritwerhitpiat&tbggwlkends, 
butthe-UWhlWdh,&&UU&& 

WPn. 

mch fine control of the 
Both version6 of Mi t b b . M  

tbnl%tp.a 



d w c u n a ~ .  

IlmoQg QIowsopsbb of 0- a prll O E t M  
lml. 

(updatalfmnD”hhgdlIV.) 

Both vcnions of this spell M f W y  common 

Note#: Restricted (0 dragons; naoommon. 

u*) 

Levol: 2 
Rsngs: 10 yds. 
c m :  v,s 
C4MtitUTimo:2 
Durntim:4 rds. + I rdj4ovsl 
h o f E m B p c c i P I  
~ T h m w : N m  

%fb# clardrpdl can be cu t  in ale of (wo 

way* .tiha cutat option: ~ ~ w . r t . r i o l l l l y  
bank of normal fog, or as a harmlem bo# llut 
relanblcs the 5th-bwlwizud @dad#II. 

As a fog bank, this spell orontea a fog of any 
size and Shape up to amaximum20-foot oubo pcr 
caster level. The fog obscures all sight, normal 
and infraision, beyond 2 feat. 

As a cloudkill-like fog, this is a billowing maas 

, 
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Lewl: 3 
Range: Touch 
cmnponmta: v, s, M 
Duntion: 1 h r A d  
Area of Effect: Clstcr + 1 creaturebe1 
SaviugThrcwcNonc 

With this spell, tbc wizard eanpowen hirmslf 
and others of his choosing with the ability to 
apcak a secret language incomprehensible to 
others. Creatures designated to 8poak the Ian- 
guqe must bs touching each ocbcawhcntheq#ll 
is cart. 

Once cart, the chaoten  cm choose to rpaak 
normally or in their secret tongue. They can 
lpeakandundsntandthkmytlcriow language 
-. 

h l b  ape?& is not IeCcglhble 0 ray know 
langmgo, aor dws it remotely sound like my 
lanpur%s. A comprahend hmguogrs or mgws 
* l l W  WttnnSEatc It. It GpIl k unasnroodby 
(I(L individual wearing a helm of wmpmhauftmg 
Iray~ucg.  and d i n g  naxfc, although the nor- 
d-dw.  

The material component is a #mall whistle 
msds ofboac. 

Not-: Rslained to wild rmges; uncomfioll 
(M.  

(AltmUon, Ilbrion) 
(Akhann &rrak) 

Level: 2 
Range: lo*. 
fhrqwm@:YS,M 
Cut&TlmO:lrd. 
hmtiaa: 1 h../bvsl 
A m  of Effsa: 10 cu. ia.llsVc1 
srvingTBmw:specid 

CM-fims: 1 tlllll 

Faoll' Gold 

Copper coins can temporarily be changed to 
gold pieces, or h r  itsmr tumod to solid gold, 
&thC rpall dmtion by msuu of udsrmgio.Thc 

m of effsot is 10 cubic inollol pr*vsIi.c., a 
1-inch x 1-inch x lo-ill w h e  or equiwbnr, 
equal to .bout 150gold Ooin. Any Vim- 
ing the "gold" is entitled to a aaving throw vs. 
spell, which can be d f i e d  by thu creature's 

ture must tubtract 1 frnn his dim 1011. Thur, it is 
unlikely that fools'gdd wlll be dctectod if on- 
stdd by a high-level cplter. If the "gold" b drudr 

slight chance it will revert to it8 natural StltC, 
depending on the meterial component wad to 
oreate the "gold:' Ifa 25-gp citrine is powdared 
and sprinkled overthe metal M thin epdl L cut,  
the chanoc that cold iron will return it to ib tmo 
nature is 3036, if a 50-gp amber Uoae i@ pcw- 
dead and used, the chance drops to 25%; if a 
250-gp topaz is powdered and used, the chance 
drops to 10%; and if a 500-gp oriental (corun- 
dum) topa ispowdcnedrrdurcd them is oaly a 
1% chure that thocold iron will d lhst it M 
fool#' gold. 

w*dom; for svay level oftbs wiand tbcuwl- 

hard by Bll objcot of wld.wmugbt iron, thao i I 

Nota: carmton rpall (PHB). 
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Foothold - Old Emplre 
(Alteration) 
@aW 

Level: 3 
Range: IO yds.Aevcl 
Components: V, S, M 
casting Time: 3 
Duration: 1 tumnevel 
Area of Effect: 900 sq. ft. 
Saving Thrmr. Neg. 

A foothold spell c a w s  stony hands to appear 
from the ground. These try to grab the legs of all 
creams in a 30-foot by 30-foot arca or a 90-foot 
by IO-foot area (depending on the desire of the 
caster). Creatures successfully held by this spell 
cannot move, but they can attack normally and 
cast spells. Those trapped by this spell arc con- 
sidered to have an effective Dexterity of 1. 

The foothold spell cannot affect airborne or 
invisible creatures. A successful saving throw 
negates the effect of this spell on a target,.but a 
new saving throw must be rolled every round tbc 
target is in the area of effect. 

The material component for this spell is a vul- 
m b  claw. 

Notes: Ran spell. As a FORGOITEN REALMS Old 
Empire spell, initial exposure requires a mentor 
01 a read Southern magic spell. 

Reversedform, see Ruornilb kacks. 

See Mordcnkaincnk force missiles. 

Footprints, Ruornil’cl 

Force Missllea, Mordenkainen’s 

Force Sculpture, Bigby‘s 

Force Shapechange 

See Bigbyb force sculphlro. 

(Necromancy) 

Level: 5 
Range: 10 yds.flevel 
Components: V, S, M 
Casting T i e :  1 
Duration: Instantaneous 
Area of Effect: 30-A. radius 
Saving Throw: Special 

With this spell, the caster can force any 
shapechanger or magic-wielder using any form 
of a shapechanging spell to instantly revert to 
his true form (or his most common form). To 
use the spell, the caster points at creatures he 

knows or believes to be shapechangers. The 
spell affects one creature per level in the m a  of 
effect. If the creatures are indeed shapechang- 
CIS, they must make a sucoessful saving throw 
vs. spell or immediately revert to their truc form 
and suffer 3d10 points of damage from the 
wracking pain caused by the forced change. The 
change takes a full round, during which time a 
victim can take no other actions. If the saving 
throw was successful, the victim does not 
change form, but still suffers half damage. 

The material components for this spell arc a 
hair from the hide of any lycanthrope and a live 
butterfly, released when the verbal component is 
uttmd. 

Notes: Very rare spell. 

Force Umbrella, Otilnke’s 

Forcebuckler, Zaln’s 

Forcecage 

See Otiluke’s fonx umbrella. 

See Zala’s forcebuckler. 

(Emation) 
F O E 4  

Level: I 
Range: 10 yds./2 levels 
Components: y S, special 
casting Timc: 3 4  
Duration: 6 turns + l/level 
Area of EfTect: 20-A. cube 
Saving Thmw: None 

This powerful spell enables the caster to bring 
into being a cube of force, but it is unlike the 
magical item of that name in one important 
respect: Instead of solid walls of force the 
forceccrgo has alternating bands of force with H- 
inch gaps between. Thus, it is truly a cage, rather 
than an enclosed space with solid walls. Crea- 
ture@ within the area of effect of the spell are 
caught and contained unless they luc able to pass 
through the opening-d, of course, all spells 
and breath weapons can pass through the gaps in 
the bars of force of the forcecage. 

A creature with magic resistance han a single 
attempt to pass through the walls of the cage. If 
the resistance check is successful, the creature 
escapes. If it fails, thc crcahlro is caged. Note that 
a successful check does not destroy the cage, nor 
does it enable other matures (save familiars) to 
flee with the escaping creature. The forcecgge is 
also unlike the solid-walled protective device, 
cube offorce, in that it can be gotten rid of only 
by means of a dispel magic spell or by the expira- 

J 
387 L 



DM may njv i ro~a Dmxterity cheek& see if a 
convulsing target drops items. Pra$ila items 
moppad on hrni nrrfacss mightrequimthalrW 
wiag throws vs. uuahing blow. 

Tbe larh wielder hs the option to ksap a ViE- 
tim immobilized with tho ladl hutodofrtrilring 
with it; the whip and thc arm wicld&t~ibaaClot 
he Ured for othss.*iolu. An indiViduEHb0 tries 
to free an immobilized cr-S wi.hl)th 
lsrh immsdilltely takas 3d4 pinta d4nms4lut 
the immobilized victim is instmtly freed. Thir 
doen not end the spcll; the wieldor is fme to UIK 
thehrhqrindanyytpaslontLetlaad 

N o b l ~ ~ t o p h p o r i n i m ; ~  

Folwwsw 
(Ab]- 
mmJ 
L m l :  2 
Raugc: 10 yd8.Am.l 
Coarponenta: Y S, M 
CaatingTima: 2 
hmtion: 1 rd. 
AreaofEtrsOt: lcrcaWc 
SaviUgThmw: S p k l  

f O ? W , V ~ N S W I l W g = S l l o p a n ~ b r a r l r -  

This spell hamperi a single c r e a m  fw one 
round. A Waw of buuluaeat, dent, cekb8s 

ing on a bcach, coma inmbci8g in frwt oftthe 
canter. Thc oaster must point to, name, or cacm- 
mte upon the oromtwa (Pipe(Lusannting. The 
w a M n u h s s t a r r r d t b Q a m d 3 0 ~  
p c r r o d  It gsctlomlytho intcmdodtaga. 

If the t-t creature isvittlsll cm~#e, the 
forcnwwstriLoitThsmgscnodvwanvi8g 
throw vs. epcll to determine theforcewave's 
effect. If4nCmrsrr~, the meatlye S a m  one 
point of impact damage rd if thr0wnMT-W- 
ance; arunning or chppiap crcafum, or one on a 
narrow bridgo,ril@hllra, rmrtmakc a Dex- 
terity check on ld20 to avoid frlli8g. A f.ilrd 
swing throw mcana the CIM~WC suffm ld4+1 
points of impact damage, is rcpulsed (forced 
away from the canter) 10 feet, d b u  my o a p  

permitted on the round during wbiob itir shmk. 
A Dexterity check must bs madu~tomi&htlhp 
(at -1 if the target crcaWm ic d l ,  wa&, mw 
priwd or Prcoprioluly iiNcd). 

Noncorporsrl beings cannot be affected by a 

01 blintefscct, 0rQt sb@r npidly from one 
phaMraotbor,Wlbsdbdbythirrl#U. 
The marsrLl wupomnb of thii qsll wm a 

lmrll piawofraps or string & a  dmp ofwakt, 

ing spcllcastiDp Nincd. only Inisrib rad0 M 

-P e d I U 8  diQlUXlMlW 
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Level: 6 
Range: 10 yds./lSMl 
Components: y S, M 
CdngTims:6 
Duntion: 1 rd.fievcl 
Ana of Efiot: 1 fii some 
Saving Thmw Special 

This spcll-ak#abdoqW h u e  to 
snalrs foah from anyoxhting- ofmtutd Q 

magical fii. The flaming tendril is 10 fwt long, 
hosAC7,canbeh&d)rbymagidwupoarof 
+2 or better eno- and bmhCS point8 
C q d  to double the oa&srb ISM1 (24 hit points for 
a 12th-lavcl e&&). 

Any creature witbim 20 hot of thamuwlc D 
subject to attack as d m t c d  by the CMtCr. The 
victim must attcmpt’r w&g throw vn. spell. If 
nuccessful, the subject Id6ra*Or 
fii damngs from contact with the tendril. Ytbr 
wing throw ir failcd,the victim is c3lt.llglqdud 
suffers 3d6 points of fire do 
uti1 the tendril is dsstmysd or 

If the fire source from w 

thsflety consmctor can ex% io cut m 
The material component is a re&&w’# 

aoalc. 

~ s i s a a i n q u i s h s 4 t b s r r p n ) i a h r s t ” o , ~  

-u-@k(nm 

-.H - 
(hnulm,sml) 

m 2  
Rmlp: a0 yrL. 
-:V,s 
thtiagj-2 
D u d o m  Spsohl 
AmofEfhct W~mtueamaZo;A.Cubt 
suing- Ne& 

By m e w  of this spell, +IU tpellcuta 0.11141 
creanws within the rmwbfofroct to fm the 
OMd, of tb prcviour Kud* oKit!8&nm d 
time previoru to the uttmwooftha Ipeut. PW 
evcrytllme I w e b o f a x p t € b m r ~ ,  
another minute of paat time is forgotten. Thin 
docs notac%usuhk mggebdwtb, quest, 
or similar spslh, but it u tWchsbeiag 
am0 placed such magic upon the mipient could 
be forgotba. m h s h r d t o  foiE dl)*u.l CID be 
affected, at the disowhn aftbe ustot. Hody 
one is to bs affsotsd tbc rscipisat sawn vs. spell 

a limited wish or wid, bm 110 
othermoanswilldom. 

Nota: Common spell (PHB). 

I 
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Range: 0 
C m V S . M  
c&Tinu: 1 
Ixintion:1wrdS.+1rdJlmt 
h ofEffsct: 60-R radiun 
Swing TImw Specirl 

A f l 4  spell UUMO the -to twqwlw 
ily gain 2d4 points of ChuiaM. Intelligent ma- 

IS cast must make immediua ra.olios ob& 
bawd on the individual’s new Chriaar ThWe 
with favorable reactions tend to be very 
imprsMeawith tho spllcaster md& lnofpon 
to be his friend and help him, as qpropr&a tQ 
the situation. Ofticious burcauonb I . iebtbide 
to become blpfirl; surly gatc guub mi& wax 
informative; attacking 010s misht spue the 
c p s s a b l i f e , , U l s n s h k a ~ ~ ~ u l c  
spell wears off, the creaturei reslim that they 
have been influenced, and their reaciions are 
aaQminsdbyunDM. 
The wrnponcntr fin thir ipell M chalk (or 

white flow), h p b h c k  (m m), md v d m  
~WtOthCRosbafossoamnphSpdl. 

t lWwithinthesrOaOf~atthetimstbalrpoll  

Nobi carmvm spell (HtLo. 

SMBkw&onehifjointng. 
~lfmlJdplskB)ordrteas7r 

Rightful Joid.0, Shhd’r 
~StnhdhbightfllljOhill& 

This is eascntially a cold form of the bmlng 
konh spell. whsn c u t ,  it - wld 
and shards of ice to blast horn the cMta’s fin. 
gertips to a diiturca of 3 k t  in a 1 2 0 - d ~ ~  . arc in front of the caster. Any crcetuta hr as 
area suffers Id3 points of damage. plus 2 
points for every level of the spellcuter. to a 
maximum of ld3 + 20 points of cold -&. 
Thow who make a succestfui M V b  t f h  Vs. 
spell receive half damage. Liquid& oWM by 
the cold will frebze dales3 i n  item divine 
throw vs. cold is muis. 

N o w  Common for Proat mages md w e  
maps of the N&, odmwb wclym. lisown 
tobo in Tha CcdlcU o/lpMh. 

Nota: Commw for P m t  mmgu md spnlc 
mages of the Nortb, othcnvh very mu. 
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Lavel: 4 
RAnge: 10 ft./lsMt 
Compoasaca:V,S,M 
c&ingTime:4 
huation:spscipl 
ArsaofEffbct: 1 apelPcllcasW 
SaVingThmw: special 

Gaial*crr’J gnostlc chaln is effective only 
against spellcasting beings. If cast on a being 
using plonics, naW spell-like pawm, or mag- 
ied h n s ,  the spell is woctsd. 
Tbe chain appea~ an a glowin& sllrlrclito spi- 

nl of light in theair 8bow the ChOMn md 
ssn)cs dwn aroundlhc indiviw. ’Izls C h r i a  om 
form even if tha taget ir iwiubls or summid 
by magicabburias. There is no known way to 
effirps a w f i c  chain M it forms. If the oholsn 
target is not a apucutsj, the chain falls put tb 
individual to thegraundpnd vwisb8har in a hunc 
l a  ohsos of wipkine lights. 

On the round after the m f i c  choik is cast, it 
affects the ohoscn targa. Thc victim is f d  to 

cast before the chain formed; he can ohowe 
which spell (if mors than one rraarha) and when 
to cast, but any spell cast must be of thtr apsll 
level. If all memorized spells of that level have 
been exhausted, the individual has to engage in 
study before being able to cast spslls again. 
Scrolls and magi4 items can bc usad d e .  

A gncrsfic chain cannot be dispelled. It cpll be 
escaped only by a successful saving throw VI. 
apsll. Thc f i t  ss* throw a l l d  to the vic(bn 
is two rounds aftar b c i i  &ected, aad it is mrds 
at a penalty of-6. The cacond saving thmar hw 
rounda later, is at -5, the third is at 4, and 10 on. 
The penalty decreases to zero (6) and then 
becomes a bonus of +1 added mry othk round 
until a maximum +6 bonus is reached, whem- 
UFUI the modiflam reduce by 1 again until -6 is 
mched, d tho eyde be$in8.11ow. whea a MV- 
ing throw is succsssll, the spcll in broken. The 
de& ofthe viotim also cndr tbn rpdl; onwlg- 
urraotectorraf#d the indiVid0.l M fme of it. 

op*th l l .wMuldf~whawonmvrylpct l  
duels during his loa8 adventuring career by 
mcmi of thisspell, until the Simbul defeated 
him. 

Tbc matcoial cmponcnts am l e u  threcjoisod 
links of any sort andsizc of chain, a lock mat has 
bwn USDd to wnfme ply living bcing in thepslt. 

C S a  Only apSk Of ths kVd 0s the hSl lpeu 

their appmtices, -1- Hsrpors, and .n4cca- 
si@ gcomstcr; rare or very m. 

Cdlrya’r Bolt 
(Alttmtlon) 

m1: 4 
Range: 20 ft./lcvsl 
Components: y S 
CMting Time: 1 
Duration: Inatsntancous 
Area of E- 1 mature 
Saving-IhWNone 

This apSll in somclira d by Hrpa mylos 
who are expecting tr0able but have a need to 
carry mostly nonbattle spelb. W e d  for its 
long-dead creator, it “drinks” any spell of 3th 
love1 or less that in currently memorized in the 
aastmiad,wnwuiagXmbanmgioalbdt. 

This mgstgygtolse 16.p~ at. b o b o f  thc 
caster% choioc, lrrildpg at a+4 banw tohi$& 
wing the GMtcc% THAco..Tbe cuter clll am)tb 
pQlWtoflyIhightO?tOUC&OZLWdJ@Wi- 





Gate 
(ConJurrtb./sammonIno) 
W n ,  G-nW 

Larol: 9 
Ruyte: 30 y&, 
C O ~ n O n ~  y s 
cUtingTimc:9 
h t i o n :  Until the n r m m o l p d  being h 
Area of Effeot: *tes 1 g4te 
~ T b r a w : N o n S  

The casting of a gcrlc spoll ha8 (wb effect#. 
Pint. it causes an interdimensional connection 

and the plane on which dwclla a lpocific W i  
ofgmtpcwar; thw da is able to & 
ltspthroughihcgatamportalfmnit#plwta 
timt of the ~mt. 9stw the uttttp~ce of m 
spell attracts the attention of the mtgk-&sr 
dweller on the otha plum. When d q  the @mu tb sliwd must nrmethsentily bs darirw 
to use the gate m d  come to the wizard's aid. 
"hare ir a 100% c a ~ t h a i a o m e t h i u g  ~kp 
through tb g.tC.lUllbI the w hu lolllD hctl 
prepared regrrdiaptlw minions iswing the 
beins called forth by the gate ~psll. the b o i i  
itptf crmsl. 

ifthollmtbrb*.biflinett&abebOing~lave, 
inflict an rppmprlats perpdty on the wiwd, or 
attack the uhd. If tho matter i s  of m i d d w  
importance, the baing ocn trke lolw politivc 
& a Q t o m t w a c n a I i & k i d e f a 8 l d ~ -  
ate rrp.ppnt. Iftha niatteria thc 
cana* .ecord irrs ly~ukulrnLt#rront  
thsaltaifrpprclpi.ts."bTheoftbboiq 
that c o m ~  thcou#lvd6pends on rmgr facton. 
including the Jismnollh of the wiwd a d  tha 
deity, the nature of hi8 compani~~, and who or 
what opporcr or thmate~ the wiwd. B s i s  of 
deity status gensrally avoid direct contlict with 
their equals or belten. Tho being gated in will 
either return immedintely (very unlikely) or 

bawsoa the pl3M  of^^ the wiwd iS 011 

3 
3% 
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personal sigil displays the face of the caster. 
Anonymous versions of the spell are said to 
exist. though no confirmed example of this has 
been verifkd. 

The material component of the spell is B bar of 
steel engraved with the wizard's seal and bent 
into a ci;cle. 

The reversed form, remove gate wrd. wuntCt8 
a gate ward (but will not counter a gate seal, 
which is a more powerful spell). The material 
component is a small, flat piece of iron with a 
jagged edge. 

Notes: Uncommon in the PLANESCAPE setting; 
otherwise very me.  

Gateway 
(Alteration) 
(Dimension) 

Level: 8 
Range: 10 yds. 
Components: V, S, M 
Casting Time: 8 
Duration: 1 rd. + 1 rd./lcvel 
Ana of Effect: 10-A. diameter disk 
Saving Throw: None 

By means of this spell, the caster creates a 
magical portal to another location on the same 
plane that the wizard has previously visited. The 
wizard and other individuals can cross freely 
between one side of the portal and the other for 
the duration of the spell. 

The gateway appears as a vcrtical disk 10 feet 
in diameter. Through the portal on one side, the 
terrain beyond can he clearly seen. The other side 
of the disk is a smooth gray surface. The portal 
cannot be called into being in the same space as 
another object but can be placed a p h t  a wall or 
other flat surface. 

Creatures can pass through freely from one 
side of the portal to the other, but n o n l i g  mate- 
rial cannot unless brought by living creatures. 
Each side of the gateway mainlains its own envi- 
ronment, so that opening a portal into a live vol- 
cano or at the bottom of the ocean poses no 
danger to someone on the other side unless he 
chooses to cross into such a deadly area. 

The gateway can be cast only into areas that 
the wizard has himself visited. In addition, there 
is a success rate dependem on distance from the 
source. 



DwUm sacceu 
WithinIOBrnilorOf*ana 100% 1 

witbpmooofar6l sa?? 1 

0n-pbBC-t 10% 
Ind&€mltsol.rayttan 5% 

Failure indicates that no such portal can Be 
o p c m o d . ~ ~ s o r n m o t o p s a ~ o t h a  
plmm of or be Wwhila OnllllyptDS 
ocbahmcbsRbluMPt. 

A &otovay em be dispelled by tho cuter at 
wiU, by a .wccmM rtrsp.r mugfc, a by W wall 
Qlntion ehpciq& Ally living thilq clu* in the 
portal as it coUapsa muat ma&# a Dexterity 
check 01 bcrlicod bemeen two d i f h n t  loefa- 
tioM,pkiwiMbnu!h 

Themaerial wrmp(m0ntoft l i s~ l  in a Inad- 
ful of earth or the equivalent from the canter’s 
location. 

Noten: Uncommon spell. Known to be in 
E l m i n s I w k ~ ? i g ~ ~ k  ). I 

(Alteration, Evocation) 
P O 4  

Gauntlet 
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it deals the Ipseifkd damage to wch anly 01~8.  

(In molt canes, only one or two victims are 
r f l b c t e d i n a d . )  

Magical amca of any not (not bracers or 
rinps)povidol DIW protsction fromthe gam& 
lot. Itn chmr#e is reduced by 2 pointl for a h  
magical plus of the mor worn (leather m o r  
t2 would reduce the damage by 4 poinu). The 
minimum dunage caused by tho gauntlet is 2 
poina. 

The material component8 of thir spcll am at 
l a p  ssvontsah. ThqM d b y  the spell. 

N . d a : R a s i n c h s F ~ ~ ~ ;  
v i r t u a l l y u n h u r w n e ~ .  

Gaze Rdkction 
wmtw 
@*Un#iOR) 

LcM1: 1 
Rdngt: 0 
cmpomnw v, s 
CEatiIlgTims: 1 
Duration: 2 rdl. t 1 rd.ilsnl 
ARL of Effsci: special 
SavingThmw:None 

Tho gaze nflocrion spell cnatsl a Ibmnaraing, 
mirrorlike area of air before the wizard that 
move8 with the wnter. Any gaze attack that 
mquimn sys contact, ouch u t h t  of a builisk, 
ryos ofcharming, a vampimb gam, the 6m-10~1 
rysMfe ~pell, and M on, is mflcotod back upon 
thegu~;the rpdlcsstecarffbnnoefpocta from 
che g.ae attadr. c m ~ n b a s  g m  attack# M 

fineotedncaiveaawingthtuwig.iruttMrom 
gaze effect. This spell is only effective agairM 
attach in which the attackarb gazemuntbemet. 
Tbs opeU cbm not nfhctvbica 01 lighting. 

N.ta. ccmmoll spell (PHB). 

Gem 
@.eL.atmucLnm) 
(Mmtal&m) 

Lsvd:6 
Rmge IO*. 
compmW¶: V 
cmtillgTiw:4 
plmtion: special 
A r S r 0 f E f f b C t : l ~  
SwingThrcrw:Nars 

Agow spell p k  a m g i d  CaMYad upon a 
mature (usually human or humanoid) to cdny 
out wma ssrvios, or to drain i b m  loms.acioa 



A primary we of this spell is to combat the 
various Bigbyb hand spclls. This spell can Lssrsn 
the damage dealt by the Bigby k hand spell8 by 
ld4+1 hit points. If a Bigby S hand spell c a m  

The material component of this spcU is a glow 
or a f i i b m e .  

N o w  Very rare spell from the POROOTTBN 
REALMS setting; known to be in Galadaster’s 
&&on. 

Do h g c ,  Geinforn P gnappling gmrp kceps !he 
formcr from takiog cfpca faoao d. 

GeiIVa ClnMD 

Q 
This is the ortevtal&m of the ciantxip 
spell, see cantrip. 

1 

Area of Effect: One obja or mature 
Saving ’Ihrow: None 

whcn cant, this spell summons an icablw bolt 
that streaks to its intended target like a magic 
musile. It inflicts ld4 points of damage on one 
opponent (2d4 to fire-based or fire-rrsing foes) 
and causes a 1-foot-thick patch of ice to form 
ovsra3-footradiunatitsimp.ctpoint,ThcspcU 
is dcrigned to hit foes in their cym (blinding 
them for one round) or their handa (disrupting 
spcllcasting for one round). The target m a  is 
named at the time of casting. The ice dissolves 
into mist * oac murid 

This variant ofthe snilioc b SnOwbrJI spcll w 
cscatsd by Gemidall, Kbcltmnb youngc8t applwl- 
tice. L i b  its puent spcll, it has the bansfits of 
greater range at higher levels and can be wed 
againntobjeots (trjssoeins arp orpl.ciag ice on 
torches to cxthguiah light& &.). 

The matorial component for this spell is a 
piace of ivory a a snmll chvnlr of ice. 

Nota: Known by annidsn, Kbctbss, tscral, 
and thole +.rainedby than; wry m. 

GemMan’s Pudytic I W s k  
(Ew.tlan) 

Lsvcl: 2 
Range: 40 y&. + 10 yda./lcvsl 
componssltr: y s 
CartiagTimS: 1 
I)lmtion: 1-1 
&ea of E m .  1 asrtun 
Saving Throve Neg. 

This spcU genmtu a d i  ofgreeamsgioal 

ahvaya hits ita target mahue apmswq the target 
must Lw at lsesl partidly visible for the @I to 
work. A rrreturcs struckby a@* mlaatk in 
immobllizcd for 1 mrndpsrbwl of the caster. A 
s u a e ~ f d  savingtbmwvl.plnlysisnc#uuthe 
dfsot. 

Originally a miscast magic missile spell, 
Ocmidpn and Khsfbnbotb found it to be a m  
ful application as a defense for lower level 
Mgas. Kholbcn pmptly gm-8 the spcllb pertic- 
ulan to Mage Civilar Thyriellentha Saomc, the 
Icniorwrroh.wiprd 

Notes: Known by Gsmidaa, Kholben, tscral, 
the Watchfnl Order of Magists & Protecton of 
WaSmdeop, md the Watch-Whnl Corps; uncom- 
mon or rue. Ths effeoi of the saving tbmv hru 
changed from prwim vasions of thc spell. 

OslQgythat Lanoaold oftbs -b f i e  d 



I = /  
Gemjump 

(Abjuratlon) 
( A W W  

Level: 7 
Range: 0 
Componoms:\CS,M 
CaIiiingTinS:?rds. 
Ixmtion:Inatrln~us 
Area of E M .  Thcoarta 
Swing Thrw. Nons 

This spell dlowi the caster to immediately 
teleport without error to the location of a ~pc- 

cially snohapted gem. The tolapcat will crhvays be 
onwget (acvorhigh or low). If& Mp ths &em 
is in is tooconflllad, the oarta will appear in tb 
Marcst sufficiently lage apace. ’Chin tnnaport is 
me-way, and the spellcutaoplmot jump b.cl to 
his initial location by use of this spell. 

This epell is initially cmt upon a spacial gsm 
known as a roguesfom. The rogueatone is not 
destroyed in the initial casting or subsequent 
activation of the spell. At any time after the 
stone is enchanted, by uttering a command 
word, the cuter can b e d i a t d y  telbport to the 
location of the gem. The caster can use the 
roguestone to gemjump any time after the ini- 
tiel casting. 

There is no time limit, and the caskr can be 
slain, resurrected, relncarnafed, hjzehmged0 
or become undead and still he able to ulk the 
roguestone to gemjump. Oemjumping requires 
only the uttering of a word, whethe tb cutsr is 
in chains or otherwise bound, or witbin a magical 
entrapment such as aforce cage. The caster can 
k on a diffemt plan0 or planet than the atone 
a d  &I1 have it fuaction. Thc Oluter cannot usc 
the command word iffeeblemlnded, asleep, 
unconscious, pcrrifiod p-d, or iarnnc, 1101 
will the gemjump operate if the caster or the 

canter and his normal clothing will be trans- 
ported; any chains, equipment, or allies will be 
left bahind. 

The rogueitone itself radiates no detectable 
magical energy unless it is in the proccss of 
gemjumping. Multiple p j u m p s  con he cmt on 
a single roguestone by isp.nte Hi&. These 
additional spells do not negate the previoui 
$anjumps m the roguertollc. A llrnlrsd will 
raven1 the number (though not ths identity) of 
gemjumps cnat ma rogucddons. Only a tidl wlah 
will dispel those magi& on a mguostoge. Physi- 
cal destruaion of the rogusaonc will also &atmy 
the magic, though spellcasters who have links 

ro$usstone is within an lznumgic she//. only the 

w&haroplsaops will he aware ofia  *on. 

Notea: Uncommon rpell. Kaown to be in 
Elminstab 3)wrllng Qwllbook 

(Maeb.-.R) 

Lcvol: 4 
Ranw. 0 

1 

I ThcroguoaanouMurookaystll. 

I 
Ge*coptnet I 

tea: v 
Casting Time: 1 turn 

ArsaofEtht2crosturas 
Durarion: special 

SIwlpgTtKGWNonS 

This’ solemn spell bin& two parties in a per- 
manent contraat,ithc tenus to wbich they must 
both agree. Both parties must sweu to.bmor 
thosc terms; failure to do s o d a  inn psnrlty to 
one or the otha. W e s  oommonly use this cipeu 
to mt conditions for mortal lown. to bind them- 
f f i l v ~ ~  to a sha’ir’a service, to heodwhk mort& 
whenmaking bets, or Simplyto outku lhstarm 
of an obligation or a favor. Neither moue ~ l d  

nor d@e/ m@c af€ect~ a genie contract. 
This spell is an absoluk pnnquiiito if a genic 

and ins (the genic name for nongcnies) intend to 

Notes: Uncommon in arabian settings; other- 

.. . .  

bcsr offspring. 

wiffi very m. 

See Nyborb gcmUe l(ip”& ’ 
GentkRempr, Nybor’r 

Lie*% ?~ 

Tha lenlting ghast ia’aormal&r ita 
cvrry ‘ ~ y  (res M m m e u s  bLbnw, TWb. 



Ghastly Emdm 
(Nsaosluey) 

mf: 3 rrr 
Aror0fBffoct:TbOorster 
SpvinsThrow:Noac 

Whon this spell is cast, the ilcah of the wiz- 
ard's hands changes to resemble the f k h  of& 
ghait. Those within 10 feet ef the wizardwill 
smell a sickening Stsnch; if they havc md &mta 
before, they will recognize the stench as being 
similar to the n a d n g  ador given off by those 
bsasts, though it 

Any human or demihumpn (including slue#) 
touched by the wizard must make a succcasful 
sating thmw vs. paralyzation or be perplyzsd for 
4 + ld6 rounds. Only otlc onahuc csnbetodwd 
per round, and the wizardmum makc a NCCUAI 
attack roll. The wizard can end the spell at wil l  
(butnotthe- ' whichrunritsantrss),~ 

N o w  Restricted to ~v lge  nugw md - 
mancm; vory m. Wpdatod &omLk&avMag- 
azine.) 

no othor rdvcrsaeffed. 

GLelkyu'B woundiag 
(Ncemrrry) 

Lcvol: 4 
Range: Touch 
ComponOn~V,S ~ 

hntion. spid (1 hrm nu.) 
Area o f E W  Crcptura collched 
saving T k W  Nog. 

This spell enables the caster to 8-1 vital 
energy (hit points) from a foe t h t  the casttl' 
touches. A successful attack roll is required to 
touch hostile or wary mota, h t  the spell need 

Casting The:  4 

not bc unlsuhsd unci1 contact h mdt. 
lf atouch is not nudo wllhia ollshtraof cut 

ing, the rpeU is lm.  The rpeU Qddc Id8+l bit 
~tsfroathevictimrmlaaa*tccadblanhy 
throw vs. spell is mrdo. OM of chedmiwd bit 
pointr is~ lo8t inrhrolparfor ,~tIwpl l t sr  
g a h v t b s ~ M ~ a s l a a y . . A n p a i c c  
i D g d # U U g ~ t o t b 6 ~ @ D D b e h W & d ~  
bythcinnuxofeMlgy.Anyexmn~poin*.lbrt 
are left after all -e is cured an retained for 

is first taken from them excess hit pokar. Mbn 

A target creature that succcssfully sbves 
against Ghelkyn 'J wounding loses only 1 W 
point, which is not gained g the castat. Tho *r- 
ga is then stunnod (UOsMs to tikc eny&dw- 
ing the round and acts last in tho folknring 
round). 

The C M ~ W  of a Ghelkyn Z wound@ #peU 011 

&a ohoom to give vital msroyto atuget. Ifthe 
tpeaiswiuingorlmmnrcl ' ~ D o u p i n g t b m w  
ia w a s s a r ) r .  AB und.rd c m t ~ &  is humed l$ 
Bloh a g u  of-: Ths outa gi*srapopdhs hit 
points, d the utldmdrrsllmsruftan lkhallmt 
Bmoullt of damage if it full a Swing thra w. 
spoll. If a wet maocnrfaUy u a s ,  it L rRmod 
( & t o t a k e m y p d i o q ) ~ t b ~  
o f t b c m U n d l a d r o t l i r s t m t h c d ~ .  
l n t & ~ o f ~ ~ t a ~ w s m e o r  
-@hue, t e r n  Duaoru fan& WmY 
such change is prwcntqd until the ond of the 
dtdloprinetsccutabDudL 

Notrrr Vcay m; vhml ly  unlrnmm Wide 
t l l o R - ~ w ~  

(Coll)ulcroll) 

LCMk 3 
Range: Touch 
Compomcmts: V, S, M 
Cllti0gTLns:l 
Dluation: 1 rd.ilcvel 
~ r s a  
SavingThnmNaa 

1 tum. Am/ damq~cMborst  during that turn 

the hun cnds, thc CXWW hit points 1Mt. 

GLorcAY4ner 

I ~nltun, siw n 01 lmallsr 

Maion of the amor w l l ,  ghmt 
s the recipient with a suit of 

proyidss an Armor class Of 3 tB t h e m ,  whioh 
can combine with Dexterity and other 
bomucs. Ifthe recipient b.lndyAL: 3 abaca, 
the spell has no offeot. Magical bcsumr from 
existing m o r  (leather armor +Z, for nrmuple) 
M Mt added to thc &OSt armOr. 



c 
Rmlgo: 120 yb. 
Conwnwtr: !? S. M 

with& -11, t k . ~  jonnrmmaua#unUy 
grwn ~ ~ U I C C  rnywhm wirhin h e  ran@ of 
tho spell. The tight om bo used to ilhminas 
sono object or c i i  be s h r p d  in any form 
witlun the limit, .of the ues of a. pllrln- 
mom, rho un~r can control thr -of 
he ti* TbSgliM’f@ht d b o i a n s d  i tbe 
sh.pe of a IBu & ~ o o r m m d e p  to OnlL ob 
fly, for exampIe. 
Tb lpell l M u I m (  u che outa mDthpcs 

to concentrate on it. eommon a p m t i t i o n  
holds that various ovil npirits radiato a light 
s~millv to that pmba!d by tbgkacr Irghr spell. 
l n ~ c n t  creatures with a low *a cbors 
l e n  tLn 1 Hit Dio must make a saving throw 

upon WCiDg the ghost light. If Ihs a*- 
is succersful, the o r c a m  -io 

navourly. Thow Wbo w plllic. 
running at their full movement =to mby 
the light for 1 round. If t hy  em tlmMs to I)r, 
they cower and attempt ao hide. If f o d  to 
fight under thcso conditiois, they ru&r i 
PaLplty of -2 01) attack mlls. 

Tho matorial component for thii spsH & a 
Pi-dpbophmu. 

swt 

N a w  commain&aI w ; a m a s w b c  
w- 

(Altartb.) 
6-4 

LaV* 2 
W T d  
-:YS 
fhStb&!Timc:l?d, 
Dmti~~~WtoodbsdhyelMngeartms 
W H k k l -  
~~~ 

When this spell is cut, ths wizard can caune 
any on0 nonmr&aY twsical instrument to 
play itself. Tho instrument must 60 w&b rd 
in playing condition. It neod not b m inrhu- 
ment that the wizard himsolf can play, bat bo 
must be able to softly whistle or hum the 
doaired tune. This tun0 can bc no mare than 
one minute long. 

Upon mleuing tbe iashmmd , *&Wa u if 
linmsd withf&@maki Ispitrhrdcha bvsl it 
~ n l s u c d . T h c w i o u r ~ o t ( h s ‘  . , t 
(koys, valves, 8ttiu@, m.) move under tbe con- 
md of tlmmlgio, upcmma&ing tLa 8d ofthe 
ranl*th.- t repeats tho tune Woc lnd 
OVatmtilraFpad 

~ ~ * ~ P ~ p a c l t D p P l a y i D g ~ u r Y ~ ~  



~srrae touchma ths inatrumcut. T b  rull.ee 
ut slowly a c t u n  to thm 
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Ghitbrrp 
(E--) 
6-@ 
csvcl: 1 
Rrage: 0 
Components: S, M 
~t ing f imc :  1 
DuraHoo: 1 rd./lsvsl 
Am of Effcct: special 
SIIvingTlrrov:Nolls 

'rhis spell eaablesa wtsr to ailcnUy and- 
husivcly mske harp mudc pesfomed much car- 
lier-perfmcd or head by himwlf-be b u d  
again. The volume end apparent origin of the 
mwic Mumbrthe w t s r ' s  coMFol*allnga Ipo- 
kon word8 d u a o t  be convsyed by means of this 
spell, but nmMgC6, rscogaition de$, uld even 
magical triggers can all be carried by the right 
c u n c ~  in tbe pop or^. 

The spsll can bc used to plryIsvarl tMel, in 
my ordsr md munding u if they ame fhm W- 
ious directions and distances, so long .s all of 
this music wan eudiile while the spell w a  man- 
orizcd and the spell duration is not exceeded. 
Silsncss cm be placed ktwssn tunes a Lmtue8n 

tim of the m e  tune by the spdlcrrtsr. 

caasrt flesh directly touch a tiny model of a hrap 
(which can tc inside a pocket or under clodhg), 
8s the will is bent on unleashing the nrcuiC. The 
model harp vanishes as the spell takbs effsct. 
This spell is usually used to diltnct fosr a e 
tom, to impress folk with the cantarb pcwcn, or 
to trick pcople into thinking the canter is a mst 
or that B harpiat is 8omewherc CIOM by. 

apprentices, and wlaot Harpers; uncommon. 
optionally available to bard8 and song mages; 

q!& olshng of this spell requires only that the 

NOhS: Restdaed to the Seven Sia6f8, their 

MONSTROUS MANUAL Tome for dctrila). The 
mafcrmsrioopoceuuaullybqhruchr~ 
or exmmity (usurlly the had  ocm) cloles to 
ths lomiion tauchedby tho cuterat tbomaof 
the rpetl. The viciiln arffar Id2pairm of dam- 
a g e a c h r o n n d v h j l e t h e b o d y ~ d h r a d  
rrmuthu inccr a ghdb c o l r l e  Rsrh. 
The victim is entitled to an initial sw@thm* 

torrrircdlir dedlyrrmufonuuicu 19hiIuk only 
a Nwdtaiw&h, wbb, a rwamlon rpoUvitl a d  
the coadicioa. A dbpd-  amwwu curse u 
effativs only if cart W i l h h  three mrmdr of thc 
touch. During dm euly atsges of the &I. h e  
o r i ~ a f f l i d Q I . s m i t y m i 8 b k h b e d  
dkwDdtourmhusthlyu. 

is amputated while th vi- br l a 0  leu *s 
20% oftoul hit poha chononly almndafool 
may need to ba wvaed ( i f l i  lb)+l~pOima 
of darnage, requiriag a syrt4m s ~ k ? o ~ I  to 
mnain conccious, and rsulting in tb bwoflhc 
limb's mobility and functions). A A n  the victim 
has lost 20% -93% d t d  bit points, howsvn, 
an entire limb must be cut off, with chs -of 
ld12+4 hit points and a required system shock 
mll. Initially, the banrformsd flesh of the vi@im 

itics of ghouls. As the spell WfOlQ, cb- 
ing front of dying flesh inexorably mvcxm phs 
entire body, and the victim dies OSLW Ebc g M  
gauntlet reaches the h& or h i n  (W h, Qmn 
reaching 0 hit points due to ch #poll). €law 
spells. potions, or magical itsms hwc no power to 
cumarcvacschi.&lictkm. 

Ona Ml.day a b t h e  victim hudiod, m.bu 
thcrmUiIu M blmlmtme s u b j o c t ~ u  I 
full-fladged ghoul. The m w  u n d d  is now I 
fawning slave, utterly undw the control of the 
nsaOmMaawh0 oln.Q ncdriar @I. 
The mr*r*loaoponare incluh a fW 

of a oapls 06 a pmch ofpuplermdnlrsl~a. 
Both of thsn ma oolp\tmedby me a d t h e  
spell. 
Notes: Restricted to undcad spellcanns; me. 

I f c h o Q K h w n i l y ~ d b y t h e l h o r l ~  

bas no paralytic powers or my of the *id mb& 

Range: 0 
Components: V, 5, M 
CSatingTilnclrd. 
mtion: Instullllaau 
Area of E*t: 100 yds.ilsvct 
S0VillgThmw:NOnS 



Lsvsl: 2 
Rmlgc: 0 
Compooasrtl:yS,M 
CaEtingTime. 2 
Duraiiw Mtximpm 1 rd./leval 
h o f E f f e a t 1 p m m  
~ T l r m w : S p s o i a l  

when this spell is insffcof the c~er ' l touoh 
cawed my riagle tuunah dwaf, gaanc, Mfslf,  
a halfling, to become rigid for 3-8 (ld6+2) 
mundsnnlm the vicrimmatsl a o w m i i d  mv- 
ing tbmw VI. pralption. 

The material component for this 1pel1 is a 
mvll rcrqp ofcloth takm froa mc of a 
gha~I aapiochofwth  from aghoulk lair. 

Notr: Restricted to 11oocommccn; uncom- 
mon. 

Giant Fur 
(-h) 

- 1  
Range: Touch 
Componemtr: Y S, M 
CUtingTiw: 1 Id. 
Duntion:IMaatrneoua 
Area of Effect: Cnaturs Muchod 
SavingThmw:Nono 

This spell cause1 t& d p i c n t b  body hair to 
~ t h i ~ i n a ~ o f ~ ~ l l i m  
with a layer of matted hair that provides muor 
protection equivalent to that of padded MUK 
(AC E).Any nmmk of armmmalun ' ro0,iOtsl- 
ligcnt or not, can W i t  from this spoU, if 
h C ~ S h * h p i r ~ O f f . ~ ~ 1 D d o ( h d l  
noamammdian beings are not PfieGObd \ry this 
spoll. Succeuin canting8 OD an individd have 
no effect as long as apmiour arripr L h e w .  
Theumordocsnothindcrmrurnatorprobibit 
spellcasting-it's the recipient's owll body W, 
afk#rll--radthsbdr~kokintomcbady 
at the Q O U ~  ond. The spell lnt~ Wruooe~. 
my dispelkd or until tha weuortakea Qwd8. 
t i v s ~ ~ ~ t l n I l ~ l t i t p c 4 n a p l l M  
1 hitpointpsrL¶vdoftbewlanliI~bpro- 
tection is 0Um.lative with normaLrhiaki and 
Dextsai tyhon~butnotHit6prolcot ivc~  
I&# (DIMT. 

rtnadofgimlthsk. 

B m m D u o o w ~ . )  

(-) 
Rewmim3 

laVal: E 
RaRgc. 0 
Compollsntl:XS,M 
~ T i m c :  1 @xn 
Dm*ioo: 
hofEfk%mcMtar 
sa,illgllrmw:Nmc 

mtly 
gigantic proportions. As Loon as the is 
cut,thewujonnnutmrlraanyattmohockrdl. 
If the roll is failed, the individual psrsrsPstly 
losei 1 point of Constitution. The spsll O.WI 
the wu jen to instardy m d d i n g  aheight of 
3 feet for every level of ssysricnce. An 16th- 
lcvel wu jen would be about 60 feet tall and a 
29th-level wu jcn would stand a colosML 93 fwt 
tall. The Strength of the wu jen inoreuDI plo- 
portionately-1 point of Strwngtb for every 
three ISMIS of cxpdellc8. to amuiwrmOf25, 
However. the giant form is awkwud aad 
clumsy, so the wu jen dou not miw any bit 
bonuses for his inorsusd Sboqth (Jthcqh hc 
does receive dunage bonuaer). The percentile 
scores for an 18 Strsn#h arc ignored, going 
directly from 18 to 19 in StrengCb. Damage 

The material component for this rpell is a 

~ A v & b b a i ~ ; v a f y m . ~  

GIUtt81zc 

Q 

Thislpcll nUws the wu jm to 

bonwbr far stmguu .have 18 M opurl to*, 

J 
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plus 1 point far every point of&mgtb greater 
than 18. The Annor Clam of the wu jcn is 
improved by 1 for every 12 feet of height 
gained. The hit points of the wu jen remain 
unchanged. The movement rate also remains 
unchanged, because of the slow and lumbwing 
body of the caster. 

While in giant form, the wu jen cannot cast 
SpCllB of my type. Item carried by the MI jen 
do not increase in size, cxcept for normal OkUI- 
iug. Obviously, bsocruse of thir, tbe MI jon 
not use normal weapons. However, he can 
upmot ma to use 88 clubs (2610 @b of dun- 
age, plus Strength) if a suoceaaful~kmd banilift 
gam roll ia made. Bouldere D ~ D  bahmled, again 
if a successful bend badlift gates roll is madc. 

ago. Other rots ofnmprss and dcdmaon , m u a t  
be adjudicated by the Dhf, us& the gmenl 
guidelines of Strength and the bend barr/lift 
@a roll. A h ,  since the lpsll c a w s  a mddm 

picking the plros the spcll is wed. If cast under- 
ground or in m m a  ~maller than the ftllsiZe 

age, pasibly won dying beaw of the aquee~ 
ing md crushing that occurs. 

The material component for this spcll in the 
scale of a dragon or hain from the head of a 
giant. 

The reverse of this spell is minuteform. 
,Men cast. the siie of the &n?lqtrWr by 
three i n c h  per lpel. An lpi-bvel -tor 
reduces by,* inct#p. when (br dvtsr IhiGyI 
to ~ l r s  in& hSi@ only %th gk&t W 
psr bvel theream f i e  LlUxf 4hm ’, rpdwtioa 
Jhrved ir I %th inch tall. ThC &nor g.(# of 
&a M e r  IpmiM umWged. H o w e . t h e  
’&vidual rmut he d.bh to boldttrhl Tbp move 

Baoh bad& ~~KOWII ~ l l u ~ l 3 d 6  p ~ h b  of dam- 

rpUn of growth, tb~r l tor  Should taka CM in 

nttainedhy tba calor, tba nststwill take dub 

Lwek 9 
Range: 1 yd.Aswl 
Compoassas:YS,M 
CastingTimo:8 
Durati0n:lnatantrnooUs 
A r a a o f E W  lu&adorslblrs 
Smhg llxm Ncg. 

Thinpowsrfw highmagic Ipsllh 111 e- 
Unlike my othor. It re4toca U n d o d C ~ 4 0  
life. Undud aeatum n dlowd a m t b r o v  
v.. &athma&c, but they oanonlymrlcs luch a 
roll at a lcwl equal to lulf their Hit Dice. An 
lethJcVs1 lich, for example, would nmka a nv- 
ing Uacnw vs. deathmagic n ifit wm locruHy a 
9th-lswl wiprd. 

lfths uadadasrturs hibib --it 
is immediately restated to rife a8 It wae just 
before i b  douh, ifit dicdbymndurd musea, It 
is restored to life u it w a  10 yaur &fora its 
death if it died of old aga 01 simila c a u ~ .  Th 
restoisdofiahrrsiamrmodurlirwqvbbobmy 
action for 164 turns as it alowly realizes what 
happsned. 

The restored creature returns tolife Y1.n 
appropriate experienw .ad Hit Die kwl, olld 
with its original alignment and abilitiea. It will, 
howver, be wwriqthe mma cloth,  and- 
ing whatever equipment (if my) that it did Y UI 

undsldrrsrhus. 
This spell does not necesauily change the 

alignment of a creature wlm MI origidly wil, 
but the elves recount hgendr of wridrdliches 
or vampires who were r eaond  thouah his 
spell. repented their old lives, and changed 
r l i ~ d e d i ~ ~ V W t O t b s & f ~  
of elvm. 
Tbs mt&l ampwastofthi8 rpell u .gold 

modrllion in the Form ofthe IM (wuth at lsut 
500 KP). 

Net= Rertrimsd to dvei able to cut High 
Wgic, Rloh n thoreof Ewrmea~ 

See caw IigM womnb. 
GIWWbDdl 
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Lcvol: 6 
Rangc: Touch 
Components: Y S, M 
Casting Time: 1 rd. 
Duration: 1 rd.neVc1 
Aroa of Effcct: Spacial 
Saving Throw: None 

By means of this spoll, the wizard is able to 
mako a section of mtal, &one, or wwd as USIW 

parent as glass to his gaze, or won maks it into 
t m ~ s p ~ l l t  m@rid capl.hrsd bssslftn. Nor- 
mUy, the ghssee p l l  can make up tu 4 inches 
of metal, 6 inchso of otono, and 20 inches of 
wood tnnnpareat. The spell will not work on 
load, gold, or platimum. The wizard can opt to 
rmko the &uce work only for himself for tho 
duration of tho npoll, or he can wtually rmrLs a 
traaspannt area, a onc-way window, mtho Inater- 
id affoctcd. Eithor WIO gives a viwing m a  3 
feet wide by 2 fat high. Ifa window is CrOattQ it 
h a r ~ ~ o f t h o 0 r i g h v l m r t a i . l .  

Tho mataid component of tho apsU is a d 1  
piw of o r y d  orglas& 
Nota: Common spcll (PHB). 

Tho ghsteel spcll turn8 d, noMlapicd 
crystal or glans into a trampwont wbstmm that 
ha8 tho tonsile strength and unbmnkability of 
actual steal. Only a mlatively nmrll voluma of 
material can bo affected (a maximum wight of 

caster). and it must form om wholo objoct. Tho 
Annor Class oftho substance is 1. 

The material oampohontnof this spell are a 
dl piocc of glass and a srmll piccs of rtesl. 

Notea: Covnmosl spsll (PHB). 

10 p m d s  PCS lwei Of O X P S ~ ~ ~ C O  o f t h  8pCll- 

’I 

! 
! 

I 

i 
i 
i 
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of gold. It is not $0- t a h w : L b ~  much 

is unchanged. 

time. Only OM stono ~ . l l  be used par casting of 
tho spcll. The entire philwopbw% ston6i1 m- 
sumcd in the proosss. 

Thecntirctrarurmutatonmue.tbcmadcatons, . 

., 

N o w  Uncommon spcll 



I m  
Glowing Globe, Nchaser’s 

Gnostic Chain, Galathar’s 

Golden Revelation, Nystul’s 

Gong of Isolation, Otto’s 

Graft 
(Alteration, Necromancy) 

Level: 6 
Range: Touch 
Components: V, S, M 
CastingTime: 1 turn 
Duration: Instantaneous 
Area of Effect: 1 creature 
Saving Throw: Special 

See Nchaser’s glowing globe. 

See Galathar’s gnostic chain 

See Nystul’s golden revelation. 

See Otto’s gong of isolation. 

A spellcaster invoking a gmj? spell can attach 
an appendage of another creature to the recipi- 
ent’s body in place of a missing limb. The 

appendage must take the place of a lost limb- 
that is, the caster cannot place the ann of another 
creature onto a body that had no such limb 
before, nor add an extra arm in the middle of its 
chest. Additionally, the limb to be grafted must 
also perform roughly the same function as the 
old one; consequently, a wizard cannot attach a 
foot to an arm stump. 

The appendage can be of any size, but the 
recipient must be able to manipulate it with his 
current Strength. If the limb is overly cumber- 
some or exceptionally different from the original, 
it may inhibit movement or limit spellcasting 
ability. The appendage to bc replaced can be any- 
where on the body: arms, legs, feet, hands, or 
parts thereof; but it cannot be the head. The 
replacement can be of any form, so a gargoyle’s 
claw, a bear’s forepaw, or a human hand could 
takc the p l m  of a lost hand, claw, or paw. 

The appendage to be grafted must have been 
alive within the hour before the spell is cast or 
the graft will not takc. The member to be grafied 
can be successfully joined provided that the 
recipient of the limb makes a successll system 
shock roll upon completion of the casting. A 
failed roll indicates that the graft does not take, 
and the limb withers and dies in one day. If the 
graft does take, then the new member will 
remain in place and function normally. 

The recipient might receive Strength or Dex- 
terity bonuses or penalties based on the grafted 
limb. The grafted appendage has its original 
immunities and weaknesses, including Armor 
Class and damage ability, so long as such 
bonuses and penalties were physical in nature 
and did not result from special characteristics of 
the limb’s original body. (Thus, innate spellcast- 
ing abilities, psionic ability, magic resistance, 
and Strength bonuses other than for grasping do 
not apply.) For example, if a wizard grafted on 
the hand of an arcanaloth, his new hand would 
be AC -2, would take only half damage from 
cold, and would inflict ld4 points of clawing 
damage. The hand would no longer be magic 
resistant (as is an arcanaloth’s hand). A wizard 
grafting on the forefoot of a lizard might have 
an improved Armor Class for that hand, but 
probably would not be able to cast spells due to 
the low potential dexterity of a lizard’s claw. The 
hand of an ogre (the largest-size humanoid 
whose limbs can be so used) would allow for a 
grasping Strength of 18; however, the wizard 
could not lift weights as an ogre. 

The spell requires the appendage to be grafted 
and a prepared mixhue ma& up of the blood of 
the being to which the member originally 

J 
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a 
belon@, a potion ofjdyrnorphing (Beifor 
other), apotion of cxmmhcalfrg, and .t lout 
10,000 gp worth of powdered moonstone. The 
pmpdmlxtunis csnnumdwheathe spell is 

dar 8 Book qfM)mnurphcu.a. (Updated from 

G & & M  

Cut. 
Notst: Very= spell. Known to be *- 

L7i7.4~0~ Magyinc.) , I t  

(A16snbn, Nerromuel) 

IdMk 5 
Range: 0 
Componmtx y S, M 
CMtingmmC: 5 
Duntion: special 
Am of E5oc.t: 1 person 
Saving Throw: None 

With this spell, a uiwd can onft my M y  
taken flesh to the body ofthe mcipisrt, Sither 
replacins a lost limb or 4 g  u a dispiM. 
The spell only functions on living human, 
cbmhmm, a h m a w i d  iubjsoo of up (0 ogre 
aim. &d?cd tinw mwtbs of tho mmape&a 
u the h t .  Tbegtqt?flrrk lpsll cannot ba cun- 
b h d  with other enchrntmeatl (such u embalm 
or spirit bind) that are used to premrve a 
C a p r s .  

The duration ir limited only by tbeaompnti- 
bility of the grafted b s h  to the host'a body. 
Flesh tlksn &om the reoipient (Wh as a am- 
emd limb) cnn be p e n n a n d y  reattached with 
thir rpoll. If the graftad limb IMI Wrsn fmm a 
fieah corpse, hoarovcr, the maximum duration 
of tho rpcll is  1 &y/lwel of the casten Only 
musculo-akeletal tissues am affwted by this 
mil ;  it OUIUO! bewed togdwgum or attach 
ddit iod qpndagcs (much ea a e x t n  m)to 
thumcipient. 

The gmftflesh spa11 om rlro disguise the 
d j w t  (h may be t h e ~ t o r )  with flwb fbm 
a d m w .  While the Nbjoot gnim ths facial and 
bodily rpgaplnce of the d e w w d  i@vidunl, 
the transformation is only "skin deep." The 
mipiart rot*lu his n o d  voice4 hsowled#a, 
spells, and other abilitiea. Furthermore, the 
subject does not gain my p h f l i d  or mnrory 
abilities aueciated with hi8 new appoulace 
(for example. the spell cannot replaem lodeye 
Bight). This appHcrtion luts  1 dayilml of the 
caster. 
For the duration of the spsll, grafted flesh lit- 

erally becomes an extension of the honb OWTI 

body (affected tissue radiates a faint aura of 

necromancy, howavcr). The mcipisnt bu 008)- 

nmarl. 
At the conclusion of the spell, however, the 
grafted flesh slowly deadmi and ultkbately 
drops away. A succesaM dtsprl *auk cbc 
spell prcmatursly. 

The material component is the host's own 
severed limb or e110 a witable repheernent 
horn a frorh COtpM (Q.d corn0 loqor thm 1 
day par l w l  oftbe eutor). By ths coaclwion 
of the Ipeu, .11 pnAed tldllu dee.yedplrt 
all utility nnd c . Iwt  be rwd in a lob- 
d w .  

N o ) r ; R w h i c ( s d b o ~ c o D m v a  

plste control over the flesh 81 ifit 

GnnFlmL-Lk4lLLch'l 
See gaff limb. 
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Grail Item 
(Necromancy) 
(AU!!d 

Gruplag E.ad, Biglry’r 
See Bigby’s grasping hand. 

psmwent. and the item b d o n s  nc 
T b m  i8 DO wry to &the object 

(Necromancy) 

L m l :  8 

Should an undsad spdlcutcr, such u a l i d ,  
fall victim to a v@ w q o n  or othmnvb lms a 
limb, it con cast this rpoll and graft puts from 
&ad bodies on to its Own; the prAed fimb will 
function normallv. At thc DMh d i d o &  a lich 
can even praft additional append~ges to io body 
and we t h m - o b v i d y ,  ita .bili$icl will hnn to 
be specifically adjudicated. In the RAVBNLOPT 
setting, the sight of auch a cmium will certainly 
woke a horror check. 

Notrr: Restricted to undead spcllcasters; 
unCommOn. 

spell, 
SOicfJ 
law a 
IS md 
nally. 
ort of 

Graymratle, Grimwrld’a 
See Grimwnldb grqma~tls. 

Level: 1 
Range: 10 yds. 
Componsnta:yS,M 
CartingTimC: 1 
Duntion 3 &I.+ 1 rdncvsl 
h of Effect 10 x 10 ft. 
S a v i U g T h m w : S ~  

a dippwy layer of a fa% greasy nawe. Any 
oreataa entering the WI or caught in it when 
the spell is oart must lrve w. spel) or slip, ski4 
and fsll. now wbo 8tlccemmly rsve 0111 ruoh 
the mmst nongnased surface by the end of thc 
round. Thola whomnuin in the aream a l h d  
a swing throw & m a d  d they eloape the 
area. The DM should adjust savhgxhnnwr by 
Cimurmtlllce ; for example, a c r e a t ~ ~ ~  dwging 
down an incline that is suddedy preusd has 
linle ohuw to avoid mS sffact, but i t8  .billty to 
exit the affected am in almost a ~ u r s d l  The 
ape11 candro bs @to create a m y  mating 
on m item--.rope. ladder rung, weapon bm- 
dle, Mc. MatsSial objects not in UM w always 
affected by this spell, while creaturss w W @  
or smploying items receive a saving throw VI. 

spoll to avoid the effect. If the initial saving 
throw is fniled, tb cmtuw Immsdirtdy drops 
the item. A savins throw must be mrde eaoh 
round theicrraturs attempts to UM UM greslsd 
itrm. The canter can cad the ofbet withasingle 
utterance: otherwire, it lasts for throe rounds 
plur om romd pa lsvol. 
The musML oanpmaaofthe apsll is abit of 

pmkrindabllttcr. 
Nota: Canman lpsU (PHt). 





Level: Raqe: 4 Touch I ,  W *I 

COOIDOMIIU: V, 5, M 

C Level: 3 
R.npe: 20 yd8. 
c-: s 

f 
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Gmtt? Si@D Of f b d l l g  I 1 4  

(Ahlank.)  
W) 

- 6  I, I. 

mlge: 0 ,',l 

Componcm: S, M 
CltingTima: 1 W,'. {'i )N '0. 
hation: - 2  "6  ? bJ UI 

hofEiTe&8pec*l r 5 1. , Ibqa r I UWdJ 

&vhgTbrow: spoc*1 3i*, rn,FtuV+ Ydi .ttkXlut 

A  mor^ p&i&t fmm of tho l u r ~  d@ 0J.frd- 
fng, dlh lpell ltlcwrtbs C l a t Q l O  gurrduIitun 
or p0rt.l and provent all other creatums From 
opening or pasting through the waled itclll or 
~ . T h C g r r r d s r 8 l g n b u d d t k k l .  

Fira, it affm a doorway or item that -(a 
chest, for instance) M a W a d  loc& spell. If 
plac8d in 1111 opcn oorridoror aohnrlytopIuvcdt 
p ~ . g c ,  th8-r rign mat- a nqiorl bar- 
rim that repels all who try to pu. 

Second, the greater sign greatly strengthens 
the physical structure of my door or item it is 
placed upon, grant& a +6 bonw to Rny item 
saving throws and allowing the item or door to 
ignore 1 point of damage per caster level from 
any attack. For example, a greater sign cast by a 
12th-level wizard would reduce the damage of 

% r-d r-d (maximum daqWIpe of 8 
p(ihts) cqnld$swtkck through a l b o r  pro- 

Third, if the protecMb doorway or item in  
psalope adcctmicd by 19y -, the sign 

If is not-only doqmyed, ht al& release8 a & 1 upon thopffanding cmhm. spell held 
hycbdgniirdwbntlm~wlknlbethcgrwtrr 
Wyr, is asaed, md any spell the canter har mem- 

's way, from aflmhll or orimdunba 
shacking gra 
w h .  Ths ofthc signa rs(dbutive spell in 
10 yards par caster level, no itis porsiblc to 

The dgn is dispw in phin dght, and most 
wizards wil l mcognh it *@mt*is.The crater 
cannot specify particular amatutm or condition8 
for the sign 5 opmtih; it iuoctionr againat any 
orophyethat attempts tom it, dthoughthewiz- 
ud can %Mlyplsl through hi.m slgn without 
activating it. The greater sign can be removed by 
the caster, thus ending the spell, or it can bc 
dctcrfcdby a limited wlsh or W h  spell cast by a 
wizard of equal or higher level than the aiginrd 
carrer; E CBMOt be aiepslled. 

The material component for a mater sign is a 

#pw ac spell by 12 poiath H) a fW* 

+by-# 

? Cry MSty wish OrpOly- 

dcatmythewatllbu~.*dl*llrmr , 

uowdcred d i a w n d  worth ah k u t  1,000 gold ' , ' I 



Grimdd’s Grapsntle 
W m m m e y )  

Level: 5 
mgc: 5 ydS.nare1 
Components: y 5, M 
C d n g  Time: 5 
Duration: 1 rd.Am1 
Area of Effect 1 cmahua 
Saving Thmw: Neg. 

On the round of carting, a small skull u baas 
is imbued with a silvery-gray radimoe. Ths drutl 
or bone can then (in tbc n c x t d )  bc towbsdto 
an opponent or thrown to the limit of the spsllb 
range againit a target. In c a m  of touching the 
WI to an opponent, the attack is+2 to hit. 0th- 

iug to rbs mager n o d  THACO. 
If tha skull 01 bone hits the tsrget, the gray 

radiance is transferred from the skull to the 
crsllture, ccntsling it entirub, For the dumtimof 
rbs spcll, thccrsrturs cannot mgainhitpaintl by 
any mans. Natural regendon (auch u fhd of 
trolls) is stopped as M the effectn of a rfw of 
mgenewtion, potion ofhealfng, or st@ofcur- 

E t W b  thCCohilnea O f h i h g m  &, .ooo1y1- 

fng. Spell8 Chl wtutn lart hit p&ta (an lfght 
woun&, heanl) will not work on that indhddd. 
Other necromantic spells will funotiar\ast. 
mally, including &ow that cure other lffliorjoas 
(disease, bllndnrss). Thoae that remove hit 
points (cowe I/& wounds) we ~ ~ f f ~ ~ t d b y  
the spell. 

Should the gray-wrapped skull 01 bnao miu 
the target, or should the targat mrlcc &&wing 
thmW vs. spell (at -2 for (how Sdmillbmcd by 
touch), thc g m ~ t l e  fads a4 the lpsll hp w 
C f f e o l .  

Upon tk8 cxpinriol, of thd spe& nutomatic 
boding abilitisr and h r  such a8 rks rfmg of 
rrgstlrmtion a rhe mllb mgmcdve ability IIC 

healing attmpteddurimg the s#%4uralh is 
I& 

The material oomponoat of thistipdl is tk 
lkullolrboncd. 

N~UncommcmOrme&Kiaovmtobe 
in The %me ~ $ t k  CoWMlu. 

~ ~ ~ ~ l l i t ~ ~ . ~  



> Gwdian Mantle 

Ground Fog 
(Invocation) 
(Air, Water) 

Level: 3 
Range: 0 
Components: V, S 
Casting Time: IO rds. 
Duration: 1 hr./level 
Area of Effect: One 50 X 5 0 4 .  squarellevel 
Saving Throw: None 

This spell creates a ground fog or mist that 
rises only knee high on a normal human (about 
two feet). The mist fills an area defined by the 
spellcaster, laid out as 50-foot x 50-foot squares. 
The first square must be centered on the caster. 
The others can be laid out in any pattern so long 
as every square shares a complete border with 
another square. Indoors, the fog fills only the 
level or floor where the caster stands. It cascades 
down stairs and into pits but evaporates after a 
few feet. 

The fog is full of moving swirls and eddies. 
An invisible individual moving through the 
fog does not create enough of a stir to reveal 
his presence more readily than normal. The 
ground is generally not visible beneath the 
fog. It is quite possible for a corpse to be lying 
on the floor and be completely covered by the 
fog. A detect magic spell will reveal an aura of 
invocation. 

This spell may seem innocuous, but to a vam- 
pire spellcaster it is a deviously simple trap. The 
gaseous form of the vampire is easily concealed 
by the fog. In effect, he can rise up out of the fog 
anywhere and attack with surprise. Alternatively, 
the spellcaster or undead minions can lie down 
under the fog cover, then leap up to attack or 
strike at passing legs. 

The material component of the spell is a pinch 
of lamb’s fleece. 

Notes: Common for undead spellcasters; 
uncommon for mages of Air, Water, Frost, and 
Weather; very rare for others. 

Grue Conjuration, Nystul’s 

Guardian - Pluma 

See Nystul’s give conjuration. 

A 
(Conjuration/Summoning) 

Level: 2 
Range: 0 
Components: V, S, M 
Cast& Time: 1 &I 

Duration: 3 hdlevel 
Area of Effect: Up to 3O-ft./level radius 
Saving Throw: None 

A guardian spell will alert the caster if a living 
creature above a certain size (specified at the 
time of the casting) approaches within a certain 
distance of the caster. The spell will awake the 
individual from a sound sleep. 

Any size creature can be indicated-including 
the tiniest-but the caster will be constantly 
alerted to the approach of insects, mice, etc. 
Since the spell gives no indication of the size of 
the approaching being, this may be somewhat 
unsettling. 

The material component of the spell is the ear 
of a bat. 

Notes: Restricted to practitioners ofpluma 
magic (the Maztica setting); common. 

Guardian, Serrel’s 
The 3rd-level guardian spell, see Serrel’s 
guardian. 

Guardian Mantle 
(Abjuration, Invocatlon) 

Level: 7 
Range: 0 
Components: V, S, M 
Casting Time: 7 
Duration: 1 turn t 1 rd./level 
Area of Effect: The casta 
Saving Throw: None 

The guardian mantle spell creates a blanket of 
translucent bluish energy that encases the caster’s 
body as protection from melee and missile attacks. 
Those attempting to attack the caster must roll a 
successful saving throw vs. spell at a -4 pmalty or 
find the attack foiled by the mantle. Attackers 
using magical weapons can add the weapon 
bonuses to the saving throw. Maintaining this 
defensive enchantment requires no concentration 
on the part of the caster, who can cast spells or 
choose to ignore attackers. The mantle does not 
protect against spells or spell-like powers and can- 
not be made permanent. While the mantle is in 
effect, it suppresses all of the caster’s other protcc- 
tive magics for its duration. For example, neither a 
globe of imlnembiliry nor an amulet oflifpm- 
fection, neither a ring of regenemtion nor bmcers 
ofdefime, will operate while this spell is in effect. 

The material components are a piece of blue 
velvet and a gem of at least 500 gp value. 

Notes: Very rare spell. 
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The material component fo? &is 
spell is a piece ofja&Abvartb'rt lart 1 bb'icn 
(5 gp), which is thrown at the cbsidtmget. 

,, : Notm: C- is a i d  Mnw WhW- 

3 
Rurga: l0yda 
CompomW Y S, M 
Duration: spwid (1 Id .hel)  
CUtingTims: 3 
Arer efB&ct 1 bwAsvel 
SavhgThmwNoee 

when a w i d  casu this lpell upon a short 
bow, long bow, of OmSibQw, the bow * & + I  
bmw to aturdcusd dmuagurolls fa a wrmber 
of rounds equal to the wizrrd'r level. Tht 
bonw h d b y  this spell ddito any magi- 
cal bonus the bow already carries. 
Ths qwll t.Lsr effect wbm b e  Eint shot is 
€id *d&aI lasts for the full hnalion, which 
is @ne round per oaster level. Tbc first shot 
mut be f i d  witbia 8 houri of the cwihg or 
tbs O w h a r i ~  h lo&. Multiple @pel* 0111 be 
u s t  upon thc h, wiUIhnnu*mn 'bnrma. 
Tkc rarcarreof til& rpsu, c u n c d h ,  oasrsrs 

a -1 penalty to attack nnd d.mrge rolls for a 
number of r o d  equal to the CM~OI'S lwel. 

The mamiat OcmpbWat ir # W n c  arrow- 
head. 

N o w  Common in the EIRTWRIom wtting; 
very rare elsewbers. 

(ConJuatlon/Summonlng) 
@ad)  

Level: 1 
Range: 120 yds. 
Canpaaaacl:V,S,M 
C d h g  Ti&: 1 rd. 

Arer of E f k t  5-ft. aq.nsve1 
S a w  Thmw: None 

a min of atones in the a m  of effect, cnwing 
dunage to cmotlurei and objeots withi* ahis 
M.. An attackdl is made against splryu- 
turem theam ofeffsot, otluMculab OkaDS 
to hi. A hit mmma themlhur hu becnhitby 
one or mom stones klling *om tbc dy. Tbs 
dunage caused is ld3 poinu per lweL oflhc 
canter (1043 ~ u h u m ) .  Any number oforal- 
tures om bo struckby theac stollss if withtn the 

Q 
Hdl of Stone 

hmtioa: IUStU%WOUD 

UpOD C d l t g  this spcll, t& Wnjm Rrmmolll 

I 
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or mother person's hair (the artistic a b i m c l l ~  

ThefkDCthUuol 
bubmhg m w  profickllcii am a m .  

T r h  amtthehdr 
style h hail " 

wub, clernm, ddryytbhrir  
Lightly dye 01 bleach the hair 

The change lasts until the person's hair 

unwilling aubject receives a saving thmw V% 
spell to avoid the c ~ t s r b  attentions. 

Fbcket Libmv, %I. I. 

@-hn) 
PomJ 

LmI:  5 
Rmlgc: 10 ft. 
Cronpoumr:YS 
CntiIlgTiw 5 
hartion: 4 rk + 1 fo.IIOw1 

AteaofBfiW: clartss 1 had 
kV@ThrCnw:NOae 

rmeiulisnhudof~wmt1Pdmuqm- 
d, hhobudqpmmwithin ton fs* dthenpoll- 
~ r r d m o v c l  withhim. I cupov ulnwgb 
lmnma&& I d i v h g ~ c u i l y ;  d o p a  
~ d u l a D d o i t a o ~ I t I r l r ~  
C- . wbile the outccongllcrin 0 t h  

a C l h i ~ i d l d i n g E q 6 k h g .  
The hand acta only whm a &ll r(trck, 

ouch M a nagk nisrll8 or llghhrlq bolt. is 

tlw anned & magic to u.ck the 

diroetly on tho outer. l3a hrad does slot I@ 
wide area effect6 that incidantly include tho 
mater, such 08 afirebcall. 

The hand moves to block any creatures 
armed with magic tha! try to approach the 
carter, them m if it vcrs *ldidbu- 
nor. Innately magical creatures (mob u most 
Mlutrucu) arc gcnenlly blocked, though tbDi 
natural attack8 inflict full damage. Special 
creatures with virtual immunity to mor( fpetli 
are unaffected (for example, a true golen 
would walk right through the hand U0kr1 it 
wan wwry carrying a m  mrp.n). 
Thchurdislightning-quiolr,andcan&&ad 

againat s d  magical awkm or OM cmture 
in a d .  It trieoto h s p t  all such attacks, 
taking thair damaga itself. The hrad ir AC 0, 

Out IUhId&Or dirty @ll. h 

Not-: Iclrs Spell. b a W n  to be in h f S m O / b  

Halaster'i GrappUng H..d 

This SpaU cIQ1bS a kmtlUCmt, 5-foot a l l  

d h t s d  .t tbse~tm 01 ~ b e n  a hortile ma- 

Cum. n# lpsu hItOlW@ Ury lM& 

I I '  



effect may be unnoticed even by those in rbs 
mi& of it. If &a change is eatreplls (fa 
ple, a grassy plain ocrvsring a seething fiild of 
volcanic mudpots), the illusion will no doubt 
be noticed tha instant em won falls proy * 
it. Each love1 of sxporicwa e the dimsa- 
lionr of the cubic area afhted by lQyu6; f a  
example, a 12th-lwl aster &e& m a m  120 

Ths material compoasnr~ of this rpall am a 
stone, a twig, and a bit of green plmt- leaf 
m gnes blade. 

N o h .  Common apcll (PHB). 

Ello sf Eyer 

rsrQ x 120 ymb x 120 yluda. 

( C ~ u n t l r c l )  

Lcvcl: 4 
Rango: 0 
Componsntl:v,M 

Duration: 1 turnnsvcl 
Area of Effect Specid 
Saving Throw: None 

Holo of* creates a halo of Arnotional oy* 
balls that sits atop th. castcrh hsadeubling &a 
caster to sac in all directions at the name t h o .  
Additionally, t h e  magical cyssallbneb&nd- 
don to a distance of 60 ba. Tho outca clll Iw 

c M t i l l g k 4  

Y 

opponsar0 I Is l l l idadbirs~lbsyM 
n 0 r ~ b l e ; m d c b a e f a e d ~ h  
behind or suffer a penalty for a back attack. 
Under n o d  conditions, the ~artdt’ oumt be 
M U p I i M d . A ~ C l U U l O t b I l ~ ~ l k  
magical eyes, but their Virion i s  ob#umdbY 
blindness and other magical md WaudefWs 
U l a t w o u l d h i n d a t b s v d *  

The material fw tW*pell stc 

oorpac of any crsrhae. 
Notes unwuunon rpall. 

tho feather Of M SEglC d M sys*rh * 

H..ll-Drwn 
~uo*-) 

Level: 2 
RAlJgc: 5 ydk/lwcl 
cormponsnts: v, s 
c8stingTimc. 2 
hation: 2 rdnhwl  
Area of Bffea: Spec*L 
&VillgTkOWNOne 

area of force aimilv in d m  and ahapm tu a 
Tho apcll briQg8 intabeing a fabuy &will# 

rblo thumb The f i  o t t h  hand .relmwb 

aity m oftbo fingm beqwl #e cb ouc 

a hand. khu f W  f i i . a d M  gpol- 

mor0 prcciie in their movements Ibus, for 
example, M msem sewn#.  Tln Dexterity 

ing dragon’s Intelligaro, plur 163-1. 
Tho hand is vary we& when aompmd to 

typiaal dragon Itrongth. It can IiB objaata 
w e i w g  up to,@ p a d  and can apply UI 
e q u i ~ s n t m w u n t  of RpFoa. Thus it am 
only ~hsmorc4tagil4 of &imta,’Iboknd c1D. 
not wield a wapwiar ikow m obieor. 

l h s h v d c u r d d i v o r a d w b ~ d t r d r  
per round; its THACO is tbo m e  a8 tb 
dragon’#, The slap wwl)ao dmna#e, but a 

tfation and ruin I*l, 

The dragon mmutsWv0 a h o t  b of rill\ 
to tho hand. As Moll M the dragon’s view ofthe 
hand is blooksd, the spell ends. 

Hand is one of the few draconic rpal11 tht 
might possibly be learned by a 

For dragon8 unable to polymoqh or 
shspechsnge into human or &mihunWI &I 
the lack of small milu*rhp dig&# h -1 
problem. They can’t writs, they can’t opsn 
small jewelry boxss, and so on. The handspell 
W h t l l i I p s a b h m .  

Nbtw comaren for h o a r ;  othomim vay 
m. IEsown tobs mthahrononrlcu. 

BWeMfd hit will b d C  1 apSllC&OfS DwwII. 
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Handy Thepiece, DtawmiJ'r 

Harp, Mebamder'l: 

Hute 

SnLlrnwmm 1'1 bmdy timopisoe. 

See Melisandsr'n harp. 

(Akatian) 

Level: 3 
Range: 60 yda. 
Componoacs: Y S, M 
casting Time: 3 
Duration: 3 rda. + 1 rd./laal 
Ana of Effect: 40-R. cube, 1 cr8ahIrwkvel 
Saving Throw: None 

When this spell is cast, each affackd cma- 
tun functions at double its normal movement 
and attack rates. A hanted cmatum gain8 a -2 
initiative bonus. Thus, a ereaturc moving at 6 
and attacking once per d would m o ~  at 12 
and attack twice per round. SpehWing d 
spell effects are not sped up. The number of 
oreatElros that can be affected is equal to the 
crstet's s x p c s ? ~  level; tho80 matmw1 C b  
eat to the center of dpcct M &Wed first All 
affected by ha& must be in the dcrigaated 
m a  of offect. Note that thin lpai n~grrsl the 
efpectl of a slow ~pcl l .  Additionally, thin spell 
ages the reelpiant by me yw, bscus of&- 
up metrbolie psssss  (like all magical aging, 
this requires a system shock roll). The spc14 ia 
not cumulative with itself or with iimilar 
magic (including boots ofsped lndpoflon of 
WM. 

Its material component is a shaving of 
licoricc rool. 
No-: Common spell (PHB). 

Hasten Growth 

hl: 5 
Range: Touch 
Components: V, 5, M 
cas* %e: 2 hrs. 
Duration: InStDntaDoOus 
Ana of Effect: Animal touched 
Saving Throw: Neg. 

This can be cast once per wsek upon any 
animal, including a giant variety. If a saving 

throw VI. spell is fail& the cmatuw ages by 
one month instead of one weak, undopsoing 
any physical changes associated with the nor- 
mal of t h .  Casting this spell more 
than once per week on the same d m n l  may 
afflict it with magic-induced changes, a degen- 
erative diseaes. system shock, genetic Qp.ga, 
or other penelties at the DM's option. "ha lpeu 
is most often used to accslerrte matauation 
during breading experiments. 
The matsrial components am: a pirch of 

spinach and a spoonful of cod liw oil. 
Notea: Very rare spell. (Updated from 

Ima&dne Magazine.) 

HatcbtbeStswfromQe%p 
(Abratiab E m e k n t m t ,  Emoatbu) 
( A l c k e w X u W  

Level: 7 
Range: Touch 
Cantiq Time: ld4 + 4 hrs. 
Compoacnb: Y S, M 
Durdion: 5poci.l 
Ana of Effm Om alcbariorl mixture 
Savin/ThtW:NODO 

when a wizard wisher to onrts cbcma@ui 
item known M thephllasopherb sfone, he must 
first discover its alchemical formula, phich 
tells him tke noksrsuy ingrediegu'and the 
matbod of pqw& thnm. %$@mation ia 
lr0rpr0vido-d by tbb mp4 uidtbiqpll is we- 
leuwithout the ~~UIUIS,  (The expa W e d i -  
cstund form& 
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Haunted Sleep, Taddn’i 

Heal W - Phaerlmm 

see Tssirinf huntsd sleep. 

W-==w) 

Lev& 6 
Range: 0 
Components: V, S, M 
Castiug Time: 6 
Duntion: Speoial 
Area of Effsot: Tbc crstcr 
Saving T b m  Specid 

This healing spell is usable only by the 
phacrimm. wbsll it is crab a miag throw vs. 
spell is required. If tb cbrow fails, tho e d n g  
phasriMn is healed of only 4d8 pdatrof bm. 
age (to the limit of damage previously taken). 
Blindness, poison, weakness, or nausea, how- 
ever caused, me banished from the phcrimm’l 
MY. 

If the throw succeeds, dl damage u w4 
including the restoration of &I1 use to broken 
limbs and damaged organs. All afflictions 
(including rot grub and otba pUuiti0 infcltl- 
tions, diseases such as mummy rot, and even 
I vwmhro~)  M d d .  

In addi~tbPh&Y,immtsmpCrr6ly gaiw 
1 point of stmlgtl& w a t l W p p l i * ~  

st=wlregrdles*af=Y-Dlmully 
(aph~r immposscssine18S~rt ta ina19 

p o w s d ) .  Thin augmentation lubrfa A IWIY, 

the spell cannot h dl#pelle& &bough new 
damage can be taken. 

This healing spell requires as its material 
components two dropl of water, a drop of 
blood, and a gemstone of not I s u  UWJ HIQ I )  
value. The ph.srimm holds them in o l l ~  tcmtl- 
ole, claps that tontack to its body, and ~I#WIW 
the spcll. 

Now: Reahicted to phrcrimm; 0811311101). 

plus 1 round per level. The healing effects of 

C ~ t i ~ g  thii lpell induea a dcop, uabredt- 
able &op in which* s* drr*sspcrpe- 
twly oftho OtDIt oanfatiag iBlcpr a m  
his mind imagines. During tbc dfoam, the 
S l ~ ~ b ~ n o m s J L x n o t s X a  
bywowdin&Hoarara,d\uialarchhw.lb* 
tho f i i  si& tho drMmmtrslls.wopadr*m 
artonirhing rate, maowring 2 bit pow per 
bour. 

If this onchtmont ii magically CUJE~OIO~ 
ori f thosl#qerislbyabwntgkmam 
or sleepwalktng spell, the healing eftsot i r  
stopped. L M m ,  a -ii&l d&& .rperc 
spell not only wakes the sleeper, bul dlo atop 
the w i g .  

Tha material components for this spcH M a 
bear’s claw, a @trip of xhm#itlow bark, and 
the dried, cnulpedpstal of a blue loampara 

Notes: Restricted to Dreammaster mages, 
non-evil witches, and those of gypsy blood. 
(Updated from DRAWN Magazi.) 



3 
HrrllngTaueL 

(Altwrtlon, Necromancy) 

-1: 3 
Il*lgs: 6 
componcnw v, s 
CMtingTimc: 3 I 

Duration: onc touch 
Area of Effect: 1 livh hming 
Saving Tlumx None 

When tbs cuter twchei a k i n g  b e i ,  life 
cnegyistmufemd&nntbc@mtothcNb- 
joctbsing. iflbsbciog b lilwiw#,* Nc4(oc 

ihl .nrckrollbnquirsd. 
Tha canter & 166, Ul8U-d isthe nUmba3 

0ftoapa;uyhit~tr~krtsnndupoatbentb- 
j c c t d r u b t r s c t o d ~ ~ ( & r c o r ) a l W . T b o  
caster must then make a successful saving 
throw VI. spoll orbspurlyzod for Id4 ro\p6. 
Any h a n s p a s r o d  hit p9intsolcerFbtlrOstf ZEE 
mal total are lost. The rcmpanry hitpoints w 
the first lost to lyrbbbyoqpslt damage, and 
any nmriniqg after one hour par castor level 

cast upon an undead creature, thii 
spell htlicts damage squallto the mnbm of hit 
poinu lost by the canter. 

This spell wan developed by Stovror i t h a  
Skulls to fulfill an ordm of tbo Lanb of Wa- 
dscp.ItLsrunci.llyamonedvasiaof~ 
wmpfrlc touch spcll. 

Notes: Known by the w e  Stavror; unwm- 
mon for the w.tclr-Wiurb' Guild of Water- 
deep; viztually unknowp outaide the 
F-CRfAuCsng. 

Heart of stcl.e 
(Nsaowcy) 

Lsvsl: 8 
Range: 0 
Crmpeaamtl:YS,M 
~ c ~ l d a y  
hurtiom: 1 you 
Areaof Efrcct Tbcartar 
Saving Tbmw: None 

This potont spell exohanpa the wizard's 
own livisq hqut for a f i i  crafted haad of 
WfWbUnMamirhsdatoostht*IihbVray 
nature of tb wiurd'a body. Ao Long u the 
heart of stone remains in effect, amm red 
not feu athclro t&piaOc, IW, or whim: 

rible injuries of this kind. 

Y 

hc dwr not blwd and DM tho -$or- 

Fmmlny ala&@ apieming atWk(tYp0 S 

age, plus any wgical adjustment for-lhe 
weapon. For example. a w h r d  atruck by a 

Strength and spccidizatioo bowrer are 

a word inhia rib amgo, any dunage rult*.cd 
interrupts spsllcuting. A wizard who is dir- 

than $be inconveaiencc of having hlr l labs 
ranoved, and a w d  limb mattachas if hcld 
i n p b  f a  oao fall turn. 
The hart d.rorrs i, rlro putinIIybffwtiv? 

agninst blud@eomiag uwob ( m a  B)umc It 
p D o v s n t l b r u i * , ~ , u d ~ b l o o p  
vasrele. A g d w  b W p m i n g , . w s a ~ ,  the 
wiwd only s u f f a  Wfnrmul duprlo. cclluc 
wound rplb .IWarur i48i.3 aioimom duw&c 
against a wizard promtad by thllpdl.  

In addition to rosintin# hjwy, the Laut of 
stone also render8 the character immune to 
fatigue and exhatwim. whether normal or 
magical. The caster also gains a #)sub 

While the hart of stone is quite paupcr2ul, it 
has limitations. First, determjnod,phyriorl 
attacks can eventually deplroy 4hba wizard 
despite his unnatural rc6igtanoe toinjury-a 
mob of angry psarrantrwith hatcWedpnn 
wn f i i sh  off the wk&aas point rt s t b  K 
that's what it takes. Second, tbc h w m ~ ~ ~ f m  
no protection against 0th attack forma, such 
IU firp, clwtridty, cold, wid, and IO on. Moa 
iinporwly. thautr lorar &e bbiw tarulv 
r m l l y ~ ~ i a p n y c l d a j ~ ~  
lonthitpoints arithtk pIsugeof time. Hal- 
ing ~ w l l r ,  perioor and item ma reduCacLt0 

( W + l  bitpoi.stwt014) would only rUucn 3 
hi4 ppinti tD a wiaard pro#aeotod*& heart .sf 
stone, H0wcv.r. Iiwlrod wi8k 01 d r h  cm bo 
uasd to rsstola 1 hit point pcr level of oartam 
nll but Id4hit painto. rprpeotively. 

In addition to these d i d v m a ,  Awn 
srane &rordm tb d ml#We Pone 
o ( b a ~ : b i s o w n r a l L n r t ~ b e d a Q o y e Q  
ilutantly shying him. NaWrlly, tbc wizard 
wiut.kswpa to w crdpoatsot @ trus brrt 
to prevent this from happcuing. The living 
holrr contiauor ,to beat fer tbe auntiolr of the 
apollbut mquired no rpoci.lipcsptrclc or fad. 
ities to p r o t w  k t h e  carbar could Imvc it 
lying on the floor, Kbs wished. 

The heart of stone cannot be dispelled, 
although a mom pcnvcrtul negation magic such 

or P), ths w i w d  .uffon ody 1 paintostm- 

bng awonl +I  n u f r a e  2 pow dbuec. 

ignored. Note tbatwbilc thocar*r nMy por feel 

mcdabmd Snf f io r~00ddi t iwr l .8w?ge  p" 

caving throws vs. PctrifiODtion attaclu. 

theirDIhblM&@WhW8WWWd4N$WUl& 
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as Mordemkainen P diaJtmctfm can bring the 
spell to an 4. Stme olso undwa thc 
magic ofthe hsM qffstone. No mrttcr how ths 
spell is ended, (bs wizardb own living heart 
inrtratly ratwoe to its pr0p.r place, and tho 
s t w e  heat( appears wherever the livlng hsut 
wan kept, At this time, asy injlnics the aiupd 
currently has are multiplied by'ld6 as the 
wounds begin to bleedagain. For snampk, a 
wizard who cumntly hM 6 points of damage 
suffen 6d6 points of damage when the ipell 
on&. 
The material component for thii speil is the 

sone hart h l f .  This must Bc a carved I(0ne 
of quality (jade, obsidirn, 01 gold-winad mst- 
ble would be appropriate) wath not lea# cflm 
5,000 gp. It must he prsp.lad by uw of the 
enchanl an tfrm spell. The stone is not con- 
sumed at the epell's snd and can be wed a& 
if it is dmnagtd 

N.ta: Uncommon (P0:SM) 

Henrtcdl 
@MnUon) 

Lsvd:3 
Ratlge: Spscinl 
Compomata: y S. M 
carting me: 3 tom 
Dwatiw: 1 wm 
Area of Bffeot: 1 crcatm 
Saving "brm None 

This spell indicates approximate direotien 
nnd dispDcs of the aubj&k true love, if& a 

indicating that either the subject h u  80 ttlle 
love or &at the time is not righc for thcm to 

existence, some indication ofthe phne i, d l  
the information that can be garnered by this 
method (Outer plane, A d  p h e ,  danipkao, 
ac.). 

The material componcntl are a spool of red 
thrrad and a g h  disk. 

While advcncuring in far-off Koukura, h e  
hedge-sorceress Majiohimc dircovored the 
belicfthnt art invisible thred of Pate cmnwtcd 
thoK d d m d  R) mury. The theory led to the 
C I d O n  Of this &. 

Natrt: Uncommon for diviners, goad 
witches, end gypties; otherwise very I-. 

one exim. Somarmes ' t b e I p e H i $ ~ D o ~  

mcM. Ifthis true lave is on 0 ditrslaarpfure of 

Wphted fIOlU DR4OON MgUd.) ' 

(IUwion) 

L6vcl: 5 

- 
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bel: 4 
Rmgo: B P * l  
-tS:XS,M 
c&ingThne. 1 dry t 1-6 days 
Duration: Special 
h of Effect 1 itom 
saving Tbow: Neg. 

Similar in many respects to the 6th-lmel 
spell enchnt ap #CUI, thb spell is much mote 
limited. It is uned, typicelly, to meke e minor 
magical effect, auch as cantrip, a a of an 
object. Such enchantmnt8 have little or no 
combat we and are usually restricted to Corn- 
fort or everyday 080 it- Nch u skillets and 
blankets. The mom pronormccd t& cffeor, the 
more days the wizard must spend working over 
the item, to a m a x i d m  of one week (at the 
DM's diffirction). 

Noter: Restricted to hedge wizards; com- 
mon. Thew M minor NPC wizsrds of 9th l en l  
or less (and optionally the kit in The conPt.rr 
Book of HurnanoldF). The wcond, pbnt-nfkci- 
ing version of the original spell her been 
renamed enhance plant.  (Updated from 
DRAWN Mngwiw.) 

Hellfire 
See Aviasarb bure. 

Helm, Dolent'i 

Bordrn - Elf 

sa Doloth kelm. 

(urn- )  

kl: 4 
m : T o v a h  , 
Compoasatr: y 5, M 
C s a ( i n l T h 4  
hmtion: 1 rdJlevel 
A m  of Effect: 1 warrior 
ssvingThrow:Noae 

fan a temporary iaoruue in life enaly level 
upon any warrior chareater of 9t& level 01 
lower, including 0-level men-at-wm or 
hicclhgc. The .pwnt of the incroare vuies 
with the mbjactb brss love4 08 ahom b l w .  

Dovelopcd by Brsy elf mage& this g#u con- 

k .  

P 

Warrlor'8 Lwelr Met lor 
LWd Bestowed Bonushp 

0 4 4d10 
l i t  to 3rd 3 3dlOtl 
4th to 6th 2 2dlOt2 
7thto9th I ld16c3 

new, tomp~.ry Iwel. In 
bonus Hit D i a  (8bw 



See Le 

tion, any shot p p e o i r i  to Pic- tho 
caster's chest (and p m s d y  his heart, if it 



Hirring Sand 

Level: 3 

Components: Y S, M 
c.StingTimC: 3 
Duntion: 3 rds. 
Area of Effect Surfaw m a  10 b. x 10 b./lml 
Saving Tbrow. N m  

This spell c a w s  und or loow earth to Bow 
10 fed per r o d  in a g a u d  direction cheren 
by t b  caster. This spell move6 only natnral 
sand or loose soil (the lattei include8 mud, 
dust. gravel, or topsoil with virtually no p l a t  
cover). Cultivated mil -t* affected. 

The sand hisses softly as it drif&s. It can’t 
bury large objects or creatures, nor creature8 
that can mow to evade it. The sand can cover 
small objects and corpses of man-size or leu, 
and can obliterate tnclrs or markin@. 

If w d  on slopss or dun0 slipfww, tho spell 
can start sandslidas. In this cue. a crcltmc at 
the bottom may be buried just M it d d b y  a 
normal sandslide. Sand running down a cliff 
face forces creatures clinging 01 c l imbq  there 
to make a successful Strength check each 
m a d .  Failun meatu they low their hol& and 
fall (the moving und provides no cushion 
agninutndfnl l ingdunye) .  

whcn casting hlssfrrg sad. thc wizard mu@ 
pour out W y  a cup of any liquid, whM 

Nobr: Common in arabian satings: other- 

Range: 10 y&./lml 

diLqpelus. 

wiac very ram. 

Hoardguard - Dragon 
(AbJmrntbn, Eveatlo.) 

Lcvcl: 4 
Range: 0 
components: v 
casting Time: 1 Id. 
Duration: 1 hrhvel 
Area of Effect: As heath weapon 
Saving Tkcw None 

By means of this spell, a dragon can protect 
its hoard in such a way as to makc theft virtu- 
ally impossible. 

When the spell is orst, the dragon’s breath 
weapon temporarily changes. Instead of the 
usual fin, lightning, acid, and so on, the breath 
weapon becomes pure magical energy, which 

must be nleaasd by the dragon within 1 mand 
followisg the spellk outing, or the magic ia 
wanted. The rhqon bmthed this maey (which 
conforms to tha dimsnsioMl of the drqon1 
usual bmnthwelpon) owri tsW Stroqtine 
to c~co~llpew of thshoprdu pwoibk 
wit bin them of^. 

This energy bond3 wbtsvsr putl of the 
hoard it touches into a solid mau. ”be @ell 
docs not hnrm the hoard in any wiy, nor dots it 
alter ita appearance or position; the items 
within the hoard mnuinh8e  and separate. 
Instead, the hoardguard mbgk fillr ia& 
spaces between the individual coins, gems, 
weapons, chests, ingots, and so forth, and 
holds them together an a aolid m o d  of-. 
This invisible bond prevents the houd from 
being sorted, separated for trwport, tcnttemd, 
or otherwise moved or maDipllntsd M apmte 
items. BWDIIIIM it hu euentlally bsGcms ow 
single mass, lihing the h o d  w a whdc ia 
impossible by any single creature, except 
m m 8 l l e i o .  

T h e b o a r d w p r o l s o t e d c b o ~ b y  
physical or magical attacks without f i n t  
removing tho hoardguard spell. It i s  thus 
imponsibla for intruder6 to b m k  off pieees or 
seaions o f h  hoad and- tbwn may. 

Dfrpal nagfc hu w effect on a h d  pro- 
tected by the spell, snd an a n w c  shell frsas 
only an much t m m a n  fit8 within it.- of 
effWt. (If f m d  trssSuts is Mt n m d  from 
the hoard, the hoardguard magic reawerts 
itself as soon as the shell expires or moves 
away.) A limited wfucwptm a hodpard for 
one hour (and if the tmuure io not lepntcd h 
that time, the hoardguclnl will ntum M laon). 
A full wlsh dcstmys the spell permanently. 

Treasure added to a hoard already protected 
by this spell d m  not gain the speIl’a bsnsfiu. 
New treasure requires a hoard&uardefits own, 
though the dragon may include tks now ma- 
sure after the first hoardguard‘s duration 
expires and a new spell is c w .  

This spell only affects the dragonk houd. It 
does not function upon matures or the items 
they po~suos, unksi thb dtagon qu i re s  the 
i tem and add8 them to its hoard. Tbia spell 
typically protoccs the dngon’a trouuro while it 
is out hunting for food or sbcking   IS MU^^. 

entire amount c+n bl warded with a single 
spell. Others makc Ilcrrml smaller piles, to me 
up an h d e r ’ s  magiail powers iwurspeatedly 
negating the spell, and thus minimizing the 
o v d l  trsarurs l w .  

SnnS h g 0 m  .mneS th& hocudS SO tht the 

J 
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Many dragons cannot use this lpcll dud to ita 
hl, but dl.dngont who how of it wek mag- 
i d  items that can dwlioate ita etseots. Non- 

golm attack (ewrr mqkm a breath wcspon) 
in mi*r, ppn ly  creaturss vsn-ln(a th 
atWh'%WFm affected. A hdd BUka oyIp.\ 

dngons who m m h &  cant hoordguanl (or a 
M v e  thereof) instantly oontnct a form of 
inraaity that combinci prnmoia with intonas 
greed, for which there is no hxwu cure, short 

Notei: Rare for dragons; o t b n r u e  wry  
m. KaoM to be in the -. 
ofioxceptiolully powsmd myio. 

, HoldCibt 
@mchanbno.tlCbarm) 

.,. , ~ ; > , , j , ,  

lAnpmaw: vj 2.l ., , 
C&iq Timc. .&h 
Dumtkzrdrflsva . .  

AtsaOfBROct 1 to4 hr&& oubo 
snvisgTbmn.3i.B. 

This spell immobilize& from one to folir tnra 
gionts or.giant-kin withis spell i.nguand in 
sight of the spdkastor. The o a e r  can @,to 
hold me, two, thrw, or four If llwc 01 

if two m attrlrcd, &rrViag throv &%ma 
-1 penalty; if only one u attwkod, thm w i n g  
throw suffm a -3 wmlcv. 

, , . , . .  , 

f o u r a r s ~ l s b c p c h ~ t h l o N i s ~ ,  

i 

unc%iy&ial attack form it ~ O L I ~ ~ S  until it 
is relcaasd. 

The golem can be touc 
attacked, and wen 
ing the spell. The only way to 
before the ape11 cxpi 
dispel nag& c u t  on the 
docs not affect the hold 
spell takes effect, wen the castor c m o t  end i 

'' bsfaei&durstionnmrart. 
N d t w o h .  for,artifiom; 

minthePoUnrrwnW 

Hold Gdcm 
(A' tlon, Ehchrntmnt/Cbum) 

Lcvsl: 7 
b l l ~ : l o f t ~ l  ' ' 
cump0Mna:V.B 
C M t i ~ m n e 3  
Duntion: 1 rdflcvel 
A m  of Effect: 1 golm 
savingThmw:Nom 

This spell allows the cutcr to bdt a singlo 
@emof my type within lpcll nnpc. The ha- 

am diaguhd, bidden behind cover, or inas- 
t ivo-md the castor ohoom whiob g o h  to 
&Ot 

tim of ail p h s  in rpMe and not Ina&iedly 
v l a r d o d m d . a i t o t b e ~ i f ~  

The chalsn golcm booomsl immobido won 
ifit is &the dimct oontrol of motlmbei. 
Moreover, a hold golrn freszei w 

attaokod, each is II(Kp.1, if two 
are attacked, each saving throw s u f t h  a -1 
penalty; if only ow i a  Itt.okod. ohe d n g  

The material component for this lpsll is one 
hard metal bar M rod fol #oh ramtor to be 
held. The bar or rod cmbu mna&&dme 

throw suffsn a -3 penalty. . , ,  

J 
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Hold Penoa 
( E ~ t m a # c L y m )  
@ O M  

Level: 3 
Range: lZOyd8. . u 
ComponOnpI: y s, M 
caatingTims:3 
Duration: 2 rct.ilml 
h a  of Effect: 1 to 4 paaolu, 20-A. cube 
Saving Throw: Neg. 

Thii spell holds from one to four hufwns, 
demihumaas, or humanoid matpen ri$ia9 
immobibSonfhormnsrounch. 
The holdpemon spell affect8 mty bipedal 

hunun, domihuman or humanoid of man-size 
or smallu,' in6ludiag brownisr, dryads, 
d w m ,  e*, g d l 4  ga-4 p b b  h.lb 
el=, h.wngk W-, hbbpblim, a 
kobolds, lizard men, nixie*, maw, pixior, 
rpihtro%odytsr,radotbar. 

'Fbe lpeu is can*nd on a polntrslcasdby 
the cuter; it afbcti   perm^ wleasd by the 
ON- witbin the a m  ofoffcot. lfthe IP.U is 
cant at three or four people, each gets an 
wmmiified swing tlumr. If only 6to people 
arc being empelled, eaah makes his saving 
rlna witha-1 pm&y.Htb lpoll is c& at 
mly owparwn, the uviqthrow muTm a 4  
penalty. Swing tkow~ M adjlutsd fa Wie 

-t be hold. 
~ d ~ ~ m o v e o r ~ b u t t b s y  

rermin mum ofevents u w a d  thein urd can 
we abilities not mquiring motion or speech. 
Baiig held docs not pment the wmaniag of 
t h e r p b j ~ ' d t i o n d w t o ~ ~ ,  
or poi-. Thc ~ u l a  can& the mpolk witb a 
siaglu utterance at my time; othorwiw, the 
liudonh 1 4 m u r d s u ~ ~ l , 1 2 m a t  
6thlnal, 14rounds.t7thhl,&. 

The lpruartalssQ a d  -klItPb- 
of inm run lar*risl coapsssla ob& rpoll. 

Bold mrtd 
(rnntlo.) 
wlllvrrs.0 ' I nt 

Lave1 1 
Range: 20 yds./lcvsl 
Components: V 
Cuthg Tne: 1 
Duration: 1 rd.ilml 

dom.'lbore suoo* on t h s i r ~ t l u c m  
are uluffodsd by the Ipoll. undad 0.lhaa 

Nota: Common spell (AHB). 

A m  of Effect: 204; fwfipJId 
SavingThmw:NOW 

closure hold8 the p o d  fkst, jwt u ifil wem 
securely cloied and locked. Any extrapkm! 
c r c a q  (djinn, e l ~ , a O . ) r i t h l ~ o r m a S  
Hit Dice can shatrsr thsnplf dbaint OpoR 
the portal. A wiurd of 4 or mora ergsrhscc 
lcvsll higher than the Ipollcutcr can opsn the 

fhl.d*pd nsstc @ 
tal. Held portrlr E.I~ be brotclar 

hnrdue f ,  
CAltmatlon) 

Lcvd:2, :. I , ,  i. 

~ l 0 f t ~  ' "" 

c-:y.s. i2., , , , ' 

hatirm: i dncva 
Cuting Tim: 2 

AreaofEfhot:Iopeadmr,gto,or 
Saving Throw: Naw 

The p u r p o ~  of this spell is to keep a door, 
gate, or valve of wood, metal, or stone from 
being shut. The spell only works r)n a portal 
that ii alnrdy o p q d  ii! range, 

the door fnaos in itl 

J 
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Hold Underd 
m=mmmw) 

Level: 3 
-0: 60 yda. 
Compcnwts: V, 5, M 
cu*Titnc:5 
htntion: ld4 rda. + 1 rd./lsvsl 
Azea of EEW. l&yndsad 
S.vinsThmw:&g. 

When cwt, tail lpeU ronds~ immobile ld3 
undend creatures whose total Hit Dice ate 
equl  to or Ius thn the outab lwd. No more 
than three undead can be affected by a single 
spell. To cast, the w i w d  aims the spsll at a 
point within range and the three undoad clolsst 
to this arc couidracdto bo in msm of effect, 
provided all are within the field ofwiiion Md 
spell range of the caster. Undead of Iass xha 
three Hit Dice ore automatically affected. 
Other undead .TO allowed a saving throw vs. 
spell to negate the effect. If thc -11 io succa~- 
ful, it renders the undoad immobile for the 
duration of the spell. 

The material component Por thir mpell n a 
pinch of sulphur and powdued pulic. 

N o m  Common spell (PHi?)). 

Held Uldrrd 
An eorly 5th-level v a d o n  qfthia apdl wa8 
incorporated into the 2nd Ed. rules at 3rd 
l m l .  

Hold Vapor 
(AbJuntlon) 
g l ~  A l c k q )  

Level: 3 
Range: 10 yQ.Aml 
Componenk Y 5, M 
C d n g  The: 3 
Dunfiw: speoini (mximum 1 hr.) 
h a  of EtYect: 20 ft. + 10 R h l  ndi\u 
SlviqPThmw. 4pecial 

Thiarpell allow8 a wizard to hdt and prs- 
vent Urn fiutknwvamd d.nyvbibie clad 
or vapor within the spell’s range .nd M. of 
effect. Such cloudr include gaieour brcnth 
weapons, fog cloud, doudklll, md ircanwOy 
cloud M WU n the lmoky effects o f m h -  
nics. Other objacta and creature8 cm pan8 
frsslr tbmgh thia batria, movingltcadout 

contdnadbytbs spell ad lrfsly inoinartsd bu 
toningatDichttnuu$bthehnisr 
Tbc hold- lpsu will roltniagM c h d l  

even against magical and natural r ind#. A 
aeatlnm ingamoul o r r i r t i f a m ( J i r e h .  
tal d j h ,  and vunpirsr, fop example) can be 
lmminedby thio qmu. inthae cua, tlm cle& 
ture being contained is permitted a savimg 
t h w  VI. rpcU each d to bradr Unwgh the 
buriet. Ousolu c m a t ~ ~ e a  cannot kannform 
~ t h s i r g M e o u l ~ u h s n ~ w a t r i n e d  
by*@. 
Tb Ipd lutl fwU 1-M the wiprJCOn* 

timm ohmting, to amximan ofwo hour, at 
whichtimctholrpcUa~tIwclo?ld(~&u 
Idill(hsn) mlile4 oldrifm Iutumuy. mrLal 
CM move n d l y  dwhg rbim pari04 though 
if iilencod or i&aruptcd from oluatia~ for a 
full round, the rprll will fade andrho held 
Mporr will be ffwl. 

This l p s U  does not control a cloud of g ~ ,  it 
or& contains it M hryI itr Ilovansn(. 

The material component of the npell in  a 

Noten: Uncommon spell from the 
FORCIOTTBN -ALMS setting. Known to bo in 
The Book ofBota. 

of ths gu-filled m a .  A Vollltile ootlld bo 

d l  balloon or bladder. 
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Held Vapor 
An m f y  5th-kwl version of thk SpZu kcu bscl 
i -oopmted tnto the 3rd-lmI wnbn. 

Homunculus Shleld 
(Nccmmaaey) 

Lavcl: 8 
Range: 0 
colnponmts: y s, M 
Duntion: 1 rdnwe1 
Area of Effect The caster 
Saving Throw: None 

By creating a homunculus rhield, the wkard 
~ p M t c s  apmtion of his life f m  in the form 
of a magical homunculus. This creature is 
hrviriblc to d l  but the cuter and appear# as a 
miniature version of the caster perched atop 
thswiwdbbsrd. 

The wizard can move and act normally 
while thir spell is in effect. The magical 

aster. It can c u t  d y  tekport, contfqency, 
and pmtsaiM rpslls of 4th level md lower. It 

stom of npells, but any spell cast by the 
h d w  hu a casting timoof 1. Ths w b  
ard selcctn which npells are cast by the 
homunculus; after they arc cant, they are 

cut@ TkW 3 

h I U t C U h U  opasrrsl M hdcpcndrt lpeb 

crrtr q#ILoDtyfmmthe WiardbmSlmQized 

wipedftomths~bmasnory. 

els of the canter. These points M "borrowed" 
fmm the can-, while the homunculur in pro- 
scmt, ths W ' S  hitpohb ;)ro reduced by * 
mount. 

The haaunculw cannot be struck by mclcc 
or minib wupona l~pantely fmmthe wiprd 
U c m  b c ~ r s p s n t s l y f m m  tbwiaud 
(aDr example, by a magic nlsstle t q o w l  m the 
homunculus or by area effect &potls). Tke 
homunculus has the attributes and saving 
thmvsdthewizard 

At the end of the spell's duration, the 
hmunculw disappears and any hit points it 
huJ M mitoled to the wizard. Hit pointl lost 
by the homunculus can be regained only by 

If the wizardb hit points am reduosctro eom 
at a n y h e  during ths speM, the wiurdh dud 
(or dying) even if the homunculus has hit 
points remaining. 

A wizard with an active homunculus shield 
suffers a 4 saving throw penalty against mprrrc 
far spells cult upon him due to the division of 

The h- h 1 hit piat paSm lev- 

magidtu&ag. 
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moves with the recipient, forming about one 
foot away frmn his boQ. The Bproe -an a 
shteld spell agnbst all Snns of iadivklptlly 
targeted m i d c  attach (including m#M~ls- 
d e s  and other socllal. The caster designates 
the position of t ie   nab^ (ptotactins thefront, 
re& loft q, right side,or top ofthe sclpi- 
en0. Tha doell docs not orotect against area 
cff& sp& or other attacks that s&e 4 
cmahms at once. 

Whenever an individual missile attack is 
directed at a protected creature, the baneful 
deflector activeten. In& of lbikin~ rbe tar- 
get creature, the missilelrtargct in dbtanniasd 
randomly amow all Reatums lKithin a u-foot 
radius of the protected creature, including the 
protected c m h m .  The miuilc tlkmchngcs 
COUFSO toward it8 new target with. normal 
chanc~tohit.Ifthenswtwgoti8.bcywdtha 
mnp of the m i d c ,  m~rget issit lffthrw 
teotoduuaturc is struck,* spell inrmsd*tsly 
fdlr. If wwralpeopb in a& PO 6- 
tected bv baneful deflucton a missilo m w  

The matarial component is a small ptism 
that Shattmuhsn the spell u wrt 
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Level: 1 
Range: 300 y&, 
componcntl: v 
Casting Time: 2 
Duration: lnstrntansoua 
Arol of E%& & d a l  
SNdngThr0w:NOae 

mate the size of treasure hoard8 .ad noy 
diu. It is outioulatv woula with moosy*m- 



Hornunp'i Ran+- Dispatcher* 
(Abjuration) 

With this spcll 
can hur e of exis- 
tonee and leave him there. The creature, if 
unwilling, is allowed a d u g  thmw. If SJCCCSS- 

ful, the spell f d h  It-, the c r e a m  
and all items it carries are sent bs a mdom 
plano. To daamirrc the plane, roll on the table. 
The caster has no control ova  the dcstir~~ 

tion of the target creature. The c o d t i o m  UtU 
destination might kill the creahUe(Ik8xaW 
ple, arriving in the Elemental plpa ef Rim) 01 

masly make life difficult. ' b i n  W 
is left to the DM. 

Not-: Restricted to WiM I l lye& commod 
(TOM). The original table provided with this 
&pel1 h.6 been updatdto incorporate the 
PLmi!scAPBMtting. 

( ~ r n t i o  
0 

Level: 7 
Range: 0 
M V S S ' M  

Duratim:Speciat(mucimrm m. 
Anr of Etlbot: Tim osltn 
SavingTIuow Noac 

By wting this spell, the wild mge gainn 
greater control over wild surgea W h  tbe 
casta's spell creates a wild mup, tb wpmmM 
naultlac- . f m n w e 2 . T h s o u t a  
DIM Umn c h m e  which of the two mRlhr wiB 
tak~ effect. This spcll can be wed inaonjmo. 
tioa wig, Noha15 mkkaa dwom 

'Ibaq&'ammtionisaimunhrsof.swgu 
or 12 h 8 ,  whichever come& first. The wild 
map is ablctodtapc cnwwildwps p.fivsbvL 
01s of him experisstce; thns, a 15th. ld  a t e r  
could lhapc three wild within a 12-hw 
psriod Attbsend of 12 hours, cbe l p s U  caphca, 
r c ~ c a s o f b n ~ ~ ~ ~ ~ b c r o f ~ ~ .  

. .  

CMMThaL: 1 d. 

Random Dispatcher Tiable n 
1100 
loll Plane 

e Prime Mat& 
or campaign setting , 

17-12 Prime Material Plane 
3-17 Ethereal Plane 
9-21 Demiplane (Dread, Nightmare, 

!6-28 Para-Elemental Plane (Smoke, 
Magma, Ooze, or Oe) 

tO-11 Positive Qussi-PLanc (Lightning, 
Radiance. Minerals, or Steam) 

4 Negative Quasi-Plane (Vacuum, 
Ash, Dust, or Salt) 

74-76 Ysgard 

M-82 Pandamiurn 
17-79 Limbo 

83-85 Abyss 
56-88 e& 
89-91 Graywastes 
92-94 Gehcnna 
9 5 9 7  Bastor 
9840 Acberon 

437 
L 



I 
I.. 

- .  



, 

Howl of Pandemonium a& (CemJuraUodSurn- 

Level: 6 
Range: 0 
Components: y S, M 
Casting Time: 6 
Duration: Special 
Area of Effect: 30-ft. radius or 

60 x 20-ft. cone 
SaViagThrow: Special 

This spell channels the screaming winds of 
Pandemonium through the caster% body, emit- 
ting a numbing howl that incapacitates anyone 
nearby. The spell cnn last BS long as one round 
per level of the caster, but ceases if the howl is 
notmaintainedforthat length 0ftime-h bowl 
must be maintained for at least one full round to 
be effective at all. The effects linger after the 
spell ends, lasting aa long aa the haw1 was main- 
tained.Thewasrdcpltnkeno~.ctionthn 
standing stil l  and howling to maintain thespell. 

A wizard casting howl of hndemonium can 
eitheraffea all creabures within 30 feaordLab 
ne1 the spell into awnwbped  area, 60 feet long 
snd 20 hl diamasrattbe & I d  Those M h  to 
Pandemoniual arc unaffected by this 8pcll.. 

The spell negates all m d - b a s e d  attacks, 
even drowning out a banshee’s wail or an 
androsphinx’s roar. All creatures in the a m  of 
effect are deafened and disoriented by the 
spell. Communication of any kind is impossi- 
ble, and those affected suffer a -2 penalty to 
attack rolls and saving throws. Any creature 
trying to approach the caster must save vs. 
spell to be able to get closer. NonmrgicStlnia 
sile fire is deflected by the force of the howl. 
Creatures of 2 Hit Dice or less who fail a sav- 
ing throw vs. spell are driven into a catatonic 
state that lasts for 2d6 hours. 
In addition to the above effects, creatures 

whose Hit Dice or levels are patex than 2 but 
less than the caster’s must save vs. spell or 
become confirsed. Roll a d10 for those faiI 
their save and refer to the results given. 

ldlb 
Roll Rmlt 

1 
2-6 

7-9 

10 

Wander away for dunuion of effw. 
Statui confused for one round, then 
roll again. 
Attack ne& oreature for m e  round, 
then roll again. 
Act normslly for one round, then roll 
a%& 

I! 
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The material component is a pebble from 
Pandemonium, which must be consumed by 
the caster. 

Noter: Common for members of the Bleak 
Cabal in the PLANESCAPE setting; otherwise 
very nue. 

Howling Chain 
(E-tion) 

Level: 6 
Range: 10 yds./2 levels 
Components: V, S, M 
Casting Time: 6 
Duration: 1 rd.Aeve1 
Area of Effect: 1 creature 
Saving Thmw: None 

This spell brings into being a shimmering, 
blood-red chain of force (akin to that created 
by the 5th-level spell, sighing chin)  that coils 
snakelike around a single chosen target crea- 
ture. This spell is m e d  for the howling chant 
emitted by the chain as it loops and writhes 
around the target creature. The chain’s move- 
ments do not require the caster’s continued 
attention; once it is cast, the caster is free to 
work other magic or even leave the scene. 

The victim within a howling chain is not held 
fast, nor prevented from moving, but the chain 
imposes a -2 penalty on all of the creature’s 
attack and damage rolls; adversely affects ebil- 
ity checks, saving throws, and movement rate by 
2; and i n c r e w  tbe e&ng time of a spell cast 
by the chainedu@urc by 2. 

A howling chain flails et the chained crea- 
ture co~~tantly, Utackiq twice per round with 
a THALXJ ~ f 7 ,  and dealiag 3d4 points of crush- 
ing d b k d g s o n i n g  damage per successful 
strike. asy in wi+ both chain attacks 
hit a speltmtisg victim, &a Qell is ruin& 
otherwise, an m&nW qwllcasting cnaturs 

Aside from waiting for its disappaarance at 
the expiration of the spell, the chain can be 
gotten rid of by dispel magic, by destroying it, 
or by tbe death of the chained creature. If the 
fii crcatm dies and the spell has not expired, 
the caster can direct the chain to move to 
another creature, coiling and writhing at a 
movement rate of 9. To enchain the subsequent 
creature requires a successful attack roll at the 
caster’s THACO, and directing the chain to a 
new victim consumes the spellcaster’s action 
for that round. This is the only way a howling 
chain can change victims. If the chain is not 
directed to a new victim in the round following 
the first victim’s death, it dissipates. 

To destroy a howling chain, it must be dealt 
33 points of damage. It is only AC 8, but the 
nature of the magic causes equal damage to be 
inflicted upon the enchained victim. Thus, a vic- 
tim must suffer 33 points of damage to be h e  
of a howling chin that is destroyed by damage. 

The material component of this spell is a 
length of at least three joined links of chain of 
the finest steel or of any pure metal. 

Noter: Very rare in the FOROOTTEN REALMS 
setting; unknown elsewhere. 

Howling Horrortt 
(Evocation, Necromancy) 

Lcvfd: 7 
Range: 0 
Components: V, S, M 
Casting Time: I 
Duration: 1 rd./level 
Area of Effect: Aftkck8 1 creature 
Saving Throw: None 

This apelluwca a d t b l i k e  fI+g foan to 

m8poi@c 0 wsrpoaBlgsn snd mglriep objects. 
It hw~fookdbyji+ daanh @barimiIar 
oonditiom. Thrr aad not cosmnw on 



damage or if the casta aritls it to vanish. 
Only physical attackttut pes cla#lgb the 

volume of air the horror occupies harm it. The 
horror itself hits every time it attacks for 2d4 
points of damage. For every point of damage the 
howling homr  inflicts, a hit point is gained by 
its caster. If the caster has been hurt, these 
points heal damage. When the casteris at Whit 
points, these points booome bonus hit- a 
rnnain with the aLtsr for 1 t\lm.Any dunaga 
suffaedbythe caster is taken fkomthebonushit 
points fM. 
Spellstbtaffcctanamahavenoeffectcma 

howling horror. Spells directed spccificdy 
against a horror do it no harm; these spot1 
e f h t s  src Woad tnarmigkd to its caster. Ths 
oastsreuffoasnohfromthsmsndcanemit 
them at any 6hosm tsrget (not accmmdy the 
h r ’ s  target). This rstnasmsr ’ don o c c m  m 
a d d i t i ~ t o t h e c a c t n g o t b c r ~ ~ a n d d o s s  

i n g . ~ ~ ~ i s ~  ‘ and- 

--. 

nOt d i e  of rspkoe be COStCf’8 QM1 w w  

if the cristerdarnot -the d o n ,  than 
the distrncs and direction of the spell e f h t  is 

S ~ ~ O I l t b e o l m t e r w l 6 l c t h e h O ~  
is active are likewise transmitted through the 
magicallink tothe horror, to be emitted by tke 
h a t  tfsgets selectcd by Ehe casba. Theprit 
mary target of tbe horror need not be among 
them. Spells afF6ctiUg an area are also immedi- 
ately altered and suurped by the c a e r  in this 
manner ifthe caster is in the area of effect at dl 
(any other creatures in the area escape the 
effects of the usurped spell). Again, this occurs 
in addition to any spellcasting on the part of the 
horror-caster, and it does no harm to either the 
horror or its creator. 

If the caster is unconscious, spells are emit- 
ted from the caster (or horror, respectively) in 
random directions. A retransmitted spell that 
affects an area is focused at a random distance 
and direction. 

The material component of this spell is a 
small cone made of bone that is consumed in 
the casting. 

Notem: Unique spell; hown only to Scmem- 
mon, one of the Zhentarim triumvirate. Casting 
this spell is an evil act. 

Howling Horror: MV F1 15 (A); AC 5 
LT 2; THACO always hits; D m g  2d4; SI 
magt inflicted heals cauter. immluK ti 

Hunti.gBawk,.Ttuer’s 

Huntsman’s CaU - Hishna 

SeeTenser’shuntinghawk. + 

.- 
Level: I 
Range: 0 A 
co&nents: v, s, M 
Casting Time: 1 turn 
Duration: Concentration 
Area of Effect: 1,OOO yds.fleve1 
srwingThrow:NoaO 

This spell allowa &e caster to call game 
from a wide arer&ringing it-albeit cau- 
t k d y + m d  the- a8 long ask. rataiDs 
his consentration. Mammals and birds are 
sttmmolled by tbspell, and wiil move in the 
geasnl dimtion of * wlsr. .However, lbeit 
aeturpl alcrbmas zunahs. and they will flee* 
the F a  sign ofa threat. 

Tho matoria1 camponeat for tkc spell is a 
whirtk mde fmm tbc claw of a jagwr. 

magic (the Mztica setthigh oonunon 
N-. IhincAd . t O ~ ~ O f & ~  

Hypnosis - Hishms 

A 
@nchantment/Charm) 

Level: 2 
Range: 10 ft. 
Components: V, S, M 
Casting Time: 1-6 rds. 
Duration: Special 
Area of Effect: 1 being 
Saving Throw: Neg. 

This spell allows the caster to beguile 
another individual, creating much the same 
effect as a charm person spell. However, the 
casting of hypnosis requires the canter and sub- 
ject to pay attention to each other for a period 
of several rounds. The casting time required is 
determined (by the DM) at the time the spell 

The target being is allowed a saving throw 
vs. spell to avoid the effect. H m e r ,  one who 
successfully resists will not be aware that the 
attempt to hypnotize him has been made unless 
possessing godlike Intelligence (21+). The 
spell can affect any creature of semi-intelli- 
g m e  (2) or higher. 

N o h :  Restricted to practitioners of hishna 
magic (the Maztica setting); common. 

bCgiM. 
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Hypmticpattsrn f 

Level: 2 
Range: 30 yds. 
Components: S, M 
Casting T i e :  2 
Duration: Special 
Area of Effect: 30-ft. cube 
Saving Thrmv: Neg. 

When this spell is cast, the wizard creates a 
weaving, twisting pattern of subtle colors in 
the air. This pattern causes any creature look- 
ing at it to become fascinated and stand gazing 
at it as long as the spellcaster main- the dis- 
play, plus two rounds thereafter. The spell can 
captivate a maximum of 24 levels, or Hit Dice, 
of creatures (for example, 24 creatures with 1 
Hit Die each, 12 with 2 Hit Dice, etc.). All 
creatures affected must be within the area of 
effect, and each is entitled to a saving throw vs. 
spell. A damage-inflicting attack on an affected 
creature frees it from the spell immediately. 

The wizard need not utter a sound, but he 
must gesture appropriately while holding a 
glowing stick of incense or a crystal rod filled 
with phosphorescent materirl. 

New: Common spell (PHB). 

Hypnotism 
(E.ehutment/Chum) 
(Mentalism) 

Level: 1 
Range: 5 yds. 
Components: y S 
Casting Time: 1 
D u r a t h  1 rd. + 1 rd./lcvcl 
Area of Effect: 30 ft. cube, ld6 creatures 
Saving Throw: Neg. 

The gestures of the wizard, along with his 
droning incantation, cause ld6 crcatwes within 
the area to become susceptible to a sugges- 
tion-a brief and rearonable-sounding request 
(see the 3rd-level wizard spell, suggestion). 
The requed must be given after the hypnotism 
spell is cast. Until that time, the success of the 
spell is unknown. Note that the subsequent 
suggestion is not a spell, but simply a vocal- 
ized uxging-the caster must speak a language 
the creature undemtamb for this spell to work. 
Creatures that successfully roll their saving 
throws are not under hypnotic influence. Those 
that arc exceptionally wary or hostile save with 
+1 to +3 bonuses. If the spell is cast at an indi- 
vidual creature that meets the caster's gaze, the 
saving throw is made with a penalty of -2. A 
creature that fails its saving throw does not 
remember that the caster enspelled it. 
Notes: Common spell (PHB). 



I '  

must have immediate bed rest (the 
caster is at the center af the area of 

eect) .  Bach day the wujen regains 1 point to 
each ability score. Only when all his a b W e s  
have returned to 50% or more of n o d  pan 
the wu jen begin to recover his lost hit po&s 

(Evocation, Summoning) 
Rcverslble 

Level: 7 
Range: 0 
Components: Y S, M 
CastingTime: 1 turn 
Duration: 1 daynsvel 
Area of Effect: 'A mi. diemeternGVe1 
Saving Throw: None 

(although once this occurs, curing ~ 1 l S e a n  be 
cast to speed recovery). Lilrswhc, 90 speur tan 

Q 
be memorized until all scores am ratumod to 
normal. 

The material component for ice blight is a 
piece of ice. 
Thc reverse ofthe spell, dw&, Cancels the 

of ice Might Drought has the opposite 
effect, raising the tcn+rature d dry& the 
land instead of covering i t  with snow. When 
cast, the sky quickly clears of clouds and 
remairU so for the duration of the spell. No rain 
falls for the duration of the spell. Thc tempera- 
ture mars upward 20°F per day toia maximum 
of l W F  duriag thoday and a wol of l W F  at 
night. Fields become hard and cracked after 
four days, small etreams dy up rttSr six days, 
all but the deepest wollr go dry a h  10 days, 
small rivers am reduced to a iride in 44 days 
and go dry &er a0 duys. Large rivers drop 
noticMbly in 10 days and k o m e  little mow 
tban streams l f tCr20  days. On the 25th day of 
drought, only extremely L c p  wells still have 
water-all else having evaporated or -ked 
v. 

PI- sui% accding to their siee and nor- 
mal habitat. Desert plants hardly notice the 
b u # t  whilo those of tropical jungles die and 
wither rapidly. Normal oreaturcs flee the area 
of the drought, returning only when normal 
conditions have been restored md the land 
recovered Creatures exposed to the MI ti& 
of the sun for an entire day suffer 2d6 points of 
damage a day if without ndqurrta shade and 
water. Characters in bulky and metallic 
suffer ld3 points of damage a turn from the 
blistering heat and exhaustion. As with ice 
blight, the effects of the spell can be l m d  
by a control weather spell and can be candled 
by the casting of an i n  blight. The caster suf- 
fers all the effects of casting the ice blight 
when casting dmught. The material component 
for dmught is a handful of desert sand. 

Notes: Common in oriental lands; uncom- 
mon in some savage northern lands; otherwise 
very rare. 

This powerful spell allows the wu jen to 
summon fearsome freezing winds, ice, and 
snow in the area of effect. Once cast, gray 
scdding cloudr gather and rain begins to driz- 
EIC down. The temperature begins to fall 
rbruptly--40°F in a single day. Winds begin to 
blow, gently at first, but slowly gaining 
strength. Each day the weathor conditions 
wmn. The clwdsthickcn, the toin falls heav- 
ier, the air getr colder, and the winds blow 
more fiereely. The temperature can drop no 
colder than -2OOE 

In arctic and winter conditions, the d d  
b c g i ~  after 6 hours. In temperate climes. snow 
begins to fall by the end of the first 24 hour 
period. Indcscrtlandrthesnow starts 36hours 
after the casting of the spell, while tropical 
areas experience smnv by the end of tho second 
day. Thereafter, the snow continues to fall at 
the rate of 1 inoh per hourto a maximum depth 
of 48 inches. The winds whip the snow into 
huge drifts (5 feet to 12 feet or more) and the 
wind chill is extreme. During the mowfall, vis- 
ibility is limited to 200 feet and movement 
rates arc !4 normal. 

Creatures exposed to the weather without 
adequate warm clothing, fii, and shelter suffer 
Id8 points of damage each turn. Control 
weather spells cannot cancel the effects of the 
ice blight, but can be used to lessen the scwrity 
by raising the temperature. dowing the snow- 
fall, and breaking the cloud cover. 

Casting ice blight is an extremely difficult 
process for the wu jen, as he seeks to control 
magical encrgiei powerful enough to affect a 
hwe area Upon uttering the finrl word of the 
spell, a tremendous blast of mystical oucqy 
l a p s  through the wu jen, ravaging his body 
and spirit. The wu jsn instantly forsSg all otha 
apells msmorized the momsnt this pepell is cast. 
His Strength rad stamina am broken, causing 
him to lose a11 but 1 hit point. All his ability 
scores are temporarily reduced to 3 and he 
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Ice Knife f 

(Evocation) 
(Artifice, Water) 

Level: 2 

Ice Knife Ice Storm 

Q 
Range: Special 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: Instantaneous 
Area of Effect: Special 
Saving Throw: Neg. 

The wu jen casting this spell fires a dagger 
of ice at the target. The caster makes a normal 
attack roll as if attacking with a missile 
weapon, adjusting for the range from the 
attacker to the target (the knife has a long 
range of 30 yards, a medium range of 20 yards, 
and a short range of 10 yards). A successful hit 
causes 2d4 points of damage. If the ice knife 
misses its target, consult the rules for grenade- 
like missiles in the DMG to determine where it 
lands. 

When an ice knife strikes a solid object or a 
creature, the knife shatters, releasing a wave of 
numbing cold. All creatures within a 5-foot 
radius must make a successful saving throw vs. 
paralyzation or suffer ld4 points of cold dam- 
age and become numb for ld3 rounds. Proxim- 
ity to a major source of heat, such as a roaring 
bonfire, improves a creature’s saving throw by 
+2. Numbed creatures have their movement 
rates reduced by half and their attack rolls suf- 
fer a -2 penalty. 

An ice knife that misses or is lost cannot be 
picked up by the caster (or anyone else) and 
thrown again. If the knife is touched, it instantly 
shatters, releasing its numbing cold. If a lost 
knife is not touched, it melts away in a pool of 
water 1 round after it was originally created; 
this melting occurs regardless of the environ- 
mental temperature. 

The material components for this spell are a 
drop of water from melted snow and a tiny sil- 
ver dagger. 

Notes: Common in oriental lands; uncom- 
mon for Frost or Water mages; otherwise rare. 

(Evocation) 
(water) 

Level 4 
Range: 10 yds./level 
Components: V, S ,  M 
Casting Time: 4 
Duration: Special 
Area of Effect: 20 ft. radius (hail) or 40 ft. 

Saving Throw: None 
radius (sleet) 

This spell can have one of two effects, at the 
caster’s option: Either great hail stones pound 
down for one round in a 20-foot-radius area 
and inflict 3d10 points of damage to any crea- 
tures within the area of effect, or driving sleet 
falls in an 40-foot-radius area for one round 
per caster level. 

The sleet blinds creatures within its area for 
the duration of the spell and causes the ground 
in the area to be icy, slowing movement by 
50% and making it 50% probable that a crea- 
ture trying to move in the area slips and falls. 
The sleet also extinguishes torches and small 
fires. Note that this spell will negate a heat 
metal spell. 

The material components for this spell are a 
pinch of dust and a few drops of water. 

Notes: Common spell (PHB). 

Icejacket, Zala’s 

Icelance 

See Zala’s icejacket. 

(Alteration) 
(Water) 

Level: 3 
Range: 10 yds./level 
Components: V, S ,  M 
Casting Time: 3 
Duration: Instantaneous 
Area of Effect: Creates 1 lance 
Saving Throw: Special 

This spell will function only if there is suffi- 
cient ice present-usually no less than 10 lbs. 
though the remnants of an ice storm spell will 
suffice. The spell causes the shards of ice to 
reform into a long magical lance of ice that then 
spirits off in the direction dictated by the caster 
against a particular target of the caster’s choice. 

The lance strikes with the caster’s THACO 
and a +4 bonus; it inflicts Sd6 points of dam- 
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age and the target creature must save vs. spell 
or be stunued for 1.64 rounds. 

The icelance travels in a straight h e .  It 
crumbles to its component shards if it misses 
the target creature or if it strikes some other 
target before hitting the intended one. The spell 
creates only a single lance. 

Noter: Common for Frost or Water mages, 
otherwise uncommon. Originally from the 
FORQOTTEN REALMS setting. Known to be in 
the Tome of Rathdaen. 

Icicle, Gemidan’s 

Identifv 

See Gemidan’s icicle. 

@ivinrtio~) 
(unimsal) 

Level: 1 
m e :  0 
Componcnte: X S, M 
Casting Time: Special 
Duration: 1 rd./level 
Area of ERect: 1 itemilml 
Saving Throw: None 

when an idenrifv spell is cast, magical items 
subsequently touched by the wizard can be 

identified. The eight hours immediately pre- 
ceding the casting of the spell murt be rpent 
purifying the items and removing influences 
that would corrupt and blur their magical 
auras. If this period is interrupted, it must be 
begun again. When the spell is cmt, each item 
must be handled in turn by the wizard. Any 
consequences of this handling fall fully upon 
the wizard and may end the spell, dW& the 
wizard is allowed any applicable Saving throw. 

The chance of learning a piece of informa- 
tion about an item is equal to 10% per level of 
the caster, to a maximum of W?, rolled by the 
DM. Any roll of 9600  indicates a false read- 
ing (91-95 reveaks nothing). Only m e  hmtion 
of a multifunction item is discwerod per hpn- 
ding (that is, a 5th-level wizard could attempt 
to determine the nature of f i  different items, 
fwe different functions of a single item, or any 
combinstion of the two). If any attempt at d- 
ing fails, the caster cannot learn any more 
about that item until he advances a level. Note 
that gome itema, such as specid &al tomes, 
cannot be identified with this spell. 

The item never reveals its exact attack or 
damage bonuses, although the fact that it has 
few or many bonuses can be determined. If it 
has charges, only a general indication of the 
number of charges nmaining is learn&. pow- 
e~~(81a6-1~ofthetotrlposriblocharges), 
strong (61%-so%), moderate (41%-60%), 
weak (6% - 40%), orfaint (five charges or 
less). Thefaint result takes precedence, so a 
fully charged ring ofthree wishes always 
appciun to be only faintly chruged. 

canbe lswedfrom it, the wizard lam 8 porn@ 
of Constitution. He must rest for one hour to 

loss drops the spellcaster below a Constitution 
of I, he falls unconscious. Consciousness is not 
relpined until full Constitution is restored, 

for an unconscious character). 
The material components of this spell are a 

pearl (of at least I00 gp value) and an owl 
feather steeped in wine, the infusion must be 
drunk prior to spellcasting. If a luckstone is 
powdered and added to the infusion, the div- 
inatioa becomes much more potent: Exact 
bonuses or charges can be determined, and tbt 
functions of a multifunctional item can be 
learned from a single reading. At the DM’s 
aption, certain pmperties of an artifact or relic 

AftcrcaEltingthe spell anddeterminingwhat 

tecoycll each pint  &Constiitation. If the 8-pOint 

WBdeh *S 24 houcs (Om point per thra hours 

might also be learned. 
No- Common spell (PHB). 



Identify Race - Nwgi f 

Identify Race - Neogi 
(Divination) 

Level: 4 
Range: Touch 
Components: V, S 
Casting Time: 4 
Duration: 1 rd./level 
Area of Effect: Creature touched 
Saving Throw: None 

This unusual spell is used by the neogi to 
identify the capabilities of a newly encountered 
race. The spell provides for the caster the name 
of the race (as it is known to the creature 
itself), its general combat abilities, a brief 
knowledge of the creature’s customs, and what 
the creature needs to survive. The spell can 
identify only one piece of information (for 
example, the usual methods of attack) per 
round, The DM must decide if the information 
being sought is available. The spell will only 
identify with that particular creature’s life, not 
the race as a whole, so various readings are 
possible. For example, the lifestyle and abili- 
ties of a human wizard of Thay from the 
FORGOITEN REALMS setting will differ greatly 
from those of a human Knight of Solamnia 
from Krynn of the DRAKINLANCE setting. 

This spell is used by the neogi to determine 
the abilities and needs of a potential slave with- 
out serious risk to the slave’s life. Although this 
spell may seem somewhat trivial to other races, 
it has been witnessed that ships bearing neogi 
wizards capable of casting this spell have far 
more powerful slaves than those that do not. 

Notes: Restricted to neogi; common. 

Identify Species 
(Divlnntlon) 

Level: 3 
Range: 10 ft./level 
components: V, M 
Casting Time: 3 
Duration: 1 rd./level 
Area of Effect: 1 creaturehound 
Saving Throw: Neg. 

By using this spell, the caster can determine 
the race and species of a creature. One creature 
can be examined per round while the spell 
remains in effect. A saving throw vs. spell is 
allowed only for creatures that realize a spell is 
being cast at them and actively resist. For the 
spell to be effective, the subject creature’s loca- 

tion must be known to the caster. If the spell 
works, the name of the creature’s species 
immediately comes to the caster’s mind. 

This spell is useful when dealing with crea- 
tures in disguise, beings deformed by the 
effects of the red curse of cinnabryl, or uniden- 
tified monsters. The spell sees through magical 
or normal disguises and deformations, includ- 
ing such spells as polymrph ofhel: 
There is one exception Since the aranea spi- 

derfolk created this spell, it detects the true 
race of aranea only when they are in giant spi- 
der form. If used upon an aranea in another 
form (such as one affected bypolymorph self 
or shape change, or otherwise altered in form), 
the aranea is detected as a creature of the 
apparent species. Nobody else knows enough 
about the m e a  to create a version of the spell 
that can successfully identify aranea in another 
form. 

The spell’s material component is two 
strands of animal hair twisted tightly together. 
The hairs are pulled apart during casting, and 
are consumed when completely separated. 

Notes: Common for aranea spider-folk or 
wizards from the RED STEEL setting; otherwise 
virtually unknown. 

Identify Tighmnevril 
@ivinatlon) 

Level: 4 
Range: 100 yds. 
Components: S, M 
Duration: 1 rd.Aevel 
Casting Time: 4 
Area of Effect: 1 cu. yd. 
Saving Throw: None 

Identifl tighmawril allows the caster to dis- 
tinguish the bloodline-draining “bloodsilver” 
from other metals. Because of the spell’s rela- 
tively short duration and limited area of effect, 
it is most useful for confirming whether a 
found object is indeed forged of tighmaevril. 

The spell causes all tighmaevril within the 
chosen area of effect to glow a bright burgundy 
color and to pulse in a manner visible only to 
the caster. If, for some reason, the caster can- 
not see the tighmaevril affected by the spell 
(because of magical darkness or interposing 
walls), he will sense the metal’s location, but 
not its shape or size. 

The material component, which melts during 
the casting, is a band of copper wire wrapped 
around a rod of steel. 



No-: Common in cerilia, the BIRTHRIGHT 
setting; otherwise rare. This spell is castable 
outside the Cerilian setting. 

Level: 1 
Range: lo*. 
components: v, s 
CaatingTime: 1 
Duration: 3 rds. or less 
Area of Effect: Special 
saving Thrw: Ncg. 

With this spell, a wizard can create a d l  
area of hot flame, typically a three-ih-scpuse 
area If cast on expod flerh, this causes 1 d3 
points of damage per round. The victim cpll put 
out the flames by spend@ om round smother- 
ing them, receiving damage for that round but 
automatically putting out the flames. The 
flames go Out by themaelvcs after t h e  rounds. 

If this spell is coet on f l d e  matsrial, it 
grows into a small fii, destroyins flammable 
rmterialssuchaepeper,cauaingcxpsedflaska 
of oil to explode, or Cnating a bonfire. Affected 
materials still receive saving thnrws vs. normal 
f i i ;  flame produced by the ignitefkrac spell is 
normal, not magical, fire. 

Notes: Common spell. As a FORGOTTEN 
REALMS Old Empire spell, initial exposure 
reqpims a mentor or a read Southern magic 
speil. 

nlusionary script 
(IlladonlPhmtasm) 

L& 3 
Range: Touch 
Components: y S, M 
Casting Time: Special 
Duration: 1 day/level 
Area of Effect: Script reader 
Saving Throw: Special 

This spell enables the wizard to write 
instructions or other information on parch- 
ment, paper, etc. The illusionary script appears 
to be mme form of foraip or magical writing. 
Only the person (or people) who thc wizard 
desires to read the writing can do so. An ilk- 
sionist recognizes it for illwwnay script. 

An unauthorized creature glancing at the 
script must roll a .saving throw yo. apcll. A suc- 

cessful save means the rrsature can look away 
with only a mild sense of disorientiUion. Fd- 
urc means the creature is subject to a sugges- 
tion implanted in the script by the caster at the 
time the illusionary script spell was cast. The 
suggestion cannot require more than three 
turns to carry out. The suggestion could be to 
close the book and leave, or to forget the exie 
tence of the book, for example. A succesefnl 
dispel magic spell will remove the illusionary 
script, but an unsuccessful attempt erases all of 

a combination of the frYe seeing spell and 
either the read magic or comprehend lan- 
guagu spell, a applicable. 

The material component is a Id-based ink 
that nquh special manufacture by an alche- 
mist, at a cost of not less thin 300 gp per 
usege. 

the writing. The hidden writin gscanbe readby 

N- Common spell (PHB). 

Illusionary Wall 
@hriwlphamtum) 

Level: 4 
Rsngc: 30 yds. 
Components: V. S, M 
cMtingTime:4 
Duration: Permanent 
AnaofEffect: 1xlOxlOft .  
Saving Thmw: None 

This spell creates the illusion of a wall, 
floor, ceiling, or similar surface, which is per- 
manent until dispelled. It appears absolutely 
real when viewed (mn magically, as with the 
priest spell true seeing or its equivalent), but 
physical objects pass though it without diffi- 
culty. When the spell is used to hide pits, traps, 

cal detection abilities work normdy, and touch 
or probing searches reveal the true nature of 
the surface, though they do not c a w  the illu- 
sion to disappear. 

The material component is a rare dust that 
costs at least 400 gp and requires four days to 
Prepare. 

o r n o r m e l ~ n d ~  md magi- 

No- Common spell (PHB). 

Iuosory wall 
A& illusionary wall. 
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Ilyykur’s Mantle 
(Abjuration) 

Level: 4 
Range: 0 
Components: V, S, M 
Casting Time: 4 
Duration: 1 rd.ileve1 
Area of Effect: The caster 
Saving Throw: None 

When Ilyyhr ’s mantle is called into being, 
the caster is surrounded by a luminous aura 
that completely covers him, conforming to the 
contours of his body. This mantle does not 
affect any physical or magical abilities of the 
caster, but does affect spells that are cast 
against him. The effects are: 
9 +3 on all saving throws against all enchant- 

mentkharm spells that allow a saving h w .  
The mantle does not grant a saving throw 
against spells that do not mrrMlly allow one; 
+1 on all other saving throws vs. spell, again 
provided that one is allowed under the spell 
description; 
All damage from electrical attacks, including 
shocking gmsp and lighming bolt, is halved 
(saving throws can negate or halve the damage 
again). 
The mantle protects only the caster and the 

caster’s familiar, provided that the creature is 
relatively small (size S) and remains in physi- 
cal contact with the caster. 

The material component of this spell is a 
natural (not cut or finished) g ~ m .  

Notes: Ram or’very rare spell from the 
FORGOTTEN REALMS setting. Known to be in 
tha %me of the CoVcMnt. 

Imbue Undead wlth Spell Ability 
(N=m-ey) 

Level: 6 
Range: Touch 
Components: V, S, M 
Casting Time: 1 turn 
Duration: Special 
Area of Effect: 1 undcad 
Saving Throw: None 

The wizard using this spell grants an undcad 
creature one use of a particular spell the wizard 
has memorized. Any sort of spell can be trans- 
ferred, and will take effect when released as if 
cast by the wizard. For example, a ghoul can be 
invested with a lightning bolt, or a skeleton 

guard with a dimemion door to the location of 
its master’s throne mom. 

Once this spell has begl given to IPI undcad 
creature, it remains with that creature. The wiz- 
ard who imbues the speH taws the use of one 
spell of that particular level-until the cmtuw 
discharges the spell or is destroyed. For exam- 
ple, if wizard imbues a skeleton with aJreball 
spell, the wizard has one less 3rd-level spell 
available. A wizard can imbue as many differ- 
ent undead as he has imbue spells or spells to 
give away. No spell above 5th level can be 
imbued, nor can an undead creature receive 
more than one spell at a time. 

Once discharged, the imbucdspdltpLes effect 
as if it were cast by the wizard for purposes of 
range, duration, area of effect, and -. No 
I l r p t g i a t , ~ o r a o m e t i c m a d a L l a e n ~  
at the tim of the Iuldsidbcastiug (any mrtsrials 
arc cxp&d at the time of imbuemcnt), and ths 
casting time of the relead spelt ill. 

The material components of imbue undead 
with spell ability arc a small scroll of paper 
upon which is written the D D ~ C  d the imbned 
spell in quid ink aad any materid mmpomnts 
mquimlby the imbued spell. 

Notrr: Uncommon for -; other- 
wise very rare. From the FOROOTTEN RBALMS 
setting, it is known to be in the lich Kyristan’s 
tome, Studies in Death. 

Immediate Animation 

&E 
A t h i a n  hqpn-King magic: 
pionic  component rrnders the 
spell uncastable by wkards. 

Immanity 

Immunity to Adherence - Dnnv 

See immunity to poison and discsw. 

(Abjuration, Alteration) 

Level: 1 
Range: Touch 
Components: C: S, M 
Casting Time: 3 
Duration: 1 rd.fleve1 
Area of Effect: Creature touched 
s8vhgTbmw: Nolle 

b&g tCtt~P~rary immunity to magical and mt- 
This spcll confers upon the Qow or mother 

ural webs, viscidglobs (such as those pmduccd 
by a wruld of viscid globs), the stiw secntions 
and naw g l u b k  propmth of roper stmuds, 
mimic pseadopods, cave fisher filaments, and 



similar impcdimm . Thtw psilr db not ham- 
pcr or cling to the spell * CmItmovC 
and act normally. 

The material components for thia spell am Q 

milkweed seed or other wihdbanc eeed%eg 
or ”puff” and a drop of water, alcohol, mat 
spittle. 

Notes, Rss tzkd  to ckow, uncommon Ne& 
that the material cornpencut is  diffiwlt for 
subterranean drow to acquire. 

Irnruaityb 
M@cmUNorm.IWeopona 

see- ‘ ‘ty to magicaUnd wespoas 
andprcde&mfmmmagicaynamalweaponr 

Irmaunity ts Poison rad Disease 
(Abj8nti.m) 

Lml: 5 
Range: Touch 
Cumponents: Y S, M 
CastingTim: 5 
Durcltion: 24 hrs. 
Area of E m  Creature touchsd 
Saving Throw: None 

Thisspdl~therecipiartimmrmetodL. 
eeac.parasitici*aadnrtueslven- 
MW Even magical or c d  disc- such as 
lycm&qy and mummy rot cannot take hoid in 
the subject whilethe spell is in eEst. Thc spell 
repelstheattacksofsuchvemdnRlchaamt~ 
~ a e r ~ d ~ d r s r s g t f m m y c H 0 W  
m o l d ~ d s n n i l a ~ .  

InrnrwcUy to poison ddisease  only dkctu 
ths recipient’s s u ~ u e n l  apoalrc--a hos 80 
effect mdisesl#s, perasites, a p R 3 h n a ~  
afflicting hmcipient wlue tbespell in a t .  

T h c m a t u i e l c ~ i s a g n m n d b m y ~ .  
Noter: Restricted to witches (connuon) and 

a b j m  (very-); the latter must b# trained 
by a witch-part of this training implants a 
fatal curse that is triggered agaimt thc abjurer 
andstudcntiftheknowldgeinpPJsedon. 

Immunity to Spider Venom - Drow 
(Abjuatloa) 

Level: 2 
Range: Touch 
Components: Y S, M 
Casting Time: 2 
Duration: 2 rds. + 1 rd.Aeve1 
Area of Effect: Creature touched 
Saving Throw: Neg. 

This spctl COllfLn llpoarhs crdrn or anothe-r 
touched mature (who, c~loll i f w i i ~ m r c d v c 8  
a saving throw; if successful, it breaks the 
spell) absolute immunity to all effecO ofthe 
venom, internal fluids, digestive jaioeoor 
secretions, or spilled gore ofany andmid @at 
is, corrosive as well as poison effeots x c  
negated). Fresh-spun webawill not adhere to 
the protected being, and tha np6lt recipient is 
even immune to any blindbg o f f a  that would 
normally result from being sprayed in the face 
bydfiuids.  

Thm spell also confers upon the protected 
bsiag a +2 saving thmw boms agimm all othsr 
arid& -, and PO- (iaesaoq c-taat, 
or ionimab ‘ve). 

The material compotmt of this spell ia a 
whole poisanous spider of any sizq alive or 
&id which iromkddwing ripcllcrsw. 

Nota: Rcmkted to dmw, IIIICPIIW~~~. 

J 
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Immunity to Undeatb 
(Abjuration, Necromancy) 

Level: 9 
Range: 0 
Components: V, S, M 
Casting Time: 1 rd 
Duration: 1 rdAevel 
Area of Effect: 40-ft. radius 
Saving Thmw: None 

This spell creates a globe that moves with 
and is centered 011 the caster. The pStimaer of 
this protected area glows with a very faint 
bluswhite radiance, visible only in gloomy or 
dark surroundings. All creatures can freely 
pass into and out of the globe. 

Within the globe, all beings are rendered 
immune to undead energy draining attacks, 
Strength draining attacks, mental control, and 
all undead powers that cause fear, paralyzation, 
aging, or death (such as a banshee wail). The 
undead CM be turned as usual. 

A creature leaving the globe becomes nor- 
mally vulnerable to undead attacks while it is 
outside the area. A being on the perimeter is 
protected as long as any part of its body is in 
contact with the globe. 

Within the globe. physical attacks by undead 
creatures inflict normrl physical damage. 
Uadcad cannot vel~~tarily change form (for 
example. a vaWm t m m m m ~  from 
to d i d  form or vice vena). nor OUI &tndmd 
cmntumemch u zumbies Ire aniwtd. Shd- 
&m and othar%rrd-to-discern undead are 
clsarly outlined ~t all times while within the 
globs and weVrjnerable to all wwpollc. 

The caata cannot end the spell’s effccp 
before the spell expires. A sucourfuf disprrl 
magic qell destrtryr the globe. SpellcPlting 
may ba h l y  undertaken withii tbe &be by 
o n y e .  

The lnatsrial componene of this spell ue a 
drop of the caster’s bloo& a seed from t n y  
plant, and a dfop of holy wter. 

Notes: Very rure &q the FOR- - setting; virtually ux&i~own elsewhere. 
KMWn to be in The Glandark Grimaim. 

Immurk’s Distraction 
@arhantment/chum) 
Level: 2 
Range: Touch 
Components: y S, M 
casting Time: 1 turn 
Duration: Special (maximum 24 hrs.) 

SavingnyoW: Special 

When this spell is cast on a concealed item, 
it clouds the mind of anyone seeking the item 
and within 50 feet of it, 80 that t h y  will not 
find the hidden item. The caster can exclude 
spccifii individ~~Is from the affest (these must 
be specified at the time of casting); all other 
Bcardrerslawtmakea succsssfLt saving throw 
vs. spell or fail to f i i  the item. For example. if 
the item is concealed under a blanket, it simply 
will not occur to an affected individual to look 
under that blanket. 
An individual who successfully saves does 

not necessarily find the item. The character 
only avoids the spell’s misdirection; unless t&e 
right place is succaasfully searched, the item 
remains hidden. 
An item in plain sight is not protected. Simi- 

larly, an individual who is not looking for the 
a f f e d  item is not affected by the spell, and 
may thw stumble across the item accidentally. 
Once the item is touched by someone (other 
than by one specified to be immune), th t  
-mer is cancald. 
An afkcted individual specifically directed 

to look in the right location (for example, by 
mmeone outside the ana of effect) will do so, 
but will fail to find the item. Thus, if digging 
for a buried chest based on paced-off direc- 

Area Oflffect: 50-fi. d m  from itgn a e d  

t iow aQ pffemd individual nlakc.rpst enough 
*to dig inthewrongplacc. 
The caster chants and gestures while casting 

the spell, scattering a mixture of sand and dia- 
mond dust (from a diamond of at least 500 gp 
value) over thcptcctcd item. 

Immurk’s distmction is said to have been 
researched for Immurk by Selzen, a mage of 

Notes: Rare or very rare spell from the 
FORWITEN REALMS SCttbg; U I l C o m m o t l  

in the Inner Sea region. 

Impenetrable Lock Odeen’s 
See Odeen’s imDenetrable lock. 
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Impersonation reveal the f.d thrt a oratuta is i m p r i s o d  
.Tihc imprisonmsnt spell f u n o r i o ~  only if 
mbject oreatare's name and background 

, The tcversq spell,fiardarn, cmt up& 
spot at which a creaturo WM entombed m d  
.sunk into the sarth, caww it to nmppematttmt 
spot. Ifthecantadae a o r p e l f d y  intone the 
name and background of the creature rlo be 

them ia 1 10% chance t&t 1 to 1oQOrcai 
tunrs will be freed fmer imprimmwnt at the 

Note: The exact details of any creatures 
freed are up to the-DM. A m&om method of 
determining this is to roll percentile diaeewice 
(once for imprisoned creature dnuiby amhnce 
for a base number of creatures at maximum 
density). The rolls an multiplied and rounded 
to the nearest whole number. Each released 
creature has a 10% chance to be ia the arm of 
the spellcaster. If monsters arc be& geearotse 
randomly, roll ld20 for l&l, with rolls of 9+ 
considered 9, and the cxaci monsters &et- 
mined by the random encounter tables. 

For example, if the initial rolls were 22 and 
60, tlm number of momten released is  .22 x 
.60 - .I320 - 13 momten. Shceakdy 1934 of 
these will bo in the immediate vicipity afthe 
carter, the wizard may encoanm d y a a o r  

'1 

! 
-1 

Leval: 6 4 Imown 
Range: Touch 
Chqmmts:YS,M 
CaatkgTimc 1 rd. 
hmtion: 1 turnnsMf 
hofEffsot:PLnantoocbsj 
SlWill#Thrcnv:SpCCid 

This sped must be cast UpOaawiUing sub- same time. , I '  

ject, who immediately assumes the appcamuce 
of a pcmon of his bamnea 
tBs rpmeheigbs sex, md race of the targetper- 
ma selected, man speaking with the sme 
voice. and gesturing with the same manner- 
isms-the impersonator is indistinguishable 
fromthorigiaal h a l l  outwudappsarenosl. 
However, the impgsoartot docs not acquire 

the original's memdes or abilities, and cannu# 
automatically rperlr the original's langwge. 
Fuethamon, if th impemmator does nnytliing 
that is out of character for the original, any- 
body pneent who knows the origiual is allowed 
a savingtimnv VI. gcll. "IKU making a suc- 
cessful save see through the illusion and rod- 
izes that an impostor has taken the original's 
place. 

lockd  hdr. a cherished possession bdmging 
to the original individual. 

Thc 

The material component is adwp of- two ofthem. . 1 ,  ' i t  

Notes: Uncommon for illusionists; 0 t h ~ ~  IrnprwedArmu : 

N.Cer: Common spell (MBb a 

wine rare (.tu). 

Imprisonm 
(Abjnration) 
Rmnlb le  

Lml :  9 
Range: Touch 
-:YS spVingTLmw;Nm 
CMtimgTimcP 
DumtioEpsrmmsnt L h  the. 1st-level mlwor 
h o f E i € c c t :  1 crsrttno mcnt omtea afaiatly glowiugmegicrl W o f  
s.vingTtnow:Nons S n e g y d a t a r g c t i n d i l f i ~ Q n t ~ M  

Thcspell lms weffcc tccaparon  slresdy 
m r e d  or a creature with Armor Class 2 or 
better, but it is cumulative with Dexterity 
bonuses. Improved arnor dues not affect a 
creature's movement or hinder spellcasting. 
and ithssno weight. 

Imprwed armor remeine .boat the idbid-  
nal until dispelled or Until theindividual 4- 
fers danuge equal to 10 points plus twice the 

Area of Effect: 1 creature 

*. 8 it w r r ~  fwld plate (AC 2). 
whaan impriroruncnr spell is cast andthe 

victim is touched, ths recipient is cntombsd in 
a state of suspended animation (m the 9th- 
level wizard spell JIklpoml *tu&) in-il sndl 
s~bm &tthcnesth thestmfac4 of the amttlt Thc 
mature remains the ualssca rswLtsc d'ths 
spell, with thccreatlueti Mme ad 
is mast. Magioal search by rrysrol bull, a 
locate object spell, or similar mc~lls will not 

f 

J 
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blink allows the wizard to chooae tlse em& 
timeoftheblidt,4hcQktdertiaaiosdthe 
orientation or facing of his choosing. For 
example, a w i n d  conhn ted  by an enemy 
fighter could blink just before thEfi$tcr 
attWWi g directly behind his foe 
for a back attack. If the wizard blinks away 
from an attack, his enemy altuomatiodly 
misses-but creatures with multiple a- 
may be able to reposition themselrsaikbt 
another swing if the wizard 
within reach. 

A wizard int#ldillg to take my aem-mcb 
88 attacking, casting a spell, or wing a magical 
i t c m - m u s t d s c i d e b & r e t h e h e ~ i f  
he will do sobssolsor after he Minks. Zfhc 
acts b o f o m h ~ ~ ,  he rmy be struck by an 
attack before he f~iahes; he can c b b r  te pm- 
csed with bis PEtiar, hoping that be .wcm’t be 
hit, or he canabort hisaction by taking& 
blink for thc r d .  On ths other hd, if thc 
Wi%lldh&lll?ltiraotionU~hiaMinlSBhtini- 
tirtkrc modifier of hiadtack or q i c U  ia added 
to the time of his blink to dacrrmno . Jlrhtnhc 
attacks. For -le, a Mirdring who is 
dneliig a f- decidta to bthk fbt-when 
the fighter attacks-d then fightrskgbdt the 

is blinking to, he must blink to an B ~ B  cfcpr 
obstructions or obstacles. A caster b 
into a movable object is displaced to a 
location (use the blink spell d e s  in the 
determine where he ends up). 

Nobcr?uncommw 

,mproved Chill TOUC 

castingTime:oc’~’ 
Duration: 1 d l l m l  
Area of Effect: The caster 
Saving ThKnv: Neg. 

Resembling the 1st-level apefiokill w&, 
this spell conjures a magical auk of negative, 
blue energy that surrounds the ca&r’s hmd. 
The e n e w  drains the life forw of ahy amtnm 

h the PLAYER’S OPTION.’ Combat & Tac- 
t ics initiative system. the wizard must 
count I ,  2, or 3 pbses from the time of his 
blink for fast, average, or slow actions. If 
the fighter attacks in the average phase, 
the wizard blinks during the fighter’s 
attack, and his lightning bolt (a fast spell) 
would go off 1 phase later, with any other 
slow actions. 

touched by the wizard with a sumsakd ettcrck 
roll. If the creature touched fails to maLe a sw- 
cessful saving throw vs. spell, it suffers Id10 
pinta of damage andbsoomee padyzmifiom 
&le extlwdimy odd andpain. 

Thc paralysis Lata on0 hoar per point of 
h g e  inflicted. In addition. the oreature 
loses 2 p o i n t s  of Strength and Coarlitution, 
tdhofwhicfirehlrPat$bcrateof lpoiutpu 
dry. Any undcrd creeturc of less t h ~  3 I& 
Dice touched by thd casta a uve vs. qdi 
orbedestroycd. 

J 
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Notes: Restricted t6 undead apellcasters; 
common. Can be researched only in the 
RAVENLOFT setting and triggers a RAVENLOFT 
powers check on completion of the attempt. 

Improved Double Wizapdty, Jonstd’s 
See Jonstal’s improved double wizardry. 

Improved Featherfoot - N i J i  
(Alteration) 

Level: 4 
Range: Touch 
Components: S 
Casting Time: 1 rd. 
Duration: 1 hnnflevel 
Arca of Effect: Person touched 
Saving Thmw: None - 

Range: Touch 
Compoacnts: V, S, M 
Cant@ Time: 1 rd. 
Duntion: 1 rd.ileve1 
Area of JBeat Creatum twohed 
Swing Throw: None 

This spell improves on the 2nd-level ninja 
spellfeutherf~t by additionally allowing the 
ninja to walk across still or gently moving 
water surfaces (the water of a pond or a slow 
river, for example). Such travel leaves tho bot- 
toms of the recipient’s feet wet, BO he must take 

Otherwise, the person affected by this spell 
gains the magical ability to move quietly and 

care to leave no imil after leaving the water. This spell lets the wi2ardbestawbemendons 
speed on my one cruture. Tlse quickcnedcrea- 
ture functio~ at double its normal movcmtnt 
and attack rates, moving and smoking twia in 
the round. The quickened crsoturs rolls initia- 
tive for each round normally; the first basic 
action always happens at initiative “0” in the 
round, and goee again on his rolled initiative 
number. Thc creatun alro rw&m a +4 bonus 
to itI Dsxtcrity .score (to 8 maximum of 25) for 
the maation ofthe spell, which can affecrlwtc- 

,affack adjustment, and 

Ihe mrllCrial components for this spell are a 
mofgpsue 4 a s p o d r  

NWs: b o n  in tba 
l&lJplfrrqBireSa 
orrpeflrelleprrhm 
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weightlessly at a normal walking pace or 
slower. If he tries to go any faebt. the spell is 
broken and lost. The person affected by this 
spell does not leave normal footprints, nor set 
off weight- or pressure-based traps. 

While the spell is in effect, tk pasan gains 
+30% to his move silently roll. (If without this 
skill, the person has a 30% chance to mow 
silently, as a thief, for the duration of the spell.) 
Unlike thefeatherfoot spell, this spell has BO 
reversal. 

Notcr: Restricted to ninja spellcastem and 
those trained by thcm, common. 

Improvd H ~ t e  

hl: 6 



Imprwcd Invisibility 

Improved Invisibility 
(illwion/Ph.ntum) 

Level: 4 
Range: Touch 
components: v, s 
Casting Time: 4 
Duration: 4 rds. + 1 dilevel 
Area of Effect: Creature touched 
Saving Throw: None 

This spell is similar to the fmfsfbility spell, 
but the recipient is able to attack, either by mis- 
sile discharge, melee combat, or spell casting, 
and remain u~om.  Note, however, that telltale 
traces (such as a shimmering effect) sometimss 
allow an ObSeMlnt opponent to attack the invis- 
ible Bpdl recipient. These traces are only notice- 
able when specifically looked for (after the 
invisible character has made his presence 
known). Attacks against the invisible cbnracter 
suffer -4 penalties to the attack rolls, and the 
invisible character’s saving throws are ma& 
with a +4 bonus. W i s  with high Hit Dice that 
might normally notice invisible opponents will 
notice a creature under this spell as ifthey had 2 
fewer Hit Dice (they roll swing throws vs. spell; 
success indicates th9 spot tbe character). 

Notcr: Common spell (PHB). 

Level: 3 
composlents: v, s 
Range: 60 yds. + 10 yds./level 
Casting Time: 3 
~ O l t I n s t e n t a a e o U s  
Area of Effect: 1 or more creatures in 

a 10-ft. cube 
Thnnv: None 

The i m p m d  magic missile conjures deadly 
bolts of magical force that unerringly strike 
their targets, inflicting ld4+1 points of damage 
each. However, improved magic missile can 
generate up to 10 missiles. The caster gains one 
missile at 1st level, and then one additional 
missile for ewry two experience levels past 1st 
level (two at 3r4 three at 5th, and so on). Note 
that this spell is identical to the 1st level magic 
missile spell for wizards of less than 1 lth b e l .  
Any protective magics that stop magic missile 
also stop this spell. 

Notes: Common in the MYSTARA setting; 
h v s r y - .  

Improved Magic Mouth - Bard 
(Alteratton) 

Wl: 3 1 Rmec: lOy&. 2% 
Com-ponenk: V, S, M 
Casting Time: 3 
Duration: Spepial 
Area 1 object 
SavingThmw:Nons 

This spell works in all ways like the 2nd- 
level wizans spell nmgic mouth. CiRapt as fol- 
lows. When this spell is cast, tba mouth is 
d o w e &  with the bard’s current knowledge. 
Intenigeace, and puwmelity. When the prede- 
termined event OCCUTB that rctivrtcs thc mouth, 
it converses as if thr bud wen? W l y  tbors. 
For example. the m o a  might MY, “Who goea 
there?” and wait for a reply. If the visitors 
announce their names, it could p on to say. 
“Tam& please proceed to the music room, 
while the rest wait in the sitting room.” The 
mouth lrrts until the conversation is over. 

Awaugh the mouth can be ~toactivate due 
to a v i d d  stimulus (that is, activate if anyone 
wearing a green feather approaches the castle 
gate), oncc triggered, it reacts only to sounds 
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and speech. Also note that the mouth and the 
bard are not linked in any way. Once cast, the 
mouth's knowledge is set and will not change. 
Thus, if a bard is extremely angry at Tamak 
when he casts an improved magic moutb. the 
mouth will remain in a state of anger, omn ifthe 
bard snd T d  have reconciled. 

Notcr: Common for bards; otherwise rare. 

Improved Mantle,Aluutrieh 

Improved Mind Mantle - Atboon 
See Alustriel's improved mantle. 

(Abjuration) 

Level: 3 
Range: Touch 
componcrrta: v, s 
cdlIgThw:3 
huatioa: 1 turdlevel 
Area of Effect: CreaavS touched 
Saviug Tbnm None 

This spell creates a cloaking web of random 
mental impulrrcs thrtecrocns the mhd of a sin- 
gle protected being against all mind reading 
and inffuenoing spells of 5th level or l a  (wiz- 
ard school of cnchantmcnVchann magics and 

is also immune to magical item effects that 
duplicate the .forcmentiond spells, and to all 
pionic telepathic devotione. 

Paionic telepathic sciences (sa& as the five 
commonly-known psionic attack forms) can 
affect a being protected by an impwed mind 
mantle, but their contact cost is doubled. Also, 
if the protected Wig is pionic and ullc~ ejec- 
tion (a telepathic science) to force away a 
psionic attacker, no side 

The mantle-wc~lz~ is also protected against 
all telepathic attack modes (ego whip, id 
insinuation, mind thrust, psionio blasr, and 
psychic crush) as follows: no "power score" 
effects are possible against the mantle-wem, 
and the initial costs of these attacks are dw- 
bled when used against the mantle-wearer. h 
other words, unless the psionic attacker knows 
of the protection and doubles the psionic 
strength points (PSPs) used in the attack, the 
initial attack fails. 

An impmved mind mantle is invisible, and is 
unaffected by subsequent spellcastlsg 011 the 
part of a protected being (which a180 won't 
affect it). The caster can end it instantly by 
silent act of will, and a dispel magic spell will 
also destroy it. 

priest spells of the charm qhac). The rreoture 

are d e r e d .  

Neter: Restricted to alhoon (uodead 

Improved Mirror Image - Ni@a 

illithid@; COMBOII. 

~ r k . R a u e u m )  n 
Level: 4 
Ranne: 0 CI, 
c0m"ponents: s 
Casting Time: 2 rde. 
Duration: 3 rd~./Iml 
Area of Effect: 30-ft. radius 
Saving Throw: None 

This ninja spell works much l i b  the 2nd- 
level wizard spell mirror image, with some 
important differences. 

The mirror images appear in the vicinity of 
the caster, but can move up to 30 feet away. 
Although the images must face the rmre target 
or enemy (whichever one the spellcaster is fac- 
ing). they do not have to perform exactly the 
s e m & ! t i o n s . T h e y u e d n w ~ ~  
orrppcarto chooae di&renttllctior incombat. 

w b Y n l t r U d r i n c n n b a t , h ~ ~  
IU if injured orkilled, kcling solid to t h e y  
aaack4gthsm OnIyatthe aartofthcneatcan- 
batd&"injmsd"imgcadhppcar. 

Like the imageB mated by a afmr image 
spell, these ViSio~ c.~l i d i o t  no actual dam- 
age. Ifthey attack an enemy io combat, all their 
attacks clcemtomisa until they are struckorthe 
speu duration ends. 

To determine how many hag- appear, the 
D M r o l l s l d 4 a n d e d d a 1 f o r ~ t h n e l c v c l s  
ofthe ninjab spellcasting -. 

N o w  Restricted to m j a  spcikastcra and 
those trained by them; common. At the DM's 
dimtion, thicl lpell might be nrcorched nor- 
mally by m illusionist. 

Improved Phantasmal k e  
m-mt=o 
Leek 2 
R q c :  60 yde. + 10 y&.flsvsl 
Canponrmts: y S, M 
cIstiagTbnc2 
Duration: specipl 
Anr of Effect UK) aq. ft. + 50 aq. Mml 
savingThiow:speci.l 

Like the 1st-level planrurmalfirce spell, 
this spell creates the illusion of any object, 
creature, or force, ae long as it is within the 
spellr PI# of effect. Thc epetlcastsrcan main- 
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tain the illusion with minimal concentration; 
thus, he can move at half n o d  spsed (but not 
cast other spells). Some minor sounds are 
included in the effects of the spell but not 
understandable speech. Alsa, the improved 
M t a s m  continues for two rounds after the 

+es to concentrate upon it. Yl2 ,material component is a bit of fleece. 
1 

Notes: Common smll ( P n l ) .  

Improved Skull Watch 
. (Necromancy) 

Level: 5 
Range: Touch 
Components: Y S, M 
Castkg Time: 5 
Duration: Until activated 
Area of Effect: 20-ft. wide x 90-A. long path 
Saving Throw: None 

I 

This spell is an improved version of shdl 
w&h, used by necromancers with large par- 
mMent bases. Li skull watch, the impaovsd 
spell sets an enchpnted skull eithcx on a eurfsce 
OT hanging in midair. Living intelligent crea- 
tules entering the area 20 feet wide by 90 feet 
long in front oft& skull will activate it. 

The activated ikull screams; this can be 
heard up to a quarter-mile away. The skull 
mentally communicates the presence of intelli- 
gent living creatum to the caster, if the caster 
is on the same plane as the skull. The skull 
cornmunicatei both its location and general 
visible data about those who activated it (race, 
appearance, visible weapons, and so forth, but 
not alignment, b e l .  or magid abilities). 

The wizard can create aa many watch slrulls 
as he has levels. Each one sounds alike in its 
scream. Once activated the fb t ing  skull sinks 
slowly to the ground and can be reused later. 
Should the caster die before a skull is ectivated, 
it will continue to operate until triggered or 
deactivated. 

Once the skull is in place it canuot be m m d .  
It is not undead and thus not subject to turning. 
A dispel magic spell will deactivate the skull. 
as will destroying the skull itself. The skull has 
AC 5 and 2 hit points for every level of tbe 
caster. Destroying or dispcllbg the skull makm 
the caster aware of its destruction, but dpds not 
reveal the attacker’s nature. 

The spell requires the complete skull of a 
humanoid, intelligent creature. Its material 
component is a bit of OIIWU. 

Notes: Unmtmnon for necromancers; other- 

* Vny me. hl the FORGO” -MS &- 
ting, it is kwwn to be in the book n d h p  of 
cm*t erd Elbc. 

Range: 90 yds. + 10 yds.Aeve1 
Components M S, M 
Casting Time: 6 
Duration: 1 rd.Aevel 
Am0 ofaffect Thirty lo-A. cubes. 
Saving Throw: Neg. 

This spell causes the affected creatures to 
move and attack at 1/9 their normal rate. IB 
combat, affected creatures only attack every 
ninth round, and they cannot cause damage 
from normal melee attacks. Horwever, they do 
attack with a -8 penalty for none6aadud lsslea 
attacks, such as touch eneqy drain snd parsbr- 
sis-such attacks, if successful, have their 
stated effect without penalty. CreatuFss under 
this spdl have a +8 +@to W A C  aswclL 
The caster can vary the areaof m a s  desjrc4 
arranging the thirty 10-foot cubes (30.000 
cubic feat total) in any continuous shape, pro- 
vided no section extends beyond the range of 
tbc spell. AU maturea entirely witbin the ut0 
of effec! may be &wed, but each is entitled Y 
a saving throw vs. spcil to negate the spell. 
This spell negates the effects of a haste or 
inpmwd h t e  -11. 

The material component for this ipell is a 

Notsr: Common in the DARK Sm s e t h ~ ;  
E O l h  (l&lh~ 10 gP ValUC). 

this spell UbCIWwhohebeeathsre 

Improved Spider Climb - Drcm 

or spell rwcarcb m that satiag. 

(Alteration) 

Level: 2 
Range: Touch 
Compoumts: y S, M 
CpatiosTimc: 2 
Duratim: 3 rds. + 1 rdhevel 
Area afEffcct: Creature touched 
Saving Throw: Neg. 

Thisspcllisanimprovcdversionofthclst- 
level w i w d  spell spider climb. The recipient 

down from ceilings, moving at a rate of 8 (4 if 
at all encumbmd); bare hands and feet arc not 

can climb on veltid2mlfkc4 and hang upside 

I 

~ 

I 

j 

i 

! 

i 

j 

i 

I 

J 
4% 

i 



- hnpmcd Vmpiric Touch I 

required, and small objects do not stick to the 
recipient’s body: a recipient can easily cast 
spells while sticking to a wall with feet and/or 
back. The caster can end the effect with a word 
(if this causes a fall, normal damage applies). 
Sufficient force or impact can also tear the 
recipient free; the DM must assign a saving 
throw based on the circumstances. 

The material components of this spell are a 
drop of bitumen (pitch) or tree gum, and a live 
spider, both of which must be eaten by the 
recipient. Unwilling recipients must be 
touched, must eat the components, and must 
also fail a saving throw vs. spell, to be affected. 

Improved Strength 

Notes: Restricted to drow; uncommon. 

(Alteratlon) 

Level: 4 
Range: Touch 
Components: V, S, M 
Casting Time: 4 
Duration: 1 rd./level 
Area of Effect: Creature touched 
Saving Throw: None 

By casting this spell, the wizard can empower 
a creature with superhuman strength. Unlike the 
2nd-level strength spell, improved strength 
allows the recipient of the spell to ignore race or 
class restrictions on his maximum Strength 
score, possibly reaching scores as high as 25. 
The exact amount of strength gained varies by 
the recipient’s class group (see table). 

Class Strength Gain* 
Warrior ld8+4 (max 25) 
Priest ld6+4 (max 23) 
Rogue ld6+4 (max 23) 
Wizard ld4+4 (max 21) 

‘Count each pcrccntilc bracket of exceptional atrength as one 
point; the Strength gain proceeds as 18, 18/01, 18/51, 18/76, 

18/91, 18/00, 19,andsoon. 

Even if the recipient is not a warrior, he 
gains all the benefits of an exceptional Strength 
category; for example, if a thief with a Strength 
of 14 gained 7 points, he would possess a 
Strength of 18/76 for the duration of the spell. 
In addition to the attack and damage bonus, 
increased chance to open doors or bend bars, 
and increased carrying capacity, the spell 
recipient may temporarily gain the ability to 
throw boulders as a giant of equivalent Strength 
(see table). 

Strength 
score 

19 
20 
21 
22 
23 
24 
25 

Equivalent 
Giantme 
Hill giant 

Stone giant 
Frost giant 
Fire giant 

Cloud giant 
Storm giant 

Titan 

Rock Hurling 
Rmge Damage 
EOyds. Id6 
lOOyds. Id8 
lOOyds. Id8 
120yds. Id8 
140yds. ldlO 
16Oyds. ld12 
200yds. ld20 

When the spell ends, the recipient is struck 
by intense exhaustion, and can do nothing 
except rest for Id3 full turns. The material 
component is a strand of hair from a giant. 
Notes: Uncommon (P0:SM). 

Improved Vampiric Touch 
pJecromaicy) 

Level: 4 
Range: Touch 
Components: V, S 
Casting Time: 4 
Duration: 1 day 
Area of Effect: The caster 
Saving Throw: None 

A more dangerous version of the 3rd-level 
spell, vnmpiric touch, this spell inflicts Id6 
points of damage per two caster levels, to a 
maximum of 9d6 at 18th level. The caster must 
touch his opponent with a successful melee 
attack; the spell lasts until discharged by a 
touch or until one turn passes. Hit points 
drained from the opponent are added to the 
caster’s own total, with any hit points above the 
caster’s normal maximum treated as temporary 
bonus hit points. Damage is subtracted from 
the bonus hit points first, and any remaining 
after one day dissipate. 

The victim of this spell can recover lost hit 
points through normal or magical healing; 
undead creatures are completely unaffected by 
the spell. 

Notes: Restricted to necromancers; uncom- 
mon. Can be researched only in the RAVENLOFT 
setting and triggers a RAWNLOFC powers check 
on completion of the attempt. Some sources 
refer to this spell as lich touch. 
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Improved Wnirpering Wind 

-1 (Alter8loq Pluntum) 
(Air, Song) 

Lmck 3 
Range: 1 miAevel 
Components: V, S 
CastingTime: 1 
Duration: Special 
Area of Effect: 5 ft. radius 
Saving Throw: None 

-1 

This variation of the 2nd-level whispering 
wind spell functions like that spell, except that 
once the wind arrives, the caster can converse 
with the subject freely (though in a whisper) 
for as many rounds as the wizard has levels of 
experience. 

The wizard is able to either send a message 
or create, some deeired sound effect, excluding 
sound-based special attacks. The wind can 

caster has levels of experience, to a specific 
location within range that is familiar to the 
wizard. The wind is as gentle and unnoticed as 
a zephyr until it reaches the location. The spell 
operates regardless of whether anyone is p- 
sent to hear it, than the wind dissipates. 

The wizard can cause the wind to move as 
slowly as a mile per hour or as quiokly as a 
mile every turn. When the spell reaches its 
objective, it swirls and remains for the spell 
duration. As with the magfc mouth spell, no 
spell can be caatvia the whispering wind 

The spell was dmloped by the wizard sha- 
zogrox. 

travel 811 many miles above g r o d  88 thc spell- 

Notes: Uncommon for Air magea; otherwise 
rare. 

Inaccuracy 

Incendiary Cloud 

Reversed form. see acuuacy. 

(Ahration, Evocation) 
(A$ FimJlchay) 

Level: 8 
Range: 30 yds. 
Components: V, S, M 
Casting Time: 2 
Duration: 4 rds. + ld6 nls. 
Area of Effect: Special 
Saving- M 

An incendiary cloud spell exactly resembles 
the smoke effects of apyrotechnics spell, 

except that its minimum dimensions are a 
cloud 10 feet tall, 20 feet wide, and 20 feet 

on the third round of its existence begins to 
flame, causing ld2 points of damage per love1 
of the spellcaster. On the fourth round, it 
inflicts ld4 p in ts  of damage per level of the 
caster, snd on the fifth IuuUdtBis Q o p s  backto 
ld2 points of damage per level as its flames 
burn out. In any successive rounds of oxis- 
tence, the cloud is simply harmless smoke that 
obscures vision within its confines. Creatures 
within the cloud nwd to maLe only one saving 
throw vs. spell if it is successful. but if they fail 
the first saving throw, they roll again on& 
fourth and fifth rounds (if necessary) to attempt 
to reduce the damage sustained by one-half. 
In order to cast this spell, the wizard must 

have an available fire source (just as with a 
pyrotechnics spell), scrapings from beneath a 
dung pile, and a pinch of dust. 

h g .  This deme Vepor Cloud bi l lW8 forth md 

Notes: Common spell (PHB). 

Incendiary Entrapment 
(AltelUtiOa) 
(&hay, FLC) 

Level: I 
Rmge: Touch 
ComponenW V, S, M 
casting Time: 1 rd. 
h t i o n :  spccial 

SaVingThnrw: !4 

This p l l  allows a wizard to create a magi- 
cal trap upon a floor, stairway, door, or other 
surface. The area affected is 100 square feet at 
14th level, with an additional 50 square feet 
per level affected thereafter (thus, a 2Oth-lsvel 
wizard can affect a 20 x 20 foot area). 

When a creature touches the surface, the 
area explodes into flames after a delay of 20 to 
60 seconds, causing combuatiblos to ignite and 
other substances to melt, vaporize, or char, 
unless the item makes a saving throw vs. magi- 

completing the spell, but the delay cannot be 
changed thereafter. The flames inflict ld4 
points of damage per level of the caster upon 
all creatures within the area of effect. A suc- 
cessful saving thmw VI. spell mhm3 the dam- 
age by half. The incendiary entrapment spell 
la& until a creature contacts the surface and 
triggm the cxpklsirn 

To complete this pll. the caster must eprin- 

Area of Effect: 100 sq. ft. or more 

cal fii. The caster D(Ln specify the delay when 
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kle a mixture of finely powdered inamurn 
and saltpeter upon the surface tobe enohantsd. 

Notes: Uncommon far Fire mage-8; other- 
wise, very rare. (Updated from POLYHEDRON 
Neamziac.) 

Induce Lycanthropy 
Reversedjvm. s&e m s  wthw. 

Infallible Identifieotion, Shayn's 

Infmtorch 

See Shayn's infallible identification. 

(Alteration) 
( A m # )  

Levek 2 
Range: Touch 
Components: V, M 

Duration: 1 turnfleval 
Area of Effect: Special 
Saving Thmv None 

CastilIgTrme: 2 

A wizard casting this spcll cream a 
torch that allows all those within a 15-foot 
radius to see as if they had infravision. The 
infravision extends 60 feet from the torch. 

The torch does not give off light tx heat, and 
looks like nothing more tlmn a burnt4 torch 
or piece of wood. Infratorch can be cart only 
on wooden objects, such as staves, torches, 
sticks, etc. 

The spell requires a piece of d at kast 
two feet long, which is not consumed. 

Netes: Bare spell, originally from the 
FORQO~IEN REALMS &g. 

(Alteration) 

Lwel: 3 
Range: Touch 
Componcntx V, S, M 

Duration: 2 hn. + 1 hr.kvel 
Am of Effect: Creatun touched 
Saving Thmw: None 

Inhavision 

ChStblETims: 1 rd. 

By mcllsIB ofthis spell, tbe ariplrd enables tbe 
recipientto secinMKmald&ncsaupto 60- 
without light. Note that strong murces of light 
(fire, lanterns, torchw, &.)tend to blind this 
visioqeoinfrrvlslan . .  d D w n o t f i m c t t o n & i  
in the presence of such light -8. Iwidblc 
cnaturmarcnotdetsctable~infravision. 

The material component of t h 4  ape11 is 

&&?@$!-on spell (PIfE). 

Ingenious Recollection, Sathrath's 

e i w  a M c h  of dried OIFEd M an wtc. 

e ,  rp 

See Sathrath's ingenious recollection. 

Insatiable Thirst 
(Enehantment/Cbarm) 
wad 
Level: 2 
Range: 5 yds.fievel 
-YS 
Ca#uq~TimC:2 
Dw&om 1 rd.flsvel 
ArcaofEffsct. lgcaQlrc 
Saving Thmw Neg. 

I 

This spell instills in the mbject an moon- 
trollable desire todrink. Tbe cmatum is d m e d  
asavhg &row to avoid the effect. Ifthe d is 
f a i l 4  the crcatare mmi COlllMmC any potubic 
liquids it can fii (including magid potim~, 

migbtdtinstmqe eikta ifpotiona 
arc mixed). &Itbough poisona are not coarid- 
edpotsblqaaa;rslramightnotrealize$bta 
liquid is poirwmoli& The crs.brrs will not con- 
sume a liquid known to be po' UomUs. 
No manahow much the crwrtme drinks, ita 

magical th i i t  is not quenched until the ~ps l l  
ends. During this time, the creature can do 
nothiig but drink OI look for liquids io drkk. 
Victims of spoll believe they arc dying of 
thirst and (depending upon their nature) may 
be willing to kill for drinkable fluids. 

Notcr: unoonnaon spell (TbAf). 

Inscribe 
This is reportedly u 6th lswl spell from the 
FORGOTTEN REALMS setting able to trawcribe 
writings more effectively than lower level 
spells such ds copy, dictabe, sorcerous scribe, 
write, and so on. It is beihved lost s b  &e 
Tine of Dvubles, although Elnrinstcr may have 
access to it. 



Insect Sight 
(Alteration) 
Rcveralble 

Level: 5 
Range: Touch 
-V,S,M 
castiq Time: 2 &. 
hnstion:5hvns+1nun/tevcl 
h e n  of Effect Cmture touched 
srvingThrow:Neg. 

With this rpell, the BLsta confcm a frntsstic 
range of vision oa the creature touched. The 
recipient gains the ability to me above and 
behind him, with a field of vision ofmarly 36Q 
degrees. ThE lm8fImwin seldembe & 
asitreae~a+2(or+20.~)bonustosnyroll 
thtdsterrmee . s w h s t h c r i t h k p e a ~ & d  
In addition, back attacks a w s t  the creature 
arc considered flank attacks, and flank sttackti 
are considered frontal attacks. However, the 
spell gives a -2 penalty to any saving throw 
against a gaze attack. An unwilling creature 
receives a saving throw vs. spell to avoid 
receiving the insect sight spell. 

The spell components are sunblossom oil 
and the dried remains of ten flies. 

Q 
30 vds. 

Co&oncn&: V, S, M 
CastingTiie: 2 

AreaofEffect lroamorareawithinraqgc 
Saving Throw: None 

When t h s p H  is cast, PIldiencs members 
vsnvlsicrlry m j d  Eaph W Id4 people 
utter the room or  sly-(^ in a nokmal manaoz 
(They totualty appear just e u t d d e h e  reorm 
when no one is looking.) This caatinuu, for a 
n u m b  of rounds cqld to the CaBte.fr l m l .  

Tfvc adiepcs contains a combination of 
laces, gsadas. and mid el.assa,rlprapsi.te 
to the OwIsioll Iir~rcmc audience mcmbQB act 
in every way like any other members of the 
audience. They walk uwmd during mtcsmis- 
sion,t& @ a t ~ , s n d M ) M I .  €I-,* 
always wade questions about their pan, their 
hiaeay)orcumntmnts,psthy~nopast, 
nohistgr,andhavenoideaaftowhntirgoiae 
on in the world outside of the room. 

Imturrt ardance strictly non- 
combative and never attack or cmt spells 
(although they can be bullies or braggarts if 
that is appropriatt). Ifme d c m  wen a single 
point of damage, he ~ 4 P n i d 1 c s  a k k  
with all of his items (including items no l-er 
on his body, such as clothes that he hungm the 
linen closet). Once the performance ends, 
instant audience members leave m M 

priate manner and vanish as soon UI b y  are 
out of vim. 

If the nudiewe is tnsjca in an inepproprilte 
way (as determined by tho DM), the spell 
instantly ends. For example, an audience could 
be summoned to watch a combat, but if the 
audience is used as a h m m  &icld, it vaniehes. 

Duration: u p  to 4 hrs. 
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Innbut Exit, Dmmijh J 
The material components are a small collec- 

tion of the items carried by the appropriate 
audience (a gold coin, a piece of fine fabric, a 
snuffbox, etc.). Thesc are tossed into a bag that 
contains at least one l i e  mouse. The mouse is 
not destroyed, but vanishes during the spell to 
reappear Bomcwhm in the room after the spell 
ends. 

Notes: Restricted to M s ;  common. 

Instant Exit, Drawmij’s 

Instant Regeneration 
(Neerommcy) n 

See Drawmij’s instant exit. 

Level: 9 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: Instantaneous 
Area of Effect Creature touched 
Saving Throw: None 

Upon its casting, this spell allows a wu jen 
to instantly restore a lost limb, causing it to 
regrow right before one’s eyes. The spell can 
only restore a lost limb. It cannot c a w  a new 
limb to appear where none was before. The 
spell causes no harm to the recipient and 
restores any hit points that may be missing 
becauseoftheloasofthelimb.Thecasterper- 
manently loses 1 point of Constitution when 
this spell is cast. 

The material component for the spell is  a 
charm of yellow paper inked with mystical red 
Charactas. 

N o m  Restricted to wu jen and like oriental 
wizards; common. 

See hawmij’s instant swnmons. 
Instant Summons, Drawmij’s 

Insp1plion 
(Ab]ard~n, Aitent io. )  

Level: 1 
Range: Touch 
Components: V, S, M 
CastingTime: 1 
Duration: 2 rds./level 
Area of Effect Creature touched 
Saving Thmw: None 

This spell provides the recipient with a tem- 
porary resistance to all electrical spells or 

effecta The recipient gains a +2 bonus to sav- 
ing throws against such attack forms, and all 
damage is r e d d  by half (to a mini- 
mum of 1 point). If the saving ttmnv is success- 
11, only o l m q w t e r a  L wnt8iIlC.d. 

The material camponent of tbis spell is a 1- 
inch-square piece of rubber. Thir must be 
placed bctween the recipient\ bot (shod or 
unshod)rad the ground. It ~ b k t o u c h o d  by 
the recipient aad -4 at allsimcs or the 
spell iI i n d w v e  (irrothsrlSrcEq thisprotec- 

porcctsd-- 
i8,tberccipiCIIt 

ins thmrdsrr(t- 
the savisg throw bonm, is reavoed t o  +I, but 
thenrirtmer,todragoekJrrrulhmged. 

Netex\InyrarekthcSl‘d&ng South of the 
FORWTTW REALMS setting; otherwise it is 
lmknawu. 

*&UlEifyMtWC. 

(-h) 

I.tendfY 

3 I n e N a t n r e  

L#vd: 8 
Range: 0 
Components: V, S, M 
Casting Time: 9 
Duration: 1 turn 
Area of Effect: 1 sq. mi. 
Saving Throw: None 
This spell drastically multiplies the powr of 

one currently existing natural phenomenon or 
condition. A light breeze can be transformed 
into a hurricane-strength wind, the sound of 
rustling leaves or running water becomes a 
deafening tumult, a light spriukle of rain d d  
turn into an unbearable downpoiq and so on. If 
the conditions are already marginal, intensify 
can escalate them into damaging attacks 
against all creatures and structures within the 
area of effect. For example, a thunderstorm 
could be intedfied mto raging sheets of light- 
ning equal to a call lightning spell, or a blix- 
zard couldhe enhancedto an iceptonn overthe 
entire area. Some possibilities are shown on 
the list. 
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COadltiolr IntendfkdMsct 
Light Raia - 
HcavyRsin 'Downpom~thfl 

3 h d e w m n  J 3 a g e m M l i i ~ ~  
Light Snow Blizzard 
HSWYS- Wbbovtblkzad 
Heotwrm lhbka&bhCrt 
Cold Snap UnbssnMs edd 
Fog complete abmmmcat -I 

Light Breeze Hunicane-force winds 
Strong Bmem. I T o n w b b  winds 

t ,  

* t i  

flooding 

The exact effects of any given condition are 
left to the DM to decide. Downpours, bliz- 
zards, and white-outs generally redwe vi*on 
to a few feet and seriously @ize mowment 
and combat in the entire area. hngererur 
winds or lightning can destroy -r and 
cause damage to all autlver tbat donot find 
cover. Intensified sound. a? unells could 

rr,t!? Internal Fire 

Q 
-.XS,M 
-Tim# kd. 

srvingThmw:Nm 
Area of E M  1 HDflevel in 10- 

This well allow8 tha w8 jen to crcl(s a 
deadly raging heat within the bodies of the vic- 
tims, causing them to be consumed by flame 
from inside. Death occurs instantly. There is no 
saving throw against thir spell. If more Hit, 
Dice or levels of creaturea are in the area of 
effect than can be affected by the caster, those 
with the fewest Hit Dice or levels die first. Par- 
tial totals are d e c t e d  by the s@ (if a u)th 
level caster has already aEected 15 Hit Dice 01 

deafen or gag all creatum in the area Infemfi 
natun? cannot be dimdled by  mea^ of 

levels of creatures, a creature with 7 Hit Dice 
or levels would be unaffected since only 5 Xi 

dicpcl cnchm~trratt a a  wtth Gll. 
The m a W  conpomnt is a d l ,  curved 

krecarvedwlth apaci8l nnsr, Northat k8# 
1OOgp. 

Nota: Re&ictaito WitChes.rn4 o@mtly, 
wathcr msges; UII-. 

Intensify Summoning 
(ConJlurtionlSammoning) 

LsvelL 7 
Range: Spuisl, 
Componsats:YS,bd 
Casting Time: 7 
Duration: Specidjfl tumm;aimoop) , v 
Area of Effect: Special 
Saving Thmw: None 

This spell enhances the strength of creatures 
summoned by the caster via 1st- through 6th- 
level conjuration/summoning spells. Only 
spells that bring summoned creatures to the 
wizard are affected. 

The fist two conjurationhmmoning spells 
cast by the wizard within one turn following 
the infen& summoning spell are Sffc-cted. The 
summoned creatures are more powerfd, having 
an additional 2 hit points per Hit Die. 
The material components are a small leather 

pouch and a miniature silver candelabra. 
No& Uncommon spell (TOM). A necroman- 

tic variant exists, restricted to necromancers and 
afftctingonlyBummonedundead. 

Dice of power renuin). 
Although there is no saving throw againsi 

this spell, a magical item that confers protec- 
h from fii and fire-basedctttockemokesthe 
artarm immune to the effects of this spell. 
Creatures immPPr,to fire-basd at&&* m-- 

for this speH IS an 
iron brazier fiued with red-hot charcod. The 
charmalisextinguisbedasthesPegircast. 

Notes: Commoa in orienthl settings; very 
rereelsowkc m-b bY Ph+mag.e). 

Interposing Hand, Bigby's I 

&e Bigby's interposing hand. 

Intumptsble Light 

& 
(Alteration, EnCb8EtmeDt) 

h e k  3 
Raags: T d  
Cbmponents: V, S. M 
CmtingTimr: 1 rd. 
Duntion: Permanent 
h0f f t f feCt :Speeia l  
Saving TbrawHomr 

Thisspellcraatcsa 
beem of bri@ light. The spell must be oast on 
a parson or item. The beam created is about 
four inches in diamoser and illuminates pn ama 
in a direct line fromtbe place it wigbtes ,  to a 
range of 60 feet. Of course, the light can be 
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seen by others for a much greater distance. 
The light is as bright as full daytight and 

lasts until negated by magical darkness or a 
mugic. Creatures that suffer penalties in 

bright light suffer them if the beam is directed 
at their eyes. Creatures that try to avoid looking 
at the light are allowed a saving thmw vs. para- 
lyzation, with success indicating that they are 
not dazzled. 

The caster-or other person named at the 
time of casting-has mental control over the 
light, and can order it to turn off or on at will. 

Notes: Common in the RED STEEL setting; 
virtually unknown elsewhere. 

I Invisibility 
(IUnsioalPhantum) 

Level: 2 
Range: Touch 
Components: V, S, M 
Casting Time: 2 
Duration: Special 
Area of Effect: Creature toucnea 
Saving Throw: Special 

This spell causes the creature touched to 
vanish from sight and be undetectable by nor- 
mal vision or even infravision. Of course, the 
invisible creature is not magically silenced, and 
certain other conditions can render the creature 
detectable. Even allies cannot we the invisible 
creature or his gear, unless these allies can nor- 
mally see invisible things or employ magic to 
do so. Items dropped or put d o y  by the hvk- 
ible creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
worn by the creature. Note, however, that light 
never becomes invisible, although a source of 
light can become so (thus, theneffect is that of a 
light with no visible source). 

The spell remains in effect until it is magi- 
cally broken or dispelled, until the wizard or 
recipient cancels it, until the recipient attacks 
any creature, or until 24 hours have passed. 
Thus, the invisible being can open doors, talk, 
eat, climb stairs, etc., but if he attacks, he 
immediately becomes visible, although the 
invisibility enables him to attack first. Note 
that the priest spells bless, chant, andpmyer 
are not attacks for this purpose. All highly 
Intelligent (Intelligence 13 or more) creatures 
with 10 or more Hit Dice or levels of experi- 
ence have a chance to detect invisible objects 
(they roll saving throws vs. spell; success 
means they noticed the invisible object). 

If the spell is somehow made pennanent, 
this effectively grants innate invisibility at will: 
the caster still becomes visible when attackiag, 
but can return to a atate of invisibility the next 
round if no action other than movemeut is 
taken. 

The material components of the invisibility 
spell am an eyelash and a bit of gum arabic, the 
former e n d  in the latter. 

N O W  Common spell (PHB). 

Invisibility, 10' Radius 
(IllasioalPhaabsm) 

Level: 3 
Range: Touch 
Components: V; S, M 
CastingTime: 3 
Duration: Special 
Area of Effect: 10-R radius 
Saving Tlww. None 

This spell confers invisibility upon all crea- 
tures within 10 feet of the recipient. Gear car- 
ried and light sources are included, but any 
light emitted is still visible. The center of the 
effect is mobile with the recipient. Those 
affected by this spell cannot see each other. 
Any affected creature moving out of the m a  
becomes visible, but creatures moving into the 
area after the spell is cast do pbt become invis- 
ible. Affected creatures (othor than the recipi- 
ent) that attack negate the invisibility only for 
themselves. If the spell recipient attacks, the 
invisibility. 10' mdius spell is broken for all. 

The material components are the same as for 
the invisibility spell. 

Noter: Common spell (PHB). 



Invisibility, MJn&Control 
See mind-conaol invisibility. 

Invisibility, Physical 

InVisibNty to Unded 
Aka cloak from undead. See tkut entryfor 
details. i 

See physical invisibility. 

Invisible Blade, Lied’s 

IwidbleM.ll 

See Laeral’s invisible blade. 

(W-+ E-@.) 
m-9 

A variation of the urmor spell, this spcU 
eaables the caster to cover kis body with an 
iwisible suit of plate mail, tempomdy raising 
his Armor C l m  to 3. Its arenot cumu- 
lative with othstnrmorormagical pmtectiaa (a 
oharacta with tbcre CanOoLimprwe his AC to 
better than 3 though use of thii spell), but 
Dsnterity bonlgcs still apply. 
For each fevd of the casta, the i W e  mail 

abaorba 1 hit peht of damage that would nor- 
mally bit AC 3; however, the spell offers no 
prowion agricrat magical w e a p o l t s o c ~ k s .  
Whcn the d l  bss aboortrcd as many 

els of experience, the mail disappears, The 
invisible mail d m  not hindsc movement, n6r 
does it addwight ormmnbm~~. It does not 
interfere with spsllc.sting. 

For example, a wizard wiikAC 10 has 
ahicldod himself with the ImLsible m i l  spall. 
The first opponent with anormal&g- 
ger; laaldag the attack +AC 3. Tha atracL 
hits, causing 2 points of damage, which is 
absorbed by the irniisibk m i l  -11, lcevingths 
w k d  unharmed. A second attack is made 
with a sword +i. Tke iwiaibk afmo~ offa  no 
~ t e c t i o 8 a g a i a a t t b i s m p e i c d ~ w l e  
attack is d e  .gemst the wizard’s mnnd AC 
af 10. The attack hits, inflicting 4 points af 
damage on the wizard (which arc not c d  
againat the invidble nair). 

of narrml- 8~ th-dhu ICV- 

Level: 6 
Range: 10 yds. 

Casting Time: 1 rd. 
Duration: Specid 
Arca of Effect Special 
SavingTht0W:None 

cmponmtb: y s, M 

This rpau aniwisibk*rllraftom 

pstformiag Whatevartalks W s s t  bcfm &et 

the Elemental Plane of Air. T k  8 Hit Dk 
monster obeys pnd serves zlta ~ l t c a s t s r  in 

is a faultless tracker within one dayof tb 
quarry’s passing. The invisible stalker follows 
instmctiona men if thuy d d t  hIdrcdr or 
thousands of miles away and, wce givrm an 
order, follows through unceasingly until tbe 
task is accomplished. Howcver, the creature is 
bound to serve; it does not do so from layalty 
or desire. Therefore, it resents proloqged mi& 
s i n  or complex tasks, and it attempts to per- 
vert instructions accordingly. Inviaek StllLar 
understand common speech btitqmtk no lan- 
guage save their OWTI. 

The material componentaof this spdl arc 
burning incense and a piece of horn carved 
into a crescent &pe. 

M a  c- spell 0, 

I.veleat8ry WkrPSry, 
Mordenkainenh 

&Mordcnkplaoe . ’simrolantuywizgdly. 

Invulnerability to M a & a l W e a ~  
(w-) 
(G-w%) 

Level: 6 
Range: 0 
Componentx y M 
Carting T b .  3 
Duartion: 1 rd./levcl 
Area of Effect: 5-fi. radius 
Saving Throw: None 

This spell creates an immobile, faintly shim- 
mering magical sphere around the caster that 
cannot be penetrated by magical blunt, edged, 
or missile weapons; all such weapons are 
harmlessly deflected (missile weapons strike 
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the sphere, then immediately fall to the 
ground). However, the sphere offers no protec- 
tion against magically created oleatuns (mch 
as golems) or from special attacks (such as the 
gaze of a medusa). The sphere offers no protec- 
tion against spells such as magic missile, or 
spells that simulate the effects of weapons. 

The caster can use magical weapons from 
inside the sphere to attack opponents normally. 
Spells can also be cast through the sphere. The 
sphere can be negated by dispel mlrgic. 

Any effort to combine this spell with magics 
that grant immunity to normcll weapons cause 
this spell to fail immediately. 

The material component for this spell is a 
piece of a broken magical weapon. 
Nota: Unconnnon spell, typically known by 

abjurcrs. (Originally from The Complete Wir- 
ad ' s  Handbook) 

Invulnerability to Normal Weaponr 
(AbjonwOn) 
(ocolrtrtry) 

Level: 5 
Range: 0 
Components: y M 
casting Time: 2 
Duration: 1 rd.ilml 
Area of Effect: 5-ft. radius 
Saving Throw: None 

This spell creates an immobile, faintly shim- 
mering magical sphere around the caster that 
cannot be penetrated by nonmagical blunt 
weapons, edged weapons, or missile weapons. 
The caster can use these weapons from inside 
the sphm to attack opponents normally. Spells 
can also be cast through the sphere. The sphere 
can be negated by &pel m e .  

Any effort to combine this spell with magics 
that grant immunity to magical weapons cause 
this spell to fail immediately. 

The material components for this spell arc a 
piece of a broken nonmagical weapon and a 
scale from a dragon. 
No- Uncommon spell; typically known by 

abjurers. (Originally from The Complete 
Wuani's Handbook) 

Iron Body 
(Alteration) 
@d) 

Level: 8 
Range: 0 
Componcnta: y S, M 
Casting Time: 8 
Duration: 1 rd.Aevel 
h a  of Effect The caster 
Saving Thmw: None 

This spell transforms the caster's body into 
living iron, which granw him several powerful 
resistances and abilities. While the spetl is in 
effect, the caster can be injured only by Munt 
weapons of +3 or better value, or monsters of 
8+3 Hit Dice or more. Slashing weapons, 
falling, crushing, and constriction attacksof pll 
types   IT completely unable to harm the caster, 
although an attack may knock him of€-balmce 
or pin him beneath tons of debris. Spells or 
attacks that affect the subject's physiology or 
respiration-for example, chudkill, poison, 
enfeeblement. contagion, or pain touch-fail 
completely, since the caster h a s  no physiology 
or mspirstion while the spell is in effect. A b ,  
spells that haw weight limits should be applied 
to the wizard as if he weighed over 3,000 
pounds. The w i d  ignores electrical attacks 
and save8 at +4 against f i i  attacks. If he eaves, 
he takes quarter damage; if not, he takes half 
damage. If hit with a rod of smiting, he takes 
2d8+6 points of damage unless the attacker 
rolls a natural 20. If this occurs, then the dam- 
age is doubled. 
In addition to the natural immunities of an 

imn body, the wizard esioye powerful offsnoive 
abilities. His Strength wore is raised to 20 (+3 
to attack rolls, +6 damage) for the duration of 
the spell, and he can punch or bludgeon his 
enemies twice per round for ld4 points of 
damage per blow, plus his Strength bonus. 
Unfortunately, his movement becomes slow 
and awkward, so he is reduced to alllBvc of 3 
and su&rs a -2 penalty to his initiative rolls(a 
reduction of his base phase by one step, in 
pL.4rER.S OPTION: Combat & Tactics). Most 
importantly, the wizard's clumsiness and lack 
of brwth prevent him from carting any spells 
while the iron body is in effect. 

Iron bodymaycreoteadditionalhezsrda for 
the wizard as the DM deems appropriate. For 
example, ruat monstm ars extremely danger- 
ous to a wizard using this spell. Heat metal 
spells inflict double damage to the caster. And, 



naturally, the wizard sinks like a stone in 
water-althoughhecouldsurvivCthe~ 
pressure and lack of air at the bottom of the 
ocean-at least until the spell expired. Some 
magical items, such as potions or winded 
instruments, may be temporarily unusable as 
Well. 

The material component for this pel1 is a 
small piece of iron that once belonged to an 
iron golem. 

N O W  Uwnunon spell (P0:SM). 

Iron Kimomo 
(Mterntion) 

L m l :  3 
Ranee: 0 Q 
compoaente: y s 
Casting Time: 1 rd. 
Duration: 2 rde.ileve1 
Area of Effect: The caster 
Saving Throw: None 

This is a protective spell for geisya and other 
oriental spellcastsrs. By casting this spell, the 
geisya temporarily enohants her kimono, obi, 
and tabi to a higher Armor Class. Though the 
clothing appeua the -e, it actually protects 
the Beisya as amor of AC 5. At the end of the 
spell's duration, the Armor Class rehlrn~ to its 
normal rating. Dexterity bonuses apply to the 
caster; the fmn kimono does not hampa move- 
ment in any way. 

rare. elsewhere. 
Notes: Uncommon in o n d  settings; 

Imn Maiden 
(Evocation) 

Level: 4 
Range: 10 ft.ileve1 
Components: X S, M 
Casting Time: 4 
Duration: 1 rd.flevel 
Area of Effect: Creates 1 battle horror 
Saving Throw: None 

This spell temporarily brings into being a 
"helmed horror" that fights for the caster with 
absolute loyalty until destroyed. The iron 
maiden takes the fonn of an empty, animated 
suit of armor, armed with a long sword and a 
footman's mace. It acts as the wtcr directs. 
The caster mentally chooses its foe, and it 
fights that foe until directed to perfonn some 
other specific action. For example, it can be 

commaudd to "Block that doonvny, and let 
nothing though!" Q "Snatch up the wand that 
the maw in black let fall, and bring it quickly 
to me?"Tbe caster is h e  to work other magic 
as the helmcd harror fights. 

The iron maiden is a "battle horror,? the 
most pcawerfal type of helmed h o b r .  When 
destroyed, the iron maiden shatters and falls 
into dust and shards of rust. If it still exists 
when the spell expires, it meets the sane fate, 
dropping on the spot and unhamcd my items 
the caster has directed it to carry (in other 
words, a fiagiie flask would settle &aged 
to the ground when the irwr maiden canying it 
collapsed, not fall and shatter). A battle horror 
created by means ofthis spell can communi- 
cate only with its casta. 

Only one iron maiden spell can be memo- 
rized by a wizard at once. Such is the stress of 
this spell that it cannot be memorized again 
until at least a full day (2a horn) has elrpsed 
since it was last cast. 

The material component of this spell is a 
piece of metal plate that has been part of a suit 
of armor worn into battle at least once. 
Notes: Restricted to the Seven Sisters, their 

apprentices, and select Harpers in the 
FOR- RWMS setting. 
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f carrying the caster; HD 4 + 1 hp/castei 
rel; THACO 12; #AT 1; Dmg ld8 (long 
ord), ld6+1 (footman’s mace), or ld4 
st); SA Dimension door (180 fi., l/day) 
nk up to 1 turn (l/day), magic missile (Z 
ssiles every three rds., range 70 yds.) 
1 innatefeatherfall, immune to three 
ells (magic missile. dispel magic, anc 
htning bolt); SZ M (6’ tall); ML Fearlesi 
0); Int High (14); AL LN; XP 4,000. I 
2 iron maiden ceases blinking, it canno 
Irt again withln the spell’s 

Touch 
c-: s. 

AreaofBdlsa: 1 
saving TlwW None 

The pereon or creature ntTccted by iron mind 
is immune to all charm and hold spells for a 
full hour. Additionally, the recipient #ttonuti- 
cally disbelieves all iliusions caet & 3rd-lml 
wizards (or their equivlllcllt) or luwer. 

The material component for this spell is a 
d l  chunk of iron ore or any d l  item mrdc 
of SOM iron, such bo a nail. 

Notr: Common far a b j m  and mentalists; 
otherwise uncommon. (Originally from The 
Complete Wuanik Handbook) 

Iron Sack, DrnvdjC 

Ironguard 

See Drawmij’s iron sack. 

(Abjuration, Altemtlo@ 

Level: 5 
Rmge: Touch 
Components: y S, M 
Casting Time: 5 
huation: 1 rd./level 
Area of Effect: k creature 
Saving Throw: None 

By means of this spell, the caster confers 
upon himself or another creature immunity to 

metal, including normal metal weapons. Sucb 
weupone ppss harmlassly kopsh the individ- 
ual as is he viere a phantasm, not solid tlesh. 
The individual can pass through i r o a h s ,  
@ea, and otha mctdlic objects. Nonaatallk 

him. Ironguard affects only the individual’s 
body, got anything that he is carryingm is 
aasobsdtohim. 

The imnguorded individual is still mbjcct to 
other attacks, such as beat, cold, and pnison, 
even if these are delivered by weapons that 
would normally paw throughbim. The individ- 
ual retains his Armor Claps. MagiDd wappmr 
cqw him, inflicting damage equal to their 
m@al bonus (a long sword +Z infliota 2 
poedPof damage per strike). Enchanted motd 
is an impassible barrier to an imguordcd kdi- 
vidual. Spells using metal in their effect8 (such 
as blade barrier) affect the individual nor- 
mally. 

The ironguarded individual can attack 
armored opponents ap if they were unarmored, 
but only with barehmded or naw weapons. 
Such opponent8 would be M: 10 if they were 
weariag all-metal a m -  modifd by any Dex- 
taity adpetmute. 
An hmguwded individual who OcCupieD the 

same pkce as metal when tht.pell duntion 
elaprsr is immediately k i U d  (wllaphg while 
passing through PII iron gate, for example). 

N o t w  Rare spell from the PORGOTTBN 
REALMS setting. Known to be in The Shodmv- 

muters, this restriction is now remnrsd. 

object6rtitl sfllsctthe hdi\ridu&aad caohnn 

Low. Re*iouely b m d  to abjursr~ and traos- 

IronWood 
(AlteImtion) n 
Level 5 
Range: Touch W 
I 

Componente: V, S, M 
CaatingTime: 1 rd. 
Duration: permanent 
Area of E&& 1 cu. %/level 
Saving Throw: None 

This spell allows the WII jen to change the 
teneile strength of wood to that of the finest 
steel. It only &cte tho hardnoes of the wood. 
Coloration, texture, and weight am €ld&aed. 
If d o n  normal living plantstbe epcll hts a 
50% ohaacc of wrking. If succeeeful, it does 
not interfere with the n o r d  growth of the 
plant but gives all parta of the plant, including 
leaves, flowcnr, and fruit the $srdnas of &el. 



?wa8-#=f 

If cast on a pknt-tb mbmtcrisshving throw 
vs. spell must be made by the 0r~deo:dfmc- 
cessful, the spell has no effect. Failure means 
the creature becomes rigid and paralyzd. Thr 
Armor Class of the creature becomes 0 d a 
hit roll must be made WhenrtFiking it, b t b e  
hardness is imbued throughout the body afthe 
Cl%%ture. 

The material component for this spell is  a 
pinch of metal filings mixed with the sap of a 
willow tree. 

Notcr: Common in oriental settings; very 
F U s W k .  

cmc meatun, theswingthnrwhasa-3~0dV; 
if cast at two crepton~, the awing throw has a 
-1 penalty; and if cast at three or four mea- 
tures, the saving throw is normal. 

Rush. When d nrh ia Cas, tbu mbject notices 
nothing for ld4 rounds, but thmaftsr ita Ontim 
skin breaks out in red welts that itch. The rash 
persists until either a cure disease or dispel 
magic spell is cast upon it. It lowen CharimW 
by 1 point per day for each of four day# (i.8.) 
maximum Charisma loss is 4 points). AftQ  one^ 

week, Dexterity is lowered by 1 point d40i 

Symptoms vanish immediately upon the 
removal of the rash, and all ststiatks return to 
normal. This can be cast at one mature only, 
with a saving t h ~ ~  penalty&-2 

The material component for thin spell is a 
teaf from poiron ivy, oak, or OUIIIIO. 

Irorrwood, Mutical 
S&nautical ironwood. 

Irresistible Dan 
see ottob inarirtiMe draca 

IrrerhtiMe Scent, Ivy's Isolate TeI 

Irritating Odor, Ivy's 

See Ivy's irresistible scent. 

Reversed fonn, see Ivy's imclistible scent. 
-V,S,M 

(Altention) Duration: 1 tunr/level 

Range: 10 yds&vel 

Irritation GhtingThne:l 

Area of Eff-: 1 hq-, 
Lnvcl: 2 Saving Throw: None 

-tiXV,S,M 
C a s t i a g k 2  
Dwtim:Spscial 
ArtmofEffecr:lto4creaturce 

This is a specializmt, offensive version of 
antimagic shell. designed in the DARK SUN Set+ 
ting to affect one humanoid creature. v h  
this invisible field surrounds a templar, that 
tcmplar is automatically cut off from his sor- 

If the templar is maintaining a spell, whluI 
)m irruation rpcU pffsobl the- of& WUN offre, then that spell automrrically e& 

subject creatures. Creatures with very thick or as the supporting magical cargiss are cllt om 
imensitin &ne (srtchasbuffalo, elcph.nts, The templar is throw* back od his own 
scaled creatures, ac.) arc basically unaffeote& resources, including magical it- normal 
There are two versions of the spell, either of weaponry, and whatever psionic powers he has. 
which can be cast fkom W9tandard Preparation: The templar still lrbtainr h a c  epe& m d  

Itching. m a s t ,  this causes each subject but not yst cast. 
to feel an instrnt itcl&@aensation on some Unlccla the sorcerer-king is watching tlm 
portion of i t p b # i & w  round is not immcdi- individual templar o 
ately spent rcratching the irritated area, the what's Itllppening, the nor 
creature 4 60 aqected that the next three realize that this qeli in 

, effcc- sorcerer-king can cast 
and its powcriid enough to get 
prcpa- plor spell. The geu OPllllDt 

' in a 15-ft. mtiu.9 
SavingTtmnrNc& 1%) c%Ri C JlQ --king in regard to aCqU* Md)'S@S: 

I S'  MWZ, 

Ilk onrsoorce a% dk hirt 
throerouads. ihmrptils. 

1 
t gemstoneofatW1,008gpvrhts. I 

The material component of this rpdl is B 
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Notes: Very rare for a spellcaster from the 
DARK SUN setting; virtually unknown else- 
where. 

Isolde's Answer 
(Divination) 

Level: 3 
Range: Touch 
Components: V, S, M 
Casting Time: 3 
Duration: 2 rds.ileve1. 
Area of Effect: 1 mi.Awel 
Saving Throw: None 

This spell temporarily enhances a magical 
mirror, crystal ball, or other scrying device. 
The spellcaster then asks the scrying device a 
question, and the q i n g  dwice an~wers that 
question by showing an appropriate scene if it 
is within the area of effect. l)rpical questions 
include: "Where did I put that book on magical 
appruclftu?" "Who is the most beautiful in the 
lan# and "Where arc the fish biting today?" 
Note that a scrying device must be in operation 
at the time the spell is cast. The spell rquire8 a 
scrying device, which is not consumed by the 
casting. 

Notes: Rare or very rare spell. (Updated 
from DRAWN Magazine.) 

Item 
(Alteration) 
(AnWce) 

hl: 3 
Range: Touch 
Components: V, S, M 
captine Time: 3 
Duration: 4 hrs.Aeve1 
Arta of Effect: 1 object, up to 2 cu. ftAevel 
SavingThrow: Special 

By means of this spell, the wizard is able to 
shrink one nomnagical item (if it is within the 
size limit) to !4r of its normal size. Optionally, 
the caster can also change its now-shrunken 
composition to a clothlike one. An object in the 
possession of another creature is allowed a sav- 
ing thmw VI. spell. Objects chauged by au item 
spell can be returned to normal composition 
and size merely by tossing tbran onto any solid 
surface or by a word of command from the 
original spellcaster. Even a burning fke aud its 
fuel can be e h m k  by this spell. 

Notes: Common spell (PHB). 

Item Supercharger 
(Cbwm-d 

Level: 8 
Range: Touch 
Components: V, S, M 
Casting Time: 8 
Duration: Permanent 
Area of Effect: 1 item 
Saving Throw: None 

By means of this spell, a chronomancer 
attempts to alter the salient abilities of a magi- 
cal item, This attempt can be made only once 
per item, and has a aignifiiant chance of ruin- 
ing the item forever. Use the table to figurc the 
chance for success. 

Item Supercbargine Succeu C b 8 W  

Item Freqmmcy Duration 
Potion - 25% 
Ring 60% 65% 
Rod 60% 80% 
Staff 90% 65% 
Wand 85% 90% 
Misc. 50% 65% 

Frequency is the number of times per day the 
item can be used, or the recharge time required 
between uses. When this ability is changed, 
uses per day are doubled or the recharge time 
halved. For example, the recharge time of a 
ring of blinking goes from six turne to three. 

Duration is how long the effect operates. 
Altering this doubles the duration. For exam- 
ple, wings offrying could be used for 16 turns 
at speed 12, instead of eight turns. 

The material component is an ounce of mer- 
cury. 
Notes: Restricted to chronomancers; com- 

mon. 

A 
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Itembane The matarial components arc a drop of ani- 
mal musk and a drop of rose oil. 

The reverse of this spell, Ivyt lrrlfatlng 
odor: caws a creature or object to emit a rank 
and noxious odor, though living crenturee have 
a saving throw vs. spell to negate the effect. 
The stench Qives away creatures of animal 
Intelligence or less. Those with greater than 
animal Intelligence are reluctant to approach 

(Altentlon) 

Level: 6 
Range: 100 ft. 
Components: Y S 
Casting Time: 6 
Duration: pcrmoesnt 

Amuolimorepowdhlvslaionofwukfbme, 
cfia itemhw spell affectsanugical item andita 
owner, h e r  preventing the item  fro^ func- 
tioning for that character. The itan mu# ba in 
the owner’spoamsion at the timc of casting. If 
the owna fails a saving tbmw w. spelt, the item 
ceases to function for that particular user. A 
warrior c d d  not wield a magical wan& 
no longer cast spells, ringsbscoms insn In fact, 
thess items arc physidy repelled by thsir own- 
m. For example, an affected wand will lly h m  
a dmmcter’s grip. 

This effect can ba moved  by the Casting of 
a separate, succes8ful dispel magic spell on 
each of the item and the owner. Artifacts are 
not subject to this spell (and certain other cam- 
paign-spccific items may not be as decided by 
the DM). 

Notes: Rare spell fmm the MYSTARA setting. 

Ivy’s Irresistible Scent 
(Alteration) 
Reversible 

Lml: 4 
Range: 10 yds. 
Components: Y S, M 
CMtilIg Tme: 4 
Durrtion: 184 nb. 
AneofEf€cct 1 creatureor 
s.vmg TBrow: Neg. 

By means of this spell, the 
irresistible scent to adhere 
object, tho@ r i  cnatun 
throw vs. spell to negate the e 
extremely appealing to all creatures of 
Intelligence or less within 10 yards. Thore 
within 10 yards, and who are above animal 
Intelligence, will notice a pleasant amell and 
can identify whhe it is coming from. Any crea- 
ture with a keen ECIIM of amell trying to track a 
creature or object with this spell cast on it docs 

J 





Jackd Ward The material c m p o n d  is a piece 
of chalk the wizard uses to inscribe a 
small magical symbol on the affected 
object. The marking immediately dis- 

(Abjuration) 

Level: 4 
Range: Touch 
CompOnCnts: V, S, M 
Casting Time: I turn 
Duration: 1 day (special) 
Area of Effect: Caster 
Saving Throw: None 

In areas where jackal wizarda are known to 
operate, it is wise for an arabian wizard to pro- 
tect himself from spell thievery. This spell 
serves this purpose admirably. 

After the spell is cast, the wizard simply 
places a small coin (the spell’s matarial compo- 
nent) in his turban or other headgear. If a jackal 
wizard attempts to lift a spell from the pro- 
tected wizard, the coin grows warm, warning 
the wizard. 

The first attempt to steal a spell from a wiz- 
ard protected by thejackal ward will always 
fail. The second and subsequent attempts have 
a SO% chance of being foiled. 

Notes: Common for spellcasters from an 
arabian setting; otherwise very rare. 

Jaggar’s Strengthened Bastion 
(AbJaration, Enebm.aetlCbuar) 
(Geommy) 

Level: S 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: 1 hr.ileve1 
Area of Effect: 100 cu. ftllevsl 
saViTln0W:Npne 

Prince Jaggar denigned his strengthened 

rn I) MIvlng throw against 

proves effective when east on portions of a 
wall, a door,a War ~tw. For example, Jag- 
garb strekgthened Busfion allows a saving 
throw vs. knock, &g, avoidance, diatance dis- 
tortion, passwall, transmute rod to m a ,  
glassee. move earth, stone to flesh. vanish, 
glwteel ,  clystalbrittle, and other spalls that 
affect objects. The objecta make a wing  thmw 
vu. spell at the level of the caster of the fortify- 
hg spell. This spell wn be combined with the 
permanency spell. 

qelb that n d l y  rllaw none. This spell also 

appears, visible only via true sight, a gem of 
seeing, or similar magic. 

Noter: Very rare, originally from the MYSURA 
setting. 

Jarmar Form - Hishnr 
(Aterationj 

Level: 5 
Range: 0 A - 
components: s 

Duration: special 
CaOting Time: 3 

Area of Effect: The caster 
Saving Throw: None 

The caster can polymorph his body into the 
body of a jaguar, although he retains his own 
mental capacity. He cannot speak, cast spells, 
or otherwise exceed the limitations of the 
feline body. He retains his original hit points 
and Hit Dice, however. 

The caster can move through the trees of a 
dense forest as easily as he can move along the 
ground. He gains infravision to 90 feet, and the 
ability to meld into shadows and foliage as if 
concealed by an ambush rpdt 

Notes: Restricted to practitioners of hishna 
magic (the Maztica setting); common. 

0 feet horizontally and 15 feet straigh 
p. Falls of 50 feet inflict no damage; fallf 
arther than this inflict damage only foi 
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Jalartru’s Mirnculum 
(Alteration) 

Level: 3 
Range: 0 
Components: S 
CastingTk. 1 
Duration: Special 
Area of Effect: 1 memorized spell 
Saving Throw: None 

This spell modifies one other spell that the 
caster kas currently memorized. It allows the 
latter spell to be cast without one of its normal 
components (verbal, somatic, or material). 
Spells that normally have only one compoaent 
can be cast by silent act of will alone if a .?a&u- 
tank miraculum is used fi i t .  

A specific component of a particular spell 
must be chosen to be omitted when this spell is 
cast. Then is no time liibetween the casting 
of the miruculum and the unleashing of the 
modified spell. However, the caster must not 
have been slain m the intervening period or the 
modified spell does not work. 

Notes: Very rare in the FORWITEN REALMS 
setting; unknown elsewhere. Optionally apecific 
t o t h i s ~ a l o n c .  

Jmgr’s Jewel 
@Maation, ConJnntian) 
(Artificer) 

Level: 7 
Range: 0 
ComponenkxV;S,M ’ 
Casting Time: 7 
DurstiW: 24 hrs. 

Saving Iluow: None 
Area of Effect: 1 gem 

By casting this spell upon a gem worth at 
least 400 gp, a wizard imbues the jewel with 
several properties, each usable once during a 
24-hour period. The enchanted gem can h o w  
alignment, operate as an arrow of direction. 
detect lie (as the 4th-level priest spell) and 
accurately make one prediction of an event that 
will happen during the next 10 minutes (one 
turn) if no action is taken on the foreknowledge 
the gem provides. The gem is destroyed when 
all of the spell-like functions are used up or 
when 24 hours pass. 

Notes: Rare or very rare spell. (Updated 
from POLYHEDRON Newszine.) 

Javelin - OldiEmpire 
(Evocation) 

Level: 6 
Range: 80 yds. + 10 yds./level 
Components: V, S, M 
Casting Tiie: 6 
Duration: Instantaneous 
Area of Effect: 1 javelin 
Saving Throw: M 

This spell causes a javelin to become filled 
with deadly energy. The aaster may hurl this 
bolt at any creature within range of this spsll. 
The javelin strikes without error and mflicts 
ldiO points of damage for eveq two levsla of 
experience of  the caster, to a maximum of 
IOd10. The target creature is altowad a eaving 
throw vs. spell witb a -3 p d t y ;  s w m s  indG 
cates half damage is suffered. 

The material component of this spell is a 
javelin. 
Notes: Uncommon spe11. As a FORWEN 

REALMS Old Empire spell, initial exposure 
requires a mentor 01 a read Soufhern magic 
spell. 

.. 
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Jest 

Q 
(Enchantment, Evocation) 
(Song) 

Level: 4 
Range: 0 
Components: V 
Casting Time: 4 
Duration: Special 
Area of Effect: 3 0 4  radius 
Saving Throw: Neg. 

Jest acts as the 2nd-level wizard spel1,fasci- 
nate, upon all hearing it. All creatures within 
the area that fail a saving throw vs. spell stop 
their activities and listen for the time required 
to complete the casting. An attack on a creature 
during this time negates the spell’s effects on 
that creature. 

Upon completion of the spell, stopped crea- 
tures receive another saving throw vs. spell. A 
successful saving throw means the creature 
merely walks away confused for Id10 rounds 
unless attacked (which immediately negates the 
spell effect). Failure means that the creature is 
racked with laughter and unable to do anything 
but laugh for the next Id10 rounds; also if no 
attack is made on a creatures during the period of 
helpless laughter, it views the caster as having 
both a Charisma and AppemcdComeliness of 
20 for the duration of one full day. 

Notes: Common in oriental settings for 
geisya (entertainers), rare for others; virtually 
unknown elsewhere, except perhaps for bards 
or jesters. 

Jester’s Jest 
(Alteration) 

Level: 2 
Range: 10 yds. 
Components: V, S, M 
Casting Time: 2 
Duration: 1 turn + 1 rd.ilevel 
Area of Effect: 1 creature 
Saving Throw: Neg. 

A target creature that does not make a suc- 
cessful saving throw vs. spell becomes instantly 
serious, and everything it says will be somw- 
ful and sad, depressing those around it. Reac- 
tion checks to the creature suffer a -4 penalty. 

This spell was created by Lendolin the 
Laughless, jester to King b u n  I. 

Notes: Very rare spell. (Updated from 
POLYHEDRON Newszine.) 

Jewel, Janga’s 

Jhanifer’s Deliquescence 

See Janga’s jewel. 

(Alteration) 

Level: 5 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: Instantaneous 
Area of Effect: 10 cu. ft./level 
Saving Throw: Special 

This spell enables a wizard to instantly melt 
ice, frozen liquids, and other substances that 
freeze within 10 degrees of water’s freezing 
point (32°F). Such melting does not involve 
heat, steam, or the consumption of fuel. A wall 
ofice, for instance, could be turned into water 
that falls to the ground, a frozen lock or sleigh 
runner could be freed. 

Repeated applications of this spell can turn 
solids into liquid form, and 10 deliquescence 
spells equal the effects of a transmute rock to 
mud spell. (The details of this use of the spell 
are little known and poorly understood. The 
DM should sharply limit the combat effective- 
ness of dissolving solids, although a wizard 
might use the spell repeatedly to make digging 
a tunnel easier.) 

Animated or enchanted creatures of stone 
receive a saving throw vs. spell based on their 
Hit Dice and a stone golem practically shrugs 
off the effects. Other objects have a saving 
throw equal to the saving throw (at the time) of 
the being who enchanted them. Success negates 
the spell. Living creatures, even if stony, are 
unaffected by Jhanger b deliquescence. 

The material components of this spell are a 
tiny piece of amber and a piece of ice. 

Notes: Rare or very rare spell from the 
FORGOTTEN REALMS setting. Known to be in 
Laeral b Libram. 
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Jonstnl’s Double Wizardry 
(Alteration) 

Level: 5 
Range: 0 
Components: V 
CastingTime: 1 
Duration: 1 rd./level 
Area of Effect: 1 creature 
Saving Throw: None 

This powerful spell enables a caster to 
unleash two specific spells at once, with the 
utterance of a single word. Both spells take 
effect in the same round, upon the caster (or 
both on a recipient being), and function nor- 
mally, except that their durations become 1 
round per level of the caster. The two spells 
must have been memorized beforehand by the 
caster. They are not lost from memory until the 
double wizardry is employed; if either is used 
by itself, the double wizardry vanishes with it. 

Any material components for the two spells 
are consumed wheu the double wizadv spell 
is uttered, and must be on the caster’s person 
(but need not be revealed or handled by the 
caster). Only the caster can unleash &e double 
WiZUdry.  

The only two spells that can be p&iredby u8e 
of a Jonstal b double wizardry are invisibuity 
and levitate: despite years of research, the 
archmage Jonstal has managed to master only 
one other pair of “combination” spells (see 
Jonstalb improved double wizardry). No 
known being short of the FaerDnian lesser 
divine power Amth can ftcely cast any two 
spells in the same round. 

Notes: Very rare in the FORGOTTEN REALMS 
setting (confirmed users are the Seven Si-, 
the Chosen, and Jonstal); virtually unknown 
elsewhere. 

Jonstal’s Impraved Double Wizardry 
(Alteration) 

Level: 6 
Range: 0 
Components: V 
CastingTime: 1 
Duration: 1 rd./level 
Area of Effect: 1 creature 
Saving Throw: None 

This powerful magic enables a caster to 
unleash two specific spells at once by uttering 
one word. Both spells take effect in the same 

round on the caster (or both on a recipient 
being), and function n d l y ,  except that their 
durations become 1 round per level of the 
cast& The caster must have memorized the 
two spdss beforehand. They are not lost from 
memory until the improved double wizonlry is 
employed. If either magic is cast by itself, the 
impmved double wizardry vanishes with it. 

Material components for the two spUs are 
consumed when this spell is uwed, and mwrt 
be on the caster’s person (but need not be 
revealed or handled by the caster) or the 
impmed double wizardry will not take effect. 
Only the caster can unleash the spell. The only 
two spells that can be paired by use of a Jon- 
stalk improved double wizardty arejZy and 
nodetection. Despite years of research, the 
mhmage Jonstal has menaged to master only 
one other pair of “combination” spells (see 
Jonstal b double wizardry). No known being 
short of the FaerDnian lesser divine power 
Azutb can freely cast any two spells in Be 
same ronad. 

Nom: Very rere in the FORGOTTEN mars 
setting (confirmed users are the Seven Sisbers, 
the Chosen, and Jonstal); virtually unknown 
elsewhere. 



Joyful Voyage, Nyber’a 

hggernaut 

See Nybor’s jqful vayaga. 

(Evocation) 
( A W W  

Level: 9 
Rnnge: 10 ft.ilevel 
Components: V, S, M 
Casting Time: 9 
Duration: 1 rd.Aeve1 
Area of Effect: Special 
Saving Thtow: None 

~ i 8  spell calls into being a large, mobile 
humanoid form similar to a featureless, gen- 
derless, naked human. The form seems to rise 
up out of the ground in front of the caster, fac- 
ing away from its creator. Despite the spell 
name, it is not the same as a juggernaut golem. 

A juggernaut looks like a bald human with 
no recognizable features except a mouth. It 
stands up to 100 feet tall, with a reach of up to 
80 feet. It seems to be made of the same sub- 
stance as the ground it appears from, although 
it is in actuality purely a spell manifestation. It 
can roar out, as often as desired, a word or a 
phrase of up to six words; these are whispered 
by the caster during the spell’s casting. The 
words cannot be a spell incantation, and they 
do not issue forth if they are command words 
that trigger or activate any magic. 

A juggernaut within 60 feet of its caster 
draws into itself all magical attacks specifi- 
cally meant for the caster, such as magic mis- 
siles. feeblemind spells, and so on. The spell 
effects are then visited on the juggernaut, not 
the caster. Spells that normally rebound from 
solid forms or burst, such asfireball and light- 
ning bolt, are drawn into the juggernaut’s body 
80 that they do no harm to the surroundings. 

The juggernaut attacks with its fists foes 
chosen by the silent will of the caster. It can 
strike once with each fist in a round, with a 
THACO two better than its creator (that is, if 
the caster has a THACO of 14, the juggernaut 
strikes at THACO 12). Its blows deal 8d8 points 
of damage each if successful. It can grab and 
carry items, including foes. It can inflict 6d8 
points of damage with its grab, plus constrict- 
ing damage of 5d8 points per round thereafter 
until the foe makes successful Dexterity, Con- 
stitution, and Strength ability checks all in the 
same round (check all three each round). 

A fall from a juggernaut’s hand results in 

normal filling damage of ld6 points pcr 10 
feet fallen. A being thrown by a juggmwut suf- 
fers double falling damage on impact and 
receives no saving threw (unless the thrown 
being can fly or use magic to slow his w). A 
juggernaut cannot wield magic, even devices 
or worn items such as magical rings. The cauter 
canaot cast spells through its body, 

When the spell expires or the juggernaut is 
destroyed by accrued damage, it simply fades 
w. 

The material compmcnta of this spell are a 
ball of clay that fills the caster’s palm; a bit of 
string, wire, or natural f i b ,  and a gem of any 
type worth at lcest 500 gp. 
N W .  Very rare in the F w n  REALMS 

setting; virtually unknown elsewhere. 

MAC0 Caster +2; Dmg 8d8/8d8; SA GI 
6dS), constrict (5d8), throw (2x falli 
lamage, no save); SD Absorb magic; AL 
;BstcT: sz G (100’): ML 20. 

Juggle 
(Evocation) 

Level: 4 
Range: 0 
Components: V, S 
Casting Time: 5 
Duration: Special 
Area of Effect: The caster 
Saving Throw: None 

This spell requires a proficiency in juggling. 
The geisya creates harmless balls of fire that 
can be juggled safely. With further work, 
spheres of ice, wate,: colored light, or glowing 
white daggers can be substituted-one such 
substitution is gained with every three levels of 
experience the geisya has attained. 

Thc itemsdiseppearon umtact with something 
besides the juggler’s hands or when the geisya 
ceases her concentration. Each item can be 
thrown, up to two per round at a target. This 
q u i r e s  both an attack roll to strike the target and 
a juggling proficiency roll to keep the other items 
juggling). Each missile, mgardless of form, does 
ld4 damage plus 1 hit point per level of the 
geisya. A water ball inflicts no damage, but 
causes the creature struck to lose its next initia- 
tive roll. 

J 
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Notcr: Used by geisya (common) and wu jen 
(rare) in oriental seaings; otbawiec vrry rare. 

Jump 
(Alteration) 

Level: 1 
Range: Touch 
Components: y S, M 
Casting Time: 1 
Duration: ld3 rds. + I rd./level 
Area of Effect: CrecmUe touched 
Saving "hxm None 

The individual touched when this spell is 
cast is empowered to leap once per round for 

the duration oftbe s p d .  Leapscan be up to 30 
feet forward or straight upward or 10 feet back- 
ward. Horizontal leaps forward or backward 
have only a slight m-about 2 feet per 10 feet 
of distance traveled. The jump spell doc8 not 
ensure safety in landing or grasping at the end 
of the leap. 

The material component of this spell is a 
grasshopper's hind leg, to be broken by the 
caster when the spell is cest. 

Notes: Common spell (PHB). 

Just Sovereign 
Athasian Dragon-King magic; 
psionic component mnders the 
spell tuautable by wixanls. 



Kaleidoscope, Lyunder’s of the caster. It has no effective *t 
or encumbrance, and does not affect 
suellcasting. It cmnot be ddsd to other 

See Lysander’s kaleidoscope. 

Kaleidoscopic S e e ,  
Gunther’B 

Kank Shell 

See Gunther’s kaleidoscopic strike. 

(Alteration) 

Level: 5 
Range: Touch 
Components: Y S, M 
Casting Time: 1 rd. 
Duration: special 
Area of Effect: Creature touched 
Saving Throw: None 

This M a defensive spell developed by mages 
of the elvm kank-herding tcibes, enabling the 
recipient to go without armor in the terrific 
heat of Athas until he actual@ needs it. When 
the spell is cast, the ben&iciazy‘s body or totso 
is transformed into the chitinoua carapace of a 
kank, giving him the protection of plate mail 

pelled or the wearer tsLes cumulative damage 
totalling over 8 hit points, plus 1 point per level 

(AC 3). This arm~r lssts until s u c c ~ ~ ~ l l l y  Qs- 

spells, s;ch as &itfin. but is cumulative with 
shield and Dexterity bonuses. 

The material component for this spell is a 
fist-sized shard of kank shell. 
Nota: Common in the DARK SUN setting; 

o t b s r w i s e ~ .  

Kbazid’s Procurement 
(Divination, Summoning) 
(-) 

Level: 5 
Range: Special 
Componentp: V, S, M 
CastingTime: 1 turn 
Duration: 1 rd./tevel 
Area of Effect: Creates 1 gate 
Saving Throw: None 

This spell allows the caster to more easily 
access rare or dangerous spell camponcnts. 
The wizard casts this spell upan a silver mirror 
while concentrating on a mental image of the 
matmid he desires. The bane chaace of NCC~SS 

is SO%, modified by the follmving factors: 
+1% per level of the caster 
+lo% ifthe caster has seenthe same type of 
substance or object before; this bonus is not 
cumulative with the folllo$ving bonus 

*+20% if the castex haa a sampleafthe mater- 
ial or the same type of object in his posses- 
sion; this bonus is not cumulative with the 
bonus above 
+30% if the wizard knows the location of the 
desired object 

* -50% if the caster has never seen the same 
type of material or item before. 

If the percentile roll indicates failure, the 
caster is unable to locate the &ired ingrsdient 
sad the spell ends. If the roll indimtea BIICC~SS, 

the wizard hos located the object or nubstance 
and the mirror becomes amagical gatis through 
which the caster can see the desired compo- 
nent. The size of the gate is determined by the 
size of the mirror, to a nuximum size of 3 feet 
by 2 feet. 

ofthe target componen~ allowkg the wizard (0 

reach through the mirror, grasp the object of 
Ms desire, and draw it back through the gate. 
The wizard must risk his own safct)r--the gate 
does not allow the use of probes, long-handled 
ladles, tongs, or other equipment to gather the 

The gate atwnys lrppeus within arm’s length 



material. The caster cannot move completely 
through the gate. 

The gate vanishes when the spell’s duration 
expires or when the component or the wiurd 
moves more than 10 feet away from it. 

The jpte is visible fromboth sides, and other 
creatures can reach through the gate. Breath 
weapons, gaze attacks, missiles, spells, and 
similar attacks cannot pass through the gate. 
Because creatures can pass their limbs through 
the gate, physical attacks and touch spells can 
be used. 

The only limit to the range of this spell is 
that the caster and the desired component must 
be on the same plane of existence. Elemental 
forces (not creatures) will not pass through the 
gate. Thus, the wizard does not risk flooding 
his laboratory by opening a gate beneath the 
sea, for example. However, the spell does not 
provide any sort of protection against a hostile 
environment into which the caster may reach. 

The spell requires an exquisite silver mirror 
of no less than 10,000 gp value and a black 
opal worth at least 1,ooO gp that must be pow- 
dered and sprinkled on the mirror. The mirror 
is not lost after casting md can be used a* 
but the powdered opal is consumed in the cast- 
ing. 
Notes: Uncommon spell (TOM). 

Kbelben’s Blwbtaffft 
(Alteratiom, EwmUoa) 

Level: 8 
Range: 0 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: 1 rd.Aeve1 
Area of Effect: Special 
Saving Throw: Special 

This is the unique spell that gave its creator, 
the archmage Khelben Arunsun Waterdeep, ka 
nickname. The magic causes any nonmagical 
staff, club, piece of wood, or pole ann held by 
the caster to shimmer with a black. crawling 
radiance. 

A weapon enchanted with Khelben’s black- 
staflhas the following properties: 
= It can never harm the caster or any other 
beings touching the staff during the casting of 
the spell. 
It strikes as a +4 magical weapon to hit (no 
damage bonus). 

&ckstaflMent.l D8nrgr 
ldlW Effect 
0145 Target unaffected 
46-65 

66-75 

76-85 

8 6 4  affected by repulsion 
96-00 affected byfeeblemind 

Its touch drains 1 hit point automatically (the 
target gets a saving throw vs. death nmgic to 
avoid having this loss being permanent, tmrc- 
coverable except by w e  of a wfsli), plus Id8 
points of normal damage, regardless of the 
weapon’s size and shape. 

Its touch acts as a dfspel magic spell (at the 
caster’s level) on all magical barriers, weapons, 
or effecg, at all times; the wielder catglot turn 
this power on andoff. 
Its touch causa mental damage (sce table). 
Its t w h  CBUSCS 

get one memorized spell or be unable to use 
ow natural spell-like pawrr for hvo rounda (if 
a &ice exists, determine w h i l  spell or abil- 
ity at random; save vs. paralyzation to avoid 
this effect entirely). 

Its touch causes beings possessing psionic 
skills or wild talents to be psionically “scram- 
bled” (unable tp ude any powers except 
defenses) for l&”r$Unds. 

It absorbs magic e@ upol)it, without conse- 
quence, oad i, apparently unaffected by any 
magic exopt a wfsh, which cam negate it. 
The blaclcstaff can wielded by any creature 

able to use a pole ana who chn w i t h h d  (or is 
immune to) its effect& A weapen enchanted 
with Khehn’s  blackpta~will prevent -11- 
a w h g  by any being who is con-with it&- 
ing a given round. It can therefore be usod to 
ruin emmy spellcasting with r“nuccesrfrtl 
otrrek. (it cannot be easily thrown a d  mtrol 
k#&nyrS: and similar mwementl p it doss 

Tprset coqfiued (ad the 4th-level wiz- 
ard spell c@&on) for Id4 rds. 
Target stunned (an the 9th level sym- 
bol spell) for I d 3  rds. 
Target affected byfear (as the 4th 
level wizard spell) for I& rds. 

wllcasting b&g to for- 

*on aw$ilitblr to other cham 
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Khelben’s Dweomerdoom his shape change spell (drained of his most 
powerful spell automatically). Khelben’s main 
target, Nenex, loses 27 meprorized spell levels 
from his most powerful remaining spells 4- 
9th, two Eth, and one 2nd): lime m p ,  &ted 
summoning VI, sink and invisibiIi@. 

(Abjuratlon, E~0~8tion)  

CartiagTime: 2 
DIpttim Sptsial 
Area 03lltrcGt 40-ft. radius 
Saving Tlmw None 

This powerful magic dporwcl archmagei to 

eliminating the memory of certain apclls. 
When the spell is cast, a spell fo& (such 8s 

a gem or staff) is charged with the magical 
energy; the item remains charged for up to thes 

drain magic dirrctly from ether splIcuq.& 
%?& 

many pwmorized @ell levels as’the caster of 
the ~ o o m  Hi& level spclb are elhi-  
mted first, ni,@ any remrining spell levels 
@wing the kher Ievet lpcgr until tke spell 
@wlr arc g y  (e -e, ’&e&g 18 ~CVCIS 
c a w s  the l oa  of two 9th-level spells or one 

FOROWTI!N Ra 
tcibl, Ehinster, Khel 
bul, 

(Mte&n) 

This spell, devised by the: 
Khelben “Blaebtaff 
brings into be 
any nonlivin 

rr#rlls c ~ l l  npl.osd by t+ usual means: 
~riutiOn for wizard& and Beditation and 
for priests. 
mple: Ktiohn (W27) flisr over a spell 

e within W@erdecp bctwesn Tharchion 
20) snd Nen~*  the Aged 

&to the ground. B u u l m  l e  the memory of 

miter (for &pie, a stane. arsrpoa, or 
of a being smaller than the wizar& Once east, 
the spell is inactive until the colllllnd word is 
spoken. This spell field can be detected as a 
faint aura until the spell is triggered, and can be 
dispelled with a dispi magic spell. 

When the focal object is touched and a corn- 
mpILd trigger word (Chosen and uttered dw- 
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ing casting) is spoken, the spell takes effect, 
expanding into a 20-foot radius spherical field 
ccntmd on the midpoint of the focal object. 
Within this field, absolute magical silence 
rei- for six rounds. The field movea with the 
object (for example, a thrown stone), and its 
effects can be avoided only by creatures 
employing dispel magic (to end the spell 
effects), vocalize, or a similar spell. 

The material components for this spell am a 
feather and a handful of dust, whioh must be 
held in the cupped palm of the caster, while the 
caster’s other hand touches the focal object. 
The focal object is in no way harmed or altered 
by the spell. 

N o h  Known to Khelben of the. POROOITPA 
RLUMS setting and a few of his apprentices. 

(Abjuration) 

Level: 7 
Range: l0yds. 
compoaenfil: S, M 
CsstingTime: 7 
Duration: 1 rd.Aevel 
Area of Effect oreates 1 form I d  
SaviugThr0w:None 

Khelben’s Warding Whip 

This specialimd and rare spell creates a 
whiplike lash of mystical force controlled by 
the caster. This magical whip is particularly 
&&ve against ttmc spctls that take the form 

ticular the popular spells aeatcd by Bigby. 
The wizard neednot wnccntratetomaintain 

the&gwh@, but while using it cannot ast 
other spells or wield othcr weapons. The whip 
SaiLee or parries automaticaUy while under the 
direction of its wielder. The whip can be used 
odyagainstthose within30 feetofthe wizard. 
Tbe e- ofthewhip am as f*s: 

The whip confers to the user immunity to the 
push spell. 
The whip will immdatcfy diesipate a shield 
speH without effect to itself. 
The whip has a 40% chance of destroying a 
Tenssr Oflouting disk per attack. The whip is 
not affected. 
The whip affects any of the Bigby’s hand 
spells as follows: 
Inteposing Hand-Destroyed, with a 20% 

chance of the whip being destroyed as well. 
Forceful Hand-90% chance destroyed per 

attack, with a 30% chance of the whip being 

of pushing, striking, or cmbing foras, in par- 

destroyedperatlaclc ’ 

chance lleamydpcr 
att ce of the whip being 
destroyed per attack. 

Clenched Fist-70% chance destroyed per 
attack, with a 50% chance of the whip being 
destroyedperattack. 

Crushing Hand-65% chance of being 
destroyed per attack, with a 60% chance of 
whip being deetroycdper attGctL 

Lesser Bigby spells (strangling gnp, batter- 
ing gauntlet, fantastic fencus .  etc.) are 
deetmyod uponcontacrwiththe whip, a w w k l  
be a shield spell. 

=The whip has no e W  on nomuwing magi- 
cal barriers such as a wall of fome or a priu- 
rrclric s* 

-The whip hae no effect on ~ p ~ i l ~  that do not 
use magical force rn a solid entity-kotds, 
slow, mwse gntv& md sa forth. 
The whip carmot haw f i g  objects, and M) 

cannot be used as a weapon. 
The whip has no effect on spells that take 

*The whip cam be used to parry physical 
attacks, including those from magical wwp- 

spiritual hammec etc.) This parrying bas a 

of the whip’s caster. An sttack parried this 
way does no damage, but the wizard using the 
whip ~ISI have initiative aver his m k e r  in 

4 er#ed, this spell was developed by Khel- 
ben Anstsun, the BlacLstaffof Waterdeep, a a 
spCtific counter to the various Bigby spells 
that have appeared in the Realms. WMmthc 
mythical Bigby of Greyhawk visited the 
Realms or Khelben or some other Realmermge 
visited Oerth to bring these speHs from w e  
world to another is not knm.  The B l a c W  
has apparently met the great Bigby at some 
time in the. past, thoughthem&ng wmrppsr- 
cntly not on the best oftenns.As the wiepdof 

“The old goat comcs up with ow good gim- 
mick, and btatr it to death with a rock.” Bigby‘s 
respame, if my, has nsvabssa rccdcd. 

The mrterial component of thio spell is a 
piece of wire rad a pinch of powdered elec- 
tnrm. 

Notcr: Known to Kdrelbcn of the FOROI~TEN 

effect’ ’ . urly. 

O M  srd OfUl8giGd faOe (dmaVtUW, 

b p B e 6 0 ? h ~ o f ~ p b 2 % p a k n l  

otdcrtoparry. 

wprardecp OnU? aotedtohil appntke litistar$ 

RBALMsa6tting. 



Khinnei Trade Tonme 

Level: 1 
Range: Touch 
Components: y M 
Duration: 5 rds.fleve1 
CastingTimc: 1 
&ea of Effect: 1 individual 
Saving Throw: None 

Favored by Khinasi and Brecht wizards 
because of their countries’ reliance on trade, 
this limited form of ESP aids in dealing effi- 
ciently with merchants and peddlers. The 
recipient of this spell cart sense the. amow of 
money that an individual is willing to accept or 
pay for a particular item-regardless of the 
price verbally quoted by the individual-to 
withinld6coinsapproptietetothetrrneacti on. 
The recipient of the spell can de.&?& prices 
for multiple ituns (ode at a time) until the spell 
expires. 

When cast by a Khinasi ot Brecht wizard, 
this divination is even more pncisc, detcnnin- 
ing within Id4  appropriate coins the amount of 
moneyetraderwillacccptorpay. 

The material component of thin spell is a 
visl of snake oil. 
Notes: Common on Cerilia, the BIRTWRIGHT 

setting; unlmoam elsewhen. 

Kiss of Night’s Gurrdiantt 
(Evocation) 

b e l :  9 
Range: Touch 
comnonaats: v. s 
Caa&gTime: 1 
hu’ation: 1 paserge 
Area of Effect: 1 person 
Saving Throw: None 

The Master of the Tawer of High Sorcery at 
Palanthus has the power to grant protection to 
auyomenteriagtheshoiLanGrwe.TheMester 
d e t a  this protection by means of a kiss upon 
the subject’s forehead. To those of goador neu- 
tralalignment,thekisa scans tobuminto their 
flesh. To those of evil alignment, the kiss will 
confer a pleospnt, warm sensation. It leaves a 
scar that is visible only to the undead of the 
Shoikan Grove. The kiss alleviates fear in the 
grove (eliminating the -10 saving throw 
penalty) and also prevents all undead in the 
grove from attacking the protected person. No 

weapons or spells can be used while undcr the 
kiss’s idhence; to do 80 negetea thc spett. The 
kisn works only for one passage through the 
gnrve. 

Noter: Unique to Master of the Towr of 
High Sorcery in the DRAGONLAWCE setting. 

Knock 
(Alteration) 
(viwj 
Rmrrsble 

Level: 2 
Raoge: 60 ydr. 
Components: V 
W n g T i m e :  1 
Duration: special 
Area of Effect: 10 sq. A./level 
Saving ’€kuk None 

The buck spell opens stuck, barred, locked, 
held, or wizard locked doors. It opens secret 
doors, as well as locked or trick-opening boxes 
or chests. It also loosens welds, shackies, or 
chains. If used to open a wizard k k e d  door, 
the spell does not remove the f m e r  spell, but 

all other cases, it permanently opens lack0 or 
welds-although the former could be closed 
end locked &e later. It dees not raise bamd 
grtss or similar impediments (such as a 
portcullis), nor does it affect mpes, vim, and 
the like. Note that the e&ct b l h d  by tbe 
area; a 3rd-level wizard can cast a knock spcll 
on a door of 30 aqmre feet or less (for exam- 
ple, a standard 4-fOOt x ’I-foot door). Each 
spell can undo up to ttvo means of prevent& 
egress through a portal. Thus if a door is 
loekod, bartkd, and hld, or triple Iocked, op*m- 
iag it qraS taw hock spells. In all eases, the 
location of the &or or item mwt be h 
the spell caunotbe ussd against awall in hopes 
of discwering a secret door. 

Themverse spell, lock, closes and locks a 
door or similar closure, provided there is a 
physical mechanism. 1l docs not create a weld, 
but it locks physically operated locking mccha- 

It affect a portcuIlis. 

simply suspends its full- fm* hun. In 

nisma, &bora, and 0 on, up to two frmctiona. 

N O W  Common spell (PHE). 



Knoslira's Crypt 
(Neeromanay) 

Level: 5 
Range: 30 yds. 
Components: Y S 
Casting Time: 8 
Duration: 1-10 days 
Area of Effect: 5 0 4 .  radius 
Saving Throw: None 

This spell causes any inhabited structure to 
become sealed as a crypt. In effect, all exits are 
wizard locked. Then the interior begine to 
darken wer a period of five rounds. No light, 
even magical, can function in the darkness, nor 
can inh is ion .  When the structure is dark, a 
horrible musty smell of death permeates &e 
area. If the RAVENLOFT setting rules are not 
used, a saving throw vs. paralysis can be wed 
to see if the effects of a fear spell are avoided. 
Otherwise, the conditions prompt fear and hor- 
ror checks (the DM may optionally call for 
madness checks as detailed in the spell, descent 
into madness). 

Notes: Very rare; uaually found in the hands 
of nccromanccrs or undead apellcastcrs. It can 
be successfully researched only on the Demi- 
plane of Dread. 

Know Alignment 
w - 1  
Rcvudble 

h e k  2 
Range: 10 yds. 
Components Y S 
Casting Time: 1 rd. 
Duration: 1 rd.Aeve1 
AreaofEfk t  1 c r # t m e o r d b j ~ p 2 2 .  
saving Throw: Neg. 

A know alignment spell enables the wizard 
to read the aura of a creature or an aligned 
object (unaligned objects rev+ nothing). The 
caster must remain stationary and conccBtF.te 
on the subject for two full rounds. A creotun is 
allowed a saving throw v8. spell and, if suc6cw- 
ful, the caster leams nothing &ut that partico- 
lar creature from the casting. If the caster 
concentrates on 8 creature or object far only 
one round, he can leem its alignmnt only with 
respect to law and chaos. Ceptain magical 
devices nsgrte the how atignmnt spell. 

The reverse, undetectable alignment, con- 
ceals the alignment of (lil object or creature for 
24 hom-evan ftom a kuM atignment spell. 

Notea: Common spell (PHB). 

Kn~~BioodlineDeriwtkn~ 
@htia.tlad 

Level: 1 
Range: 30 yds. 
Components: S, M 
Duration: Instnntnneous 
CastingTime: 2 
Area of Effect 1 individual 
Savins Throw Neg. 

The caster of this spell can determine the 
bloodline derivation of an individwil. The tar- 
get individual is allowed a saving throw vs. 
spell with the following modifiers to the die 
roll (because stronger bloodlines am easier to 
detect): tainted, +2; minor, +O; major, -2; 
great, -4. There is a base 50% chance (minus 
5% for every level of the caster) that a tinted 
bloodline passes unnoticed, even if the individ- 
ual fails the saving throw. This spell does not 
work on inanimate objects. 

The material component of this spell is a 
collection of trinkets representing the diff' 
bloodlines (Basair is represented by the hawk, 
so a hawk feather or claw would be appropri- 
ate, scions of Reynir are attuned to the wilder- 
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ness, making a pins coae 01 live twig suitable, 
and so on). The component that rqmmnts the 
target’s bloodline disintegrates upon comple- 
tion of the spell. If the spell is cast on an 
unblooded character, none of the totems are 
destroyed. 

Note#: Common on Cerilin, the B I R T H ~ K ~ T  
setting; unknown elsewhere. 

Know B l d  strength 
(Divination) 

Level: 1 
Range: 30 yds. 
Compnmts: S, M 
hu;rtion:InstanMaeops 
casting-: 2 
h o f E f f c c t  1 being 
saringTBmw:Neg. 

T h i ~  spcll~ectsonlybloodedcharectas. If 
the individua fails a saving throw vs. spell, the 
caster learns the relative strength of his blood- 
line-tainted, minor, *, or peat. Bscausc 
stronger bloodline s&mngtb M easier to iden- 

following m&im to the die roll: tainted, +2; 
minor, 1-0; major, -2; great, -4. 

There is a base 50% chance (minus 5% for 
every level of the caster) that a tointsd3blood- 
line’s strength cannot be determine& even if 

The material component is a small vase or 
jar made of malleable metal (brass, gold, tin, 
etc.). The component collapses, as if crushed in 
a strong hand when the spell is cast. Thc caster 
measures the extent of the crumpling to deter- 
mine the relative bloodline strcngfh. If the spell 
is cast on an unblooded character, the vase 
remains uncrushed. 
N W .  Common on Ccrilh, the BIRTHIUQHT 

setting; unhrown elsewhere. 

tie, the being makes his spvingthmw with the 

the being faiis theming throw. 

Know CerUian Origin 
@M.atien) 

Level: 1 
Range: lOy& 
Components: V, S 
Duration: IMtNItancou6 
CastingTime: 1 
Arca of EffW. 1 cxmaturc or object 
Saving Thmw: Neg. 

When a wizard directs this spell at a cree- 
ture,iadividual, a object, he can detumiw the 

area of Cerilia from which the subject origi- 
arted (or whether the subject comes from out- 
@e C&). This spell CM identify the origin 
oFa‘Qrilian item OT pnwm to within 25 miles, 
with a general or specific cesult-that is, a 
wwioz born 20 miles outside of the City of 

city; a npaponforged in the city afIlim might 
simply be identified as miginating in the 

specify w b d m  ha wirbarto 
learn the actual drigin of the subject or t&o 
place hwbichf has spart the mosttb .  Tim, 
ha may karn the birthplrcc of an individueEpr 
the place in which she has spent most of hlpp 
lifo; he may lcarn the place where a waprih 
atitr forged or the site at which it lay lost for 
&cades. TIIC ori of eailian items pretiat- 
ing the Mount r earnnu cataclysm (when 
IMgiccfunged)canwtkdstcamined 
In the case of Iditamr,qSpd1 

miHt cast a n Z Z Z & e h  to 
theVltay0f an o&?ct. such C d l l g S  will f i  
mml the place whsrs the b5lspsllt thslaert 
tnsre, with subsequent castingo revealing prp- 
$rsMivdy shoita hibitnu. 
When this spell is cant on an individunl, a w- 

ingthmw vs. s p & i s a l l ~ o n a m a g i c d  item, 
a uving throw vs. crushing blow applies. In 
eithaaw,anuccessfulsavingtlnownteansthe 
Castercannotdetennure ’ the subject’s origin. 

The spell gives information (other than a 
reading of “outside”) based on the eubjeoth 
history in Cerilia. Even subjecta from 88 elore 
as the continents of Thaele and Aduria are 
“outside” as revealed by this spell. 

NOW. Common on Cerilin, the B I R ~ H T  
setting; unknown elsewhere. 

@iVl.#*R) 

.j 

&uirc~tbe*wledsl8~lingtioaatbnt 

- 

Know Fadion 

This8palarrMosawizardtodstemuae . the 
faction of a character or c r e a t w  simply by 
W n g  8t him. Most faction members dent  
bother to hide theiraffiliatio~, but on d o n  
fpctols will order covert missions or infiltra- 
tions of other groups. The spell h t a  om round 
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perlevelofthccaatcr,andthecardcpcandctcs- 
mise the tiction of one creature within range 
every round. A creature trying 40 coaceal ita 
faction is allowed a savingtLrow w, npd ta 
f a i l ~ * v i z e r d ' s ~ o r t s . .  2 

On occasion, creatm'ea with dcap-footed 
philosophical beliefs will be revealed by this 
spell. For example, a high-level priort who 
worships a power ofdeathmay bemiauLea for 
a Dustman. 

O t h u w i ~  very lare. , , i  
Not-: COIIlIUCm in tb8 PLANESCAPE Setting; 

Levcl: 1 
Range: 120 Yds. W 

Know htent - Savant 
(Divination) 

Level: 2 
Range: 0 
Components: y S 
Casting Time: 2 

SavingThmw: None 

When this rpell b ust, 
-Narc of the general intell 
individual or group. Information r 

CastingTime: I d  
Duration: 1 d / 2  LRsls 
h o f E & t :  1 wizard 
Saving Thmw: Neg. 

~lllcvelwmplctcdmthatpclth,thc~ 

loweclt to highest, rtarting with spclls that thC 
crster~'tlolawtbcmlbjscthan). 3 7 3 1 ,  ' 

a specific spell on the path that the cuter 

This rpl l  in defat&& any d e v i m ~ ~  
tective item that w& against acrying. Thq 
spell also ends if the subject mavcaOut oE 
m q e  or iftbe 0estsj.k concsntration is broken. 

Notes: Ran; known mostly by thaw follnar. 
h g t b F ' ~ t h ~ € P d ~ ( ~ ~ ~ A p p e d i ~ ) .  qC' 

"Bsrr?. tu . 
p, lnul '9:  



Know School 
(Divination) 

Level: 1 
Range: 120 yds. 
Components: V, S, M 
CastingTime: 1 
Duration: 1 rd. 
Area of Effect 1 specialist w i d  
Saving Throw: None 

By mans  of this spell the caster can deter- 
mine the school of another spellcaster. This 
spell only functions on other wizards who arc 
specialist mages; it produces no results on 
priests, spellcasters withbut schools, or crca- 
tures without spell ability. 

The subject is not necessarily aware of this 
divination, but as with all such divination 
spells, probably would take umbrage if he 
found out. Let the cmitcr bcwatc. 

The material component of this speIl is a 
small tube of paper or vellum. 

Notes: Uncommon spell from the 
FORQOTTEN REALMS setting. Known to be in 
Damson ’s Notes. 

Know Vahe 
(Divination) 

Level: 5 
Range: 10 yds. 
Componente: y S, M 
CaStiagTime: 1 rd. 
Duration: Inetantaneous 
Area of Effect 104. cube 
Saving Thnn~ None 

Know value enables the caster to determine 
the raw monetary value of all cob ,  gems, and 
jewelry within the area of effect, within the 
limits that followd 

The items must be laid out so thoy arc clearly 
visible. They m o t  be concealed on a pcrson, 
hidden in a chest, or buried in the ground. The 
itcma must also becontained within an areano 
largcrthana lbfoot cub, and this area can be 
no farther than 10 yards from the caster. The 
spell appraises the basic raw material value of 
precious metals and gemstones examined, 
regudtMls of magical enchantment, w~rkman- 
ship, or  collectible value. Fools’gold is 
imantly detected. 

OptionalLy, tha DM might allow this spell to 
duplicate the appraisal nonweapon proficiency 
with respect to the raw monetary value of trea- 

marc et an effective Intelligsncc of 15. 
The material component of the spell is part 

of the material appraised, equal to 1% of the 
total value, rounded up to one whole item as 
necessary. This disappearsfmm the area exam- 
ined. Thus, a pile of 20,080 sp is reduced by 
200 sp when this spell is cast upon it. 

Netcar Uncoaunon spell. (Updated horn the 
Complete wizanl’s Handbook) 

Know Weight 
(Divination) 

Level: 1 
me: 0 
Componcmts: V, S 
C@+Zime: 1 
Dumth: 1 rd.ileve1 . 
Area of Effect: Special 
Saving Throw: None 

When the how weight ape11 is cast, the wiz- 
ard use it to read weight for one individual or 

if one is strong enough to carry or support the 
other. Thecaster use either speHCunction as he 
desires, deciding which function to use on a 
round-by-mmd h i s .  

Read Wight: By touching thc subjecb and 
owcentrating for amund, the castcrhwwsthe 
weight of an object or creature. The reading 
g i w  the total weight, including the wight of 
all itam carried or supportsd A difkcnt mdi- 
vidual or object can be examined each round. 
The maximum weight that can be read at 1st 

doubles each level thcrcaftm, to a total of 256 
tons at 10th level. Iftheweight of auwrtun or 
object exceeds the caster’s capacity, ody  that 
fact can be daterrmne ‘ d. 
Comporp Rkight: Alternately, the w i d  can 

test the weight of creatures or objects against 
cacb other. He grasps one with his right hand 
and another with his l d t  and hoMS them for a 
round. Titis &g detanmrrs . s ifthe left-hand 
subject can bear the weight of the right-hand 
subject. The m w e r  is given a8 a short reply 
(see tabie). 
For this use, success is the chance that a 

wight-stressed object will hold without break- 
ingaacfeidedbythe DM. Movememgivoathe 
effect of carrying a burden on tbe individual 
who will baar it (a ’+physically dangerom” bur- 
den runs the risk of a disabling a character or 
possible death by exhaustion for mounts and 
pack animals-the nature and chance of injury 

object or compare weight for two, daerminin g 

lcvelisow-hlfton(1,~Ibs.)andtheomount 
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is up tothe DM). Reading is what the caster 
learns. This use of the spell does not raveal the 
CLOhuI weight of d e r  subject. 

gets a yes auawr and tells the fighter it is safe 
to crocrr. Then he lets go of the bridge and con- 
centrates on the fighter, then on a M i g  and 
pn an elf who are with the party. From Whe 

Sneerr Movemost R d b g  fauns the halflingand elf have a co-md 
weight of less than thc fighter's, and can thus (WW 

75%-99?? E u u a n b e r e d m w ~  RsbrMyyes Notes: Uncommon for d i m  btherwise 
40%-74% Heavyencumbmct Ausibtyycs rare. 

(e-) .(Caster) 
Yes srfcly c m  topther. 1Wh N d r n o v e m o P t  

01-39?! BurdendanB~OUS h b O b & n o  
0% Cannot be lifted No m, Wight 

A spell of 1st l&l that onte appeared in the 
POLYHWMN Newszine. It wos mngd, affected 
many Individrmk in a large oreo. and hod on 
undefined wnaterial component. It is now leirt 
M k d g e .  

For example, Redolent the wizard grasps a 
heavily annored fighter with his left hand and 
+rotted bridge with his right hand. His answer 
ir no. Then he realizes the fighter obviously 
crra't Iift the bridge and witches hands. He 

! f 

1 

c 



f 

\\\\\ 



Ladder -(Old Empire 
(Alteration) 
Pome. 

Levek 1 
Range: 20 yds. 
Components: V, S, M 
CastingTime: 1 
Duration: 1 turn 
Area of Effect: Creates 1 ladder 
Saving Thpw: None 

By means of this spell, the caster creates a 
Fvmly anchorsd ladder of force, one foot wide, 
and ten feet long, plus ten feet per level of the 
caster, to a maximum length of 60 feet. This 
ladder is easy to climb (no Dexterity check is 
required). This ladder can be used to climb 
walls and pits, or can be laid horizontally and 
used to cmss chasms. 

The material component for this spell is a 
knot of wood. 

Notea: Uncommon spell. As a FORGOTTEN 
REALMS Old Empire spell, initial eltposure 
requires a mentor or a read Sourhern magic 
spell. 

Laeral’s Aqueous Column 
(Alteration, Evocation) 

Level: 4 
Range: 10 ft.ileve1 
Components: V, S, M 
Casting Time: 2 rds. 
Duratim 1 tumllevel 
Area of Effect: 10-ft.-diam. cylinder, length up 

Saving Throw: None 
to 10 ft./level 

By means of this spell, a mage can trans- 
mute the air in a particular area into water. A 
cylindrical volume of pure water 10 feet in 
diameter is created, expandable to a length of 
10 feet per level of the caster. The caster 
decides if the water is fresh or salt during cast- 
ing. The spell confines the watsr in a 10-foot- 
diameter cylinder, allowing it to circulate 
freely and draw oxygen into itself as necessary 
to support marine life. Multiple aqueous col- 
umn spells can be cast by the same caster or 
several wizards to crate a continuow cohunn 
longer than the powen, of a single caster c d d  
bring into being. The column can run verti- 
cally, horizontally, at an angle, and make tums 
as desired and set during casting. Once estab- 
lished, the location of a column cannot change. 

Beings andobjectscanp fklyinto andout 
ofthe wter without disaabing the mbiiity ofthc 
cohmm. (In other wxda, the passage ofa creahae 
or itemdoesnot cause the column to leak, qmy, 
or spiU.)Tbougb items and beings becume wet in 
the column, all excew moisture is gone when 
they emerge. Creatures not able to breathe in 

An aqueous column is  often wed to main- 
tain marine creatures in a dry environment for 
purposes of conferences, imprisonment, or 
transportation. The created cylinders are usu- 
ally vertical (hence the spell’s name) and may 
be connected with other bodies of water, such 
as sewers beneath buildings or the sea under a 
ship. When the spell expim, the water simply 
vaniabes; marine creatures can easily be 
stranded. The magic equalizes varying water 
pressures so as to harm neither creatures nor 
the spell’s surroundings. (A column connected 
to the sea in a cellar does not cause the sea to 

The material components of this spell are a 
hair from any creature and a drop of liquid. 

Notes: Common or uncommon among the 
Seven Sisters and Harpers in the FORGOTTEN 
REALMS setting; otherwise uncommon or rare. 
Known to be in Laernl’s Libmm. 

waterare not anpowered to do so by this spell. 

flood the cellar.) 



Lcvll:9 
Rpnge: 0 
components: v, s 
c a s t i n g r i :  7 
Duration: 366 days 
Area of Effect: 1 pason 
SavingThr0w:Nobn . 

By casting thir 4p& tlis wizard effects a 
debilitating curm un 8 targot being. To be 
affected, a target mtwt be a opoll-using entity 
who employs magic g o v d  by My- (such 
as all prim of Azuth a d  Mystta). 

The spetl is initialIy ltpnoticeable save to the 
subject, Mystra’s symbd appears drawn m sil- 
ver on qwh palm (or on chest and fotshead of 
beings lacking palms) as a glowing brand.-?’he 
btands can be seen by others employing detect 
W i c  or reveal magic. Even after the spell 

bonuses, spell abilities, etc. accordingly). For 
example, a 14th-level wizard who casts a 6th 
he1 spell immediately drops to 8th level, bs- 
ing 6d4 hit points and SM powers am abilities 
beyond those of an 8th level w i d ) .  Memo- 
rized spells arc not lost, but if their level is 
beyond the curscd wizard‘s ability, they cannot 
be replaced on= cast. 

Streaks of silver appear in the hair of the 
cursed spellcaster. With each spell use, more 
silver appears. When the transgressor’s hair is 
all silver, it falls out. In addition. the trana- 
gressor’s hands become gnarled, and sores 
form on the vocal cords, making it harder to 
vocalize spells as well. (These are physical 
manifestations of the changes wrought by the 
spell, not added penalties.) After the spell 
expires, thew sidc-effects vanish, and Mlwpl 

spell use returns. However, lost levels are gone 
and must be regained through the accumula- 
tion of experience. 

If this spell is cast upon a lich, the undead 
spellcaster is allowed a saving throw vs. spell 
at a -2 penalty. If snccessful, the spell is 
negated. If failed, the lich loses Id8 hit points 
per spell it cads (draining itself slowly of 
unlife), but the cast spell functions normaliy 
otherwise. Them is mknown way to avoid this 
damage, and a lich reduced to 0 hit points in 

tk@ way is destroyed utterly, along with its 

This s ~ l l  was developed for use only against 
those who misuse in the worst way the sort of 
magic Mystra has dominion over. If the sub- 
jects are intelligent or knowledgeable cuough, 
they realize what has occurred when the sym- 
bols of Mystra manifest and go inte seclusion 
while they pray to Mystra for forgiveness. 
Effectively, this sends spelkastem into f d  
retirement for a year and a day. The goddess 
has been known to shorten the effects of the 
touch ibr the truly repentant. 

Only the Chosen by Mystra OM wield this 

bulk tried the spell 011 a man who spurned her, 
only to haw it visited on haaelf! 

Nota: A unique FOR- REALMS spell, 
restricted by Myrtn to Mystrsk Chosen (Nus- 
triel, Laeral, and the Simbul use it most fre- 

Liemi’s Cntthg Hand 

e. 

spell; an ~ p u l o u s  apprmtice of the sim- 

qw0tlY). 

(Alteration) 

Level: 2 
Range: 0 
components: v, s 
Casting Time: 2 
Duration: 1 rd.ileve1 
Area of Effect: The caster’s hand 
Saving Throw. None 

This spell affects one of the caster’s h.ads. 
The spell does not change the haud’s appsra- 
ance. bnt its lightest touch severs wmnsgical 
ropes, sacks, and the like. Its strike deals 
ld4+2 points of damage. The spell dweomer 
can be made visible as afoeriefire-like glow of 
any h e ,  if the caster desine. 

White the spell lasts, the caster’s hand is 
considered a +2 weapon for p~lrpasas ofwhat it 
can hit. The caster gains a +2 bonm to attack 
rollr made both barehanded and with all nm- 
missile wbapons wielded by the hand4(thc 
caeterk base THACO is unchanged), The magic 
doss notpnvent the hand fhm moving, gmp- 

No@ hvolving a somatic componma ean 
be c a t  while the cufthg had is maintoiaed It 
can beaded in an inStsmt8t the caeter’s will. 

N o t a  Restricted to the Sean Sisters, their 
apprentices, and select Hsrpers in the 
FOR~C~ITEN RaAuns setting. 

iug, and otherwirs fimctioning d l y .  

I 
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Laeral’s Dancing Dneomer 
Qlluslon/Pbantasm) 

Level 3 
Range: 20 yds. + 10 yds./level 
Components: y S, M 
Casting Time: 3 
Duration: 1 tumilevel 
Area of Effect: 40-ft. diam. sphere 
Saving Throw: Neg. 

This spell is used to confuse spells and abili- 
ties that detect magic by creating a score of 
false images that flit from one’item to another 
within the area of effect, alternately creating 
and masking magical auras on all items thertin. 

A detect magic spell used within the area of 
the dancing dweomer consequently reveals 
nothing useful, as all items in the m a  flicker 
with magical radiance. The flickering is not 
visible to the naked eye, but is seen only by 
beings actively daecting for magic. 

All beings employing any such means of 
detection are allowed a saving throw vs. spell. 
If the saving throw fails, the being cannot tell 
what items-if any--truly bear a dweomer, and 

cannot tell the source or nature of what is con- 
fusing the detection. If the saving throw suc- 
ceeds, the being is able to discern stronger, 
fixed auras about the truly magical items, and 
to see the movements of the dancing dweomer. 
The caster of the dancing dwcomer, if still pre- 
sent at the scene, also seems to be illuminated 
by a smaller duplicate of the dancing dweomer. 

The caster of a daucing dweomer need not 
concentrate on the effect or refrain from other 
spellcasting to maintain it. The material com- 
ponent of this spell is a pinch of dust tossed 
into the air. 

Notes: Uncommon or rare spell of the 
FORQ~TTEN REALMS setting. K n m  to be in 
The W i d ’ s  Workbook 

Optional: The saving throw can be m 

e roll equal to the level of the caster 
e dancing dweomer, and add a bonus 

1 , 2 ~ ~ *  * 

I 

, 



Laeral’s Dancing Whip 
(Evocation) 

Level: 1 
Range: 0 
Components: V, S, M 
CastingTime: 1 
Duration: 1 rd./level 
Area of Effca: 10 ft.flevel 
Saving Throw: Special 

This spell animates a whip or any piece of 
wood small enough to be carried one-handed 
by the caster into a weapon. The caster tosses 
the item into the air and speaks the incantation, 
and this material becomes a 5-foot-long line of 
translucent white light floating in the air. 

On the next round, the dancing whip strikes 
twice with a THACO of 10 at any target being 
chosen by the caster tbat is in thc area of effect. 
It inflicts ld3+1 points of damage with each 
successful strike. It continues to attack twice 
per round until the spell expires, the target 
being moves out of the arm, or the being is 
slain or destroyed. It the being moves out of the 
area, the whip hangs in midair waiting for the 
being to move back into range. The spell area is 
stationary at the caster’s location when the 
whip was created; it does not move with 
caster. 

A dancing whip cannot change its target 
being, but it can sensrinvisible or shape+ 
changed beings, and it is not fooled by illw 
sions (for example, it igrons mirmt images 3 
strike at the true body of the target). Eaab time 
the whip successfull$ e e s  the bcing, the 
being’s effective Armor Elass against the whip 
only (not other cra;mues or attacks) wonens by 
1 point. The being is allowsda seving thmw vs. 
spell against every whip attack, however. A 
successlid saving tbmw moqu only 1 p m t  of 
damage is r u f f e r c d .  

fmm- 
ical attack, but is MVpl15 (A),AC4, S M k  
22 hit points far purposes of other typos of 
attacks. A dispel m@c destroys a dancing 
whip instantly. The caster ofthe whip nccd mt 
concentrateon it or refrain h r n  owr s$e& 
casting to maintn&& existence. The &acing 
whip magic c- cbc original whip. 

Notes: Restricted to the Seven Sisters, thsir 
apprentices, and select Harpers in the 
FORdkTEN R W M S  mihg. 

A dun&& whip takes BO 

L d ’ s  Msrobement 
(Alteration) 

Level: 5 
Range: 0 
Components: V, S, M 
Casting Time: 5 
Duration: 1 day/level 
Area of Effect: Special 
Saving Throw: None 

This spell stores a second spell for a time 
based on caster level, or until a specific event 
ocuus. Thedweomer is cast upon a nwmetallic 
item that is worn just befm the Becond (stored) 
spell, which can be of any level, is cast. The 
item can be as large as a goumar as small 8sa 

bearing an asehantment. For example, although 
amte l  daggucouldnot bemade the focusofa 
dismbement, its sheath could 

The spell to be storad is cast in the normal 
way, but the caster-wbo need not be the osster 
of the dhmbement-touches the item bearing 
the dismbement h o m e r  during casting, and 
the spell enters the item rather than taking 
effect. Teleport, dcath spell, and meteor swyym 
are favorite spells used in conjunction with 
Laeml b dismbement. 

ring oreerring, but cannot be scme&ing already 

k 



The storsd spell ElLw eft'acawbtthe item is 
r e m o v e d ~ o r t o r n s a y f m m s n ~ l n g  
wearer,orwhcmtheiteshisdatmyedoreub- 
stantially damaged (taring a slavc lhmr 
shht, fomxag le ,  OT shshsng .tunic with a 
-1. 

Etemcwearers src instmt& made aware of  
erupting spells. Tbermpslh arc under their 
anltdsna if4iloyhve sorpsllcasting ability 
08- of rmtbsr bse tbm* casta of either 
tbld Wslobcncar otpbc rpeH itb stored. The 
item-wearergcan decide what form tk$pell 
takes (if any), its duration or intemity (if 
applicable), and itcdwtinatiaa or target. This 
control is by sitent &of witl: Even bound d 
pg@ item-wearus can direotcrupting spells. 
E m  if h- mrLe foolish decisim 

about spell f lectr ,  h y  cannot be directly 
harmed by an ualeaskd speM. If the item- 
-made a j h b d  &ton&c with herself at 
the center, she and all worn, carried, and 

pbtely protectad by the dbmbement, Ib-ths 
fireball's blast would have nomul effects on 
mrything elae it reached. 

If the dismkment duration expires befort 
tbitsqn is remwcdorharmd, the stored s p d  

Sylun6 once used a dfsmbetnent when cap- 
tured by slavers. They tore her gown to brand 
her on one shoulder, and the resulting meteor 
s w u m  $#mpd them &thair Idg-built 
stronghold. As a fisulti~E.aemlS disrobernent 
was called SylunCk Crrsptaarorc for a time by 
sages who had not learned its true nature. The 
name may ltill bp fbwd hwme old writings. 

The casting of L a d &  disrOb.*IMtom- 
sumes a haudful of diamond dust (urwh&l dia- 
monds worth3d4+l x 1,OOO gp), butthe item it 
is cast on is not harmed or consumed by &is 
UlEgiC. 

Notea: Restricted to the Sevsh sistsn, thew 
apprentices, and select Harpers in the 
FORWITEN REALMS setting. 

Laerd's Gesture 
(Alteration) 

-4 
Range: 0 ),I' ,? 

eamponsna-ys . . t ~ I ,  

-Thne:40 I - I 

nur&nl:speCial * , 
Arkof Effect: I spell of3d  level or W 
slwingThr0W:None 

touched i h ~  UUJ compani~ns would& cbm- 

is Iolt'without taking eRen 

This spell allows its user to cast any ollc- 
re* meanorizcd spell of 3rd level or hw ina 
casting time of 1 without verbal or ma?wial 
components, by means of a specifio csrsplex 
gcstnre. The spellto be n&cted is cham thc 
gestweis cart, the caster casts the modifii 
spell, and then she directs the bffects of the 
chosen spell normally. 

k r y a n y b c i n g a t a t i m e . ~ i s n o ~ w a y  
to make &is magic g w m  spells of greater 
thn3rdbe1,  I ,  

Laeral is (correctly) said tf~ have dcviseMrh 
spell &er being W e d  &le ktbing-and 

acatb-ooostooORsoi  
Notes: Known to Laeral and some ott#r 

Only one hem1 S ge&m can% 

l lewmdy parted frommort dl spell compo- 

Vkardsinthe FQRGOTEN REALMSsating. 

ckmpomwv, s, M 
Ca&g Time: 7 
DuI8tioniId*l i 

Area of EtFcct: special 

This a p o M i o t l m w a k 6 f f . ~  
spell created by one of her sisters, Ah&riel3 
SwUd ef IWS. Laorals spsll C r 8 a t e l  an h i s -  
ibis, dent, long-sword-shaped construct of 
force that fanas at the end ofhe round of bltd. 
iugandattacksacbaentsgctcrerturr., 

r During casting, the caMm decides if the 
blade will strike with her own THACO, inflict- 
ing 2d4 points of damage plus 1 point for each 
level the as* Oun%it&y possesrcs, or if the 
blade will strike at THACO 7, i n f l i c w  only 
2d4 points of damage per hit. The version cho- 
sen cannot be changed after the spell ia cant. 
For purposes of determining what tbs invisible 
blade can hit, it is considered a +5 magical 
weapon, though it does not hare my at&& ot 
damage bonus. 
An invisible blade cannot be seen unlesi or 

until it is blooded or marked with some other 
substance. Onlookers see only a creature fight- 
ing apparently empty air. Contaot with any 
-on spcli, regardless of its normel fimc- 
tion, causes an irvisibk blade QO bcoome 
clsarlyvisible. ' 

The blade's first blow is always made at 
THACO 5, tegrrdlars of which version of the 



blade has been chosen. The blade strikes twice 
per round until the spell expires or thf caster 
chooacs a new met mature. Because a ma- 
ture concentrating on detecting (and parrying) 

edges of the force mow, the creature suffaa no 
Annor Clase penalty for not being able to BCC 
the blade. Only those within 10 feet of the 
blade can see the distwbmces. 
However, if the Made is fought in complete 

(or magical) derknese, the standard Armor 
Class penalties apply and the blade itself 
strikes at a m c o  of 5. 

An invisible blade flies at MV 2 1 (A), has 
AC -2, and has 22 hit points. It vanishes if 
destroyed by physical attacks. Magical attacks 
have no effect on it at all, save that a sucas~ful 
dispel magic or a properly wotded lintitat m&h 
or wish can make it vanish. 

The magical blade fights by itself, and does 
not require the caster’s attention once created, 
except when the caster desires the sword to 
switch targets. Every time a new creature is cbo- 
sen, the caster cannot cast spells on the round in 
which that choice is made. The round must be 
spent concentrating on the blade and the new 
creature, which must be within spell range of 
and visible to the caster at the time the choice is 
made. An invisible bkade can follow a being any- 
where on the same plane, though long distance 
teleportation c a w s  the magic to expire before 

The material components of this spell are 
any metal-bladed weapon, which is consumed 
in the casting, crad a clear rock crystal. 

Notes: Restricted to the Seven Sisters, their 
apprentices, and select Harpers in the 
FORGOTTEN R W M S  setting. 

the M d C  CBn Bee disturbanoes in the PI1 thC 

t h e p m s u i n g d ~ ~ i t s t a r g c t .  

Lnernl’s Raging Griffon 
(EV~tiO.) 

Level: 3 
Range: 10 A.ileve1 
Components: V, S, M 
CastingTime: 3 
Duration: 9 rds. 
Area of Effect: Special 
Saving Throw: None 

This spell calls into being a translucent, 
utterly silent, obviously magid coastruct tht b 
an extension of the caster’s will and acts with 
precise luyalty to the casterg desires. The caster 
can ride it if desired, we through ita eycs when- 
ever desired (though not to cast spells through 

it), or command it to fight the astcr’a foes. 
Beings other thee the caster can ride the 

griffon-and even drop anto its back &om 
above, against the curter’s wiahes-but the 
cmtcxcanmakethepiffonvmishbtantlyat 
will. The griffon also disappears if destroyed 
by cumulative damage. It can fight a creature 
of the castcr’a choice until it or the creature is 
destEoysd, orthe caatcrchpnses ita target. ”he 
castor can change the griffon’s target in any 
mundthot she docs sot wt nnot$cr ape& Thc 
gritros can move my distance fmm the cwrtcr 
without contact-or control-being lost. The 
spell range is hgw faraway froazthecrrtertb 
grifTomcmbemadctoappen~tbcBpdlb 
cant. A refl p S o n  docs not mop& e- 
griflon as a griffon or a living creature, nor 
vim it aa a tlrreet unlers attacked by it. 

The material component of this spell is a 
gritEnn festberoratuftof hair from a griffon’s 
tail. 

Notcr: Restricted to the Seven Si- their 
apprentices, and select Harpers in, the 
FORUOITEN REALMS sating. 

Raging Grifon 

Lamentable Belnborment, 
Leomund’s 

See Leomund‘s hnmtable belaborment. 

Lnncs of Disruption 
V - U o n )  

h e l :  3 
Range: 0 

Castrag Tnne: 3 
Lhmtion: lnstantancoua 
Area of E&t: 5 ft. x 60 ft. 
Saving Throw: W 

Ibrrq) 

coly-?tKys 

This spell creates a beam of concussive, dis- 
rupting force that lashes out from the wizard’s 
hand in a path 5 feet wide and 60 feet long. Amy 
creatures caught in the beam’s path suffer 5&9 
points of damage, plus 2 points of damnge per 
caster level, to a maximum of 5d4+20; for 
example, a 6th-level wizard would inflict 
5d4+12 damage With the lance of disrtpiion. 
Victims arc allowed a saving thmw vs. spell for 



half damage. The lance’s energy delivers a pow- 
erful blow against inanimate objects and can 
easily blast light furniture, thin wooden walls, or 
fragile stonework to flinders. Even sturdy iron- 
bound doors os heavy stonework can be seri- 
ously damaged by the hnce ofdirruption. 

Creatures with amorphous or nonsolid bod- 
ies, such as fire or air elementals and some 
oozes and slimes, are resistant to the lance’s 
effects. These sustain only half damage, or 
one-quarter damage with a successful savihg 
throw. 

Notes: Uncommon spell (P0:SM). 

Landscape of SpeU Lore 

L8pir Bonds 

A MYSTAM setting spell. a h  spell sense. 

(hvocation/Evocation) 
(For4  

Level: 5 
Range: 10 yds. 
Components: V, S, M 
CastingTime: 5 
Duration: 1 turn + 1 rd.Aeve1 
Area of Effect: 10-ft. radius 
Saving Throw: Neg. 

With lapis bonds, a wizard conjures blue 
rings of magical energy that encircle creatures 
or objects. A caster can create one ring for 
every five experience levels. While the wizard 
dictates the size of these magical rings upon 
casting the spell, b y  cannot exceed a radius 
of 1 foot per caster level. Creatures the caster 
wishes to bind in the rings arc allowed saving 
throws vs. spell, modified by the defensive 
adjustment from the chmcter’s Dexterity score 
to avoid them. Target cmdxuca must be together 
within a 10-foot radiw sphere. 

Once created, these azure rings stay f i i d  in 
space. They remain immune to all forces, 
including gravity. Nothin$ short of a wish can 
cause them to c-e size or position, although 
they can be dispel/&. A ring that tightly encir- 
cles even one leg or arm pins the character to 
the spot (though target creatures can move the 
rest of their bodies normally). The caster can 
try to place the rings so that they completely 
bind a creature’s legs or arms, but creatures 
then receive a +1 bonus to their saving throws. 
Note, however, that a w k d  creating multiple 
rings can cast them all on a single creature, 
requiring that creature to makc multiple saving 
throws. 

The spellcaster does not have to create lapis 
bonds around something; when a creature suc- 
cessfully avoids a ring, the bond still appears. 
Their immobility makts the bonds useful for 
anchoring ropes or aiding in climbing. 

The material component is one silver ring 

NotEI: Rare spell, originally from the MYSTARA 
worth at lcast 10 gp for every ring to be crcated. 

campaignsetting. 

Lapse 
(Enchantment/Charm) 
(Amflce) 

Level: 4 
Range: 0 
Components: V, S, M 
Casting Time: 4 
Duration: Until triggered, then ld4+1 rds. 
Area of Effect: 1 creature 
Saving Throw: Special 

This insidious spell that affects memorized 
spells is not cast directly upon its subject. 
Rather, a small object receives the dweomer, 
then delivers its magical cliarge to the first 
creature that touches it. m i c a l  triggers are a 
comb, a wine cup, a ring, apaviag 
solid object of relatively s d  s 
creature that touches the trigger is rffnoted, 
with no saving throw diosrodat thatdim. The 
SuW k,unaware of the *ct, though subse- 
getptqwtis such as d-2 c h  will discover 

wed, the spell causes a lapse in 
Udimbnrananza ’ tion of spell#, tcr occur at 

m e  fisturc time inconvenient time, the 
caster hopes, but there are no guararittees). 

J 
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can then cast spells normally. 
A successful saving throw does not negate 

the lapse spell. The creature must try a saving 
throw each time a spell is attempted, until a 
failure occurs. A successful dispel magic or 
TomcNe curse negates this dweomer. 

Notes: Very rare spell. Known to be in the 
Cyclopedia Phantastica hl.  III. (Updated from 
DRAGON Magazine.) 

Last Resort, Mycontil’s 
See Mycontil’s last resort. 

Lasting Breath 
(Alteration) 
(Air, WWer) 

Level: 1 

Components: V, S 
CastingTime: 1 
Duratiou: Id4 rds. + 1 rd./level 
A m  of Effect: 1 akahuJlevel 
Saving Thmw: None 

Range: 5 ydsAevtl 

1 

L 

. 

This spell increases the amount of time a 
character can hold his bmath. As described in 
the Player’s Handbook, a chmcter can hold 
his brtrnh for a m b e r  of rounds equal to one- 
third his Constitution score. The effect of this 
spell is added to that figure. 
The bn&n of the spell is always mkmnvn 

to the recipient; the DM secretly rolls ld4 to 
detcaminethe exact duration. At the end of this 
time, the character must make a successful 
Constitution check or be forced to bike a bnath 
as per the rules. 

N o w  Uncnmwn spell (TOM). 

Leadfoot 

Legend Lore 

Reversedfonn, see featherfoot, 

@ivin.tion) 

Level: 6 
Range: 0 
Components: V, S, M 
Casting Time: Special 
Duration: Special 
Area of Effect: Special 
Saving Throw: None 

The legend lore spell is used to determine 

son, place, or thing. If the puwn or thing is at 
hand, or if the wizard is in the place in ques- 
-ion, the likelihood of the spell producing 
esults is far greater and the casting time is 
only 164 turns. If only detailed informatun on 
the person, place, or thing is known, casting 
time is Id10 days. If only rumors are known, 
casting time is 2d45 weaks. 

During& casting, the wizard cannot engage 
.n activities other than the routine: eating, 
sleeping, etc. Whcn completcd, the divination 
reveals if legendary material is available. It 
often reveals where this material is-by piace 
name, rhymc, or riddk. It sometim es gives CCII- 
taininfonnationreganlmgtheperson, place,or 
thing (when the object of the legend lore is at 
hand), but this data is always in some cryptic 
form (rhyme, riddle, anagram, cipher, sign, 
etc.). Naturally, a legend lore spell reveals 
informstion only if the person, place, or thing 
:I noteworthy or legendary. 

Por example, suppow Dtlsenora came a r x o ~ ~  
an extremely well-made sword. It radiates 
&c, but when rhe ured au idertt~@ spell, ahe 
could not learn any informotiOn. Even giving it 
to a trusted fighter didn’t work, as the sword 

legendary infornlation regardrng a bown per- 

J 
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did not mea l  MY Bpaciol powers. Fw, dre 
casts a legend lore spell, hoping to goin more 
information. Since the sword is at hand, she 

comes the message, "Once this was the sward 
of he who waits till Albion's time of greatest 
peril, when unto L6s hand it shall t ly  agein. Fair 
was the hand that gave me and fair was the 
hand that reclaimed me." Clearly, Dclsenora 
realizes, this mnrt be a very powerful iwm, 
since her spell gave only a cryptic answer. Bet 
who is he who waits? And w h m  is Albion? For 
more information, Delsenora is going to have 
to cast more spells. But now the process will 
take much longer, since she has only tht 
vaguest of clues to follow. 

The legend lore spell is cast with incense 
and strips of ivory formed into a mctangle, but 
some item of value to the caster must be sacri- 
ficed in addition-a potion, magical scroll, 
magical item, etc. 

complaes the spell in three turns. In her mind 

Notes: Common spell (PHB). 

Leomund's W e n  Lodge I 

(Alteration, Enchnnh.urt/Charm) 

Levcl: 5 
Range: 20 yds. 
Components: V. S, M 
CUtingTime: 1 turn 
Duration: Id4 hrs. + 1 hr~flevel 
A m  of Effect 30 sq. Rflevel 
srvingThr0W:Ncmt 

S h i h  in moet mgndr to the 4th-1~~01 wll 
Lcormfad's secure s k l ~ .  this spell offers ow 
s % n i f i c a o t ~  . t h c d r e n c r i s ~  
~ t o b l e n d i n w i t b w t v b s v e a t s r r a i n o r  

house-sized boulder in rocky ot mountainow 
amas, a smd dune, a dedfall, E ~ E I U ~  gmsy 
knoll, or wen a mighty tree. The speUnlr0 am- 
ceah all tellople signs of habitation, including 
smoke, light, or sound from within the lodge. 
crepturesorchpnoterewhoate~ccptidy 
anll-tuncd to Mi .sum- (elves, dtuidr, 
rangers. and wiow sylvan monsters) may Lw 
rllowada aavingthrowvs. s p e l l t o ~ 4 w k i d  
den lodge ifthey pass within 30 feet; all other 
~ ~ f i u d I l r e w i P r d b S i e f u g e ~  
tlm aid of trues-a sinrilrrmesic. 

in all otherrcqgocts, the rLiddcn lodgemuu- 
bles Leomund's d a r e  shelter. The interior is 
level, clean, and dry, and the whole thing is 
s t d i l y  c?omtnlLmcd frrm timber, stoae, or sod. 
It is secure against winds of up to 100 miles 

I 

cwlrmmdiagsa8rppopMte * .kmrg-Ma 

per hour, impervious to normal missiles, and 
the doors, windows, and chimney are wizard 
Jockd and guarded by an alarm &I. Simple 
h i s h i n a p  include up to ten bu@, a small 
writing desk, a trestle table and hqrches, and 
an unseen servant to wait on the wizard. If ony 
pfthe o p t i d  secondhy9pells are d e d ,  the 
&sting time& up@y one hour. 

The material components arc a +e chip 
of stone, crushed lime, a few grains of sand a 
sprinlrle &water, and a splinter of wood, plwa 
crushed & m o d  worth at ieast 100 gp. If the 

1 3  

This devioas rpdl distracts the subject c m -  
tures by drawingfthem into an absorbing dis- 
cussion on topics of interest to them. A chain 
of responses occurs during the next 11 rounds, 
with additional saving throws as described 
later. These responses are conversalion (rounds 

turrs mwt be able to underataud the languag 
in whkh the spsllcnster Speea 

Upon casting the spell, the wizard begin$ 

ture orcroltanstobc ~&ed.Thorsmahg a 
ruccessful saving throw YS. spell are unaf- 

wnvcrac with the qellcartsr, agreeing or 4M- 

caster chooses, he c m  maintPin.the s p d  by 
aonvming with the subjeco(s). H ~ I C  caster M 
attacked or o t h m i m  distrsdd,itb nbjm 
onaturssdonotnotice. 

discUesion O f s O m S  topic Bamplk  to the -* 

s c c t e d . M d ~ ~  . lybcgina 

agnsia& ail moapolitely. As longas the ape& 
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Intelligence Saving Throw Modlfler 
2 or less Spell has no effect 

3-7 -1 
8-10 0 
11-14 +I 
15+ +2 

The wizard can leave at any time after the 
casting and the subject@) continue on 88 if the 
caster were still present. As long 88 they are not 
attacked, the creatures ignore all else going on 
around them, spending their time talking and 
arguing to the exclusion of other activities. 
However, when the caster leaves, each subject 
completes only the stage of the spell that it is 
cumntly in, and then the spell is broken. 

If the caster maintains the spell for more 
than three rounds, each affected creature can 
roll another saving throw vs. spell. Those fail- 
ing to save wander off in confusion for IdlOcZ 
rounds, staying away from the spellcaster. 
Those who make this saving throw continue to 
talk and roll saving throws for each round that 
the caster continues the spell, up through the 
sixth round, to avoid the confusion effect. 

If the spell is maintained for more than six 
rounds, each subject must roll a sucoessful saving 
throw vs. spell to avoid going into a rage, attack- 

ing all other subjects of the spell with intent to 
kill. This rage lasta for ld4+1 rounds. Those who 
successhlly save against the rage effect realize 
that they have been deceived and collapse to the 
ground, lamenting their foolishness, for Id4 
rounds unless attacked or otherwise dis- 

Notex Common or uncommon spell @‘HE). 

Leomund’s Secret Chest 
(Ahation, ConjnratiodSnmmoning) 
(Dimensior) 

Level:. 5 
Range: Special 
Components: y S, M 
Casting Time: 1 tunr 
Duration: 60 days 
Area of Effect: One chest, about 2 x 2 X 3 ft. 
Saving Throw: None 

This spell enables a specially constructed 
chest to be hidden deep within the Ethereal 
Plane, to be summoned using a small modsf of 
the chest. The large chest must be exception- 
ally well-craftcd and expensive, constructed for 
the caster by master craftsmen. If ma& princi- 
pally of wood, it must be ebony, rosewood sau- 
dalwood, teak, or the like, and all of its comer 
fittings, nails, and hardware must be platinum. 
If constructed of ivory, the metal fittings of the 
chest must be gold. If the chest is fashioned 
from bronze, copper, or silver, its fittings must 
be electrum or silver. The cost of such a chest 
is never less than 5,000 gp. Once it is con- 
structed, the wizard must have a tiny replica (of 
the same materials and perfect in every detail) 
made, so that the miniature of the chest appears 
to be a perfect copy. One wizard can have but 
one pair of these chests at any given time- 
even wish spells do not allow exceptions! The 
chests themselves are nonmagical, and can be 
fitted with locks, wards, and so on, just as any 
normal chest. 

While touching the chest and holding the 
tiny replica, the caster chants the spell. This 
causes the large chest to d a h  into the Ethe- 
real plane. The chest can contain l cubic foot 
of material per level of the wizard no matter 
what its apparent size. Living matter makes it 
75% likely that the spell fails, EO the chest is 
typically used for securing valuable spell 
books, magical items, gems, etc. As long as the 
spellcaster has the small duphcate of the magi- 
cal chest, he can recall the large one from the 
Ethereal Plane whenever the chest is desired. If 
the miniature of the chest is lost or destroyed, 
there is no way, not even with a wish spell, that 



the large chest can return, although an expedi- 
tion might be mounted to find it. 

While the chest is in the Ethereal P l a m  
there is a cumulative 1% chance per week that 
some being finds it. This chance is reset to 1% 
whenever the chest is recalled and the spell 
recast to return it to the Ethereal Plane. If the 
chest is found, the DM must work out the 
encounter and decide how the being reacts to 
the chest (for example, it might ignore the 
chest, fully or partially empty it, or even 
exchange or add to the items present!). 

Whenever the secret chest is brought back to 
the Prime Material Plane, an ethereal window 
is opened for a variable amount of time (USU- 
ally about one turn); the window slowly dimh- 
ishes in size. When this hole opens between the 
planes, check for an ethereal encounter to see if 
a monster is drawn through. 

If the large chest is not retrieved before the 
spell duration lapses, there is a cumulative 
chance of 5% per day that the chest is lost. 

Notes: Common or uncommon spell (PHB)* 

Leomund’s Secure Shelter 
(Alteration, Enchantment) 

Level: 4 
Range: 20 yds. 
Components: V, S, M 
Casting Time: 4 turns 
Duration: ld4+1 hrs. + 1 hr./level 
Area of Effect: 30 sq. ft./level 
Saving Throw: None 

This spell enables the wizard to magically 
call into being a sturdy cottage or lodge, made 
of material that is common in the area where 
the spell is cast-stone, timber, OT (at worst) 
sod. The floor area of the lodging is 30 square 
feet per level of the spellcaster, and the surface 
is level, clean, and dry. In all respects the lodg- 
ing resembles a normal cottage, with a sturdy 
door, two or more shuttered windows, and a 
small fireplace. 

While the la@ng is secure against winds of 
up to 70 miles per hour, it has no heating or 
cooling source (other than natural insulation 
qualities). Therefore, it must be heated as a 
normal dwelling, and extreme heat adversely 
affects it and its occupants. The dwelling does, 
however, provide considerable security other- 
wise, as it is as strong as E normal stone build- 
ing, regardless ofits material composition. The 
dwelling resists flames and fire as if it wcfe 
stone, and is impervious to normal missiles 
(but not the sort cast by siege machinery or 
giants). 

The door, shutters, and even chimney are 
secure against intrusion, the former t w ~  bcing 
wizard locked and the latter being secured by a 
top graie of iron and a narrow flue. In addition, 
t b s e  three areas are protected by an alarm 
spell. Lastly, an w e e n  Servunt is conjured to 
provide service to the spellcaster. 

The inside of the shelter contains rude fur- 
nishings as desired by the spelkastelc-up to 
eight bunks, a trestle table and benches, as 
many as four chairs or eight stools, and a writ- 
ing desk. 

The material components of this spdl are s 
square chip of stone, crushed lime, B few 
grains of sand, a sprinkling of water, and sev- 
eral splinters of wood. These must be aug- 
mented by the components of the alarm and 
unseen servant spells if these benefits m to be 
included (string and silver wire and a small 
bell). 

Notes: Common or uncommon Bpcll (PHB). 

Leomund’s Tiny Hut 
(Alteration) 

Level: 3 
Range: 0 
Components: V, S, M 
Casting Time: 3 
Duration: 4 hrs. + 1 hr&el 
Area of E€€ect 15-ft. diameter sphere 
Saving Throw: None 

When this spell is cast, the wizatd mates an 
unmoving, opaque sphere of force of any 
desired Golor around his person. Half of the 
sptttsre projects above the ground, and the fawer 
hemisphere passes through the ground. Up to 
seven other mamized creatures can fit into the 
field with its creator; they can freely pass into 
and out of the hut without haFminp; it. However, 
k the speHcaster removes himself from the hut, 
the spell dissipates. 
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The temperature inside the hut is 70" F, if the 
exterior temperature is between 0" and 100" E 
An exterior temperature below 0" or above 
100" lowers or raises, respectively, the interior 
temperature on a l"-for-lo basis. The tiny hut 
also provides protection wainst the elements, 
such as rain, dust, sandstorms, and the like. 
The hut can withstand any wind of less than 
hurrioane force without being harmed, but 
wind force greater than that destroys it. 

The interior of the hut is a hemisphere; the 
spellcaster can illuminate it dimly upon com- 
mand, or extinguish the light as desired. Note 
that although the force field is opaqoc from the 
outside, it is transparent from within. Missiles, 
weapons, and most spell effects can pass 
through the hut without affecting it, although 
the occupants cannot be seen from outside the 
hut. The hut can be dispelled. 

The material component for this spell is a 
small crystal bead that shatters w h  the spell 
duration expires or the hut is dispelled. 
Notes: Common or uncommon spell (PHB). 

Leomund's 'Rap 
(Illusion/Phantrsm) 
(Adfwd 

Level: 2 
Range: Touch 
Components: V, S, M 
Casting Time: 3 rds. 
Duration: Permanent 
Area of Effect: Object touched 
Saving Throw: None 

This false trap is designed to f d  a thief or 
other character attempting to pilfer the spell- 
caster's goods. The wizard places the spell 
upon any small mechanism or device, such as a 
lock, hinge, hasp, screw-on cap, ratchet, etc. 
Any character able to detect traps, or who uses 
any spell or device enabling trap detection, is 
100% certain a real trap exists. Of course, the 
spell is illusory and nothing happens if the trap 
is sprung; its primary purpose is to frighten 
away thieves or make them waste precious 
time. 

The material component of the spell is a 
piece of iron pyrite touched to the object to be 
trapped while the object is sprinkled with a 
special dust requiring 200 gp to prepare. If 
d e r  LeomundP tmp is within 50 fett when 
the spell is cast, the casting fails. 
Notes: Common or u~common spell (PUB). 

Lessen Gravity 
(Alteration) 
(Alchemy) 

Level: 3 
Range: 0 
Components: V, S, M 
CastingTim: 1 rd. 
Duration: 3 h./le\rel 
Area of Effect: Special 
Saving Throw: None 

By use of this spell, the caster can reduce 
gravity to one quarter of its normal pull in a 
given m a .  A 3rd level caster can affect a 10 x 
10-foot m a ;  an additional 10 x 10 square can 
be affected for each two levels of the caster 
above third (two squares at 5th level, three at 
7th level, etc.). A zone of reduced gravity 60 
feet high is mated. This spell is useful primar- 
ily in m a n e  researches, where a reduetion of 
gravity might enhance certain alchemical 
processes or reagents. 

Birds and other flying creatures may have 
trouble compensating for the effects of-the 
spell because their wings will push them higher 
than normal. Those using such spells asfly or 
levitate cannot move faster in the area, though 
they can carry more weight. Missiles fired 
through the area are unaffected; their inertia 
maintains their normal speed and height. A 
missile fired or thrown within the area, how- 
ever, can travel much higher. Lessen gruvity 
does not lend itself to pemunency. 

Consecutive castings of the spell are cumu- 
lative in effect. Beings u n u s e d  to lower gravity 
are somewhat disoriented in the spell's m a  of 
effect, suffering a penalty of +2 to initiative 
and -1 to attack rolls in combat. In an area 
under the cumulative effects of two lessen 
-vi& spells, penalties are +4 to initiative and 
-1 to attack rolls. 

An area affected by three or more such 
spells is basically a weightless environment 
(1.5% normal gravity), and penalties are +6 to 
initiative ond -2 to attack rolls $ 3 ~  those unwed 
to this e m .  
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Lesser Mstractbn - Ninja 

Level: 1 
Range: 5 ft.Aeve1 
campaments: s 
c%!&ngTLne: I rd. 
Ihnrtion: biantaneous 
Ana of Effect 1 creature 
Saving Ttnaw: Neg. 

t%an. ft be 8 gound, but not a footstep or a 
low moan. bi it will be a glimpse of some- 

course of 
ditions o 

bclicve that hc heard a sound 
nat that it was s 
W n d  hi&. He c 
811w motion off to 

the illusion. He may igme it tx may ba moved 
by duty OT curiosity to ia*esda;rte. 





’ -  

Lethal Hatchling - NeOgi 

Lesser Sign of Sealing 
(Abjuration) 
(Geometry) 

Level: 2 
Range: 0 
Components: S, M 
CastingTime: 1 turn 
Duration: Special 
Area of Effect: 1 portal 
Saving Throw: H 

By using this spell, the caster creates a m g -  
ical ward that has two major effects. First, it 
affects a doorway or item that opens (a chest, 
for instance) as if it were a hold portal spell, 
keeping it securely locked and closed. Second, 
if the protected doorway is forced open by any 
means, magical or physical, the sign is not only 
destroyed, but also strikes the offending crea- 
ture for Id8 pints  of damage +1 point of dam- 
age per level of the caster. The duration of this 
spell is either one day per level of the caster or 
until discharged, whichever happens first. The 
exact form of energy is chosen by the caster 
upon creating the lesser sign; acid, cold, fire, 
electricity, or sonic disruption are popular 
choices. 

The sign is not hidden OT concealed in any 
way and is usually quite prominent on the item 
or portal it protects. The caster cannot specify 
particular creatures or conditions for the lesser 
sign S operation; it fanctions against any crea- 
ture that attempts to pass it (except for extra- 
planar creatures of 6 HD or more and wizards 
of higher level than the caster-they can 
merely ignore it as if it was not there). 

The lesser sign of sealing cannot be dis- 
pelled by spells of lower spell levels such as 
knock, but the caster can remove it my time he 
chooses, thus ending the spell, or it can be 
defeated by an erase spell cast try a wizard of 
equal or higher level than the original caster. 

The material component for a lesser sign of 
searing can be a pinch of either powdered dia- 
mond (cold), ruby (fire), emerald (acid), pearl 
(sonic disruption), or sapphire (electricity), 
depending on the type of energy the wizard 
wishes the sign to employ. The value of the 
gemstone powder must be at least 100 gold 
pieces. 

Notes: Uncommon spell (P0:SM). 

Lesser Spelldream 
(Invocatiou, IllusioalPhaRtasm) 

Level: 4 
Range: Touch 
Components V, S 
Casting Time: 1 turn 
Duration: 1 turn/level 
Area of Effect: 1 creature 
Saving Throw: Special 

This spell is only effective upon sleeping 
beings. It allows the caster to remove my spells 
of 4th level or less already in effect on the 
recipient (such as charm person or change 
selj). The spell effects are unraveled slowly, 
without doing harm to the caster of the spell- 
dream or the recipient, and without triggering 
any spelltraps or defensive effects. This occurs 
during an enforced slumber, ,which can be bro- 
ken by any physical attack on the recipient 
(such an event will jolt the recipient into 
instant alertness). This enforced slumber is 
accompanied by dreams, the caster of this 
spell can choose one image per level to feature 
in these dreams (typically, the caster shapes a 
sequence of images showing the recipient haw 
they came to be enspelled, or why the caster 
has chosen to remove those spells). 

While a spelldream is unfolding in the recip- 
ient’s mind, the target creature catlBbt be con- 
tacted or influenced by any other being. Thus, a 
wizard can pass information to a recipient who 
is under magical thought surveillance without 
risk of the irrfonnaton being detected. 

When the spell is cast, the recipient is 
allowed a saving throw vs. spell with a -4 
penalty. A successful saving throw negates the 
spell, and the intended recipient instantly 
awakens. 

Notes: Common for Dream mages; otherwise 
very rare. (Updated fiom DWN Magazine.) 

Lethal Hatchling - Neogi 
(Necromancy) 

Level: 5 
Range: 10 yds. 
Components: V, S 
CastingTime: 1 rd. 
Duraticm: Special 
Area of Effect: 1 creature 
Saving Throw: Neg. 

Upon utterance of this spell, the caster con- 
jures up a small egg, 1 inch in diameter, which 
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Leviathan - Elf 

fires outward from the caster toward a target 
creature. The creature is allowed a saving 
throw vs. death magic. A successful saving 
throw negates the spell. Failure indicates a 
most gruesome fate: The egg enters the crea- 
ture’s body and begins to grow. For the next 
four rounds, the creature is allowed another 
saving throw vs. death magic each round at a 
-2 cumulative penalty (that is, -2 for the first 
save after the egg enters the body, -4 for the 
second, etc.). Each failed saving throw cause 
the loss of 25% of the creature’s original hit 
point total. If the creature makes a successful 
saving throw during this time, the spell is 
halted, the egg’s growth stops, and then it dete- 
riorates. If the creature dies, a newborn neogi 
erupts out of its body. 

Some neogi wizards have been known to 
cast this spell to replace neogi lost in earlier 
combats. This is a rare occurrence, however; 
more commonly a slave is sacrificed instead. 

Notes: Restricted to neogi; uncommon. 

Leviathan - Elf 
(Elven High Magic) 

Level: 8 
Range: 10 yds./level 
Components: V, S, M 
CastingTime: 1 turn 
Duration: Special 
Area of Effect: 1 creature 
Saving Throw: None 

This spell summons gigantic sea creatures to 
aid elven ships and fleets at sea. When cast, 
roll ldlO and refer to the chart to determine the 
type and number of creatures that arrive. The 
creatures will arrive in 1-10 turns and fight for 
as long as needed, even to the death. 

DieRoll ‘Qpe 
1-5 1 d8 Common Whales 
6-8 1 d2 Giant Whales 
9-0 1 Leviathan 

Levitate 
(Alteration) 
P o w )  
Level: 2 
Range: 20 yds./level 
Components: V, S, M 
Casting Time: 2 
Duration: 1 W l e v e l  
Area of Effect: 1 creature or object 
Saving Throw: Neg. 

The material components of this spell are a 
small carving of a whale and a gold ring. 

Notes: Restricted to elves able to cast elven 
High Magic. Used for the defense of the elven 
homeland (for example, Evermeet Island). 

When a levitate spell is cast, the wizard can 
place it upon his person, an object, or a single 
creature, subject to a maximum weight limit of 
100 pounds per level of experience (for example, 
a 3rd-level wizard can levitate a maximum of 300 
pounds). If the spell is cast upon the wizard, he 
can move vertically up or down at a movement 
rate of 2 per round. If cast upon an object or 
another creature, the wizard can levitate it at the 
same speed, according to his command. This 
spell does not empower horizontal movement, but 
the recipient could push along the face of a cliff, 
for example, to move laterally. The spellcaster 
can cancel the spell as desired. If the subject of 
the spell is unwilling, or the object is in the pos- 
session of a creature, a saving throw vs. spell is 
allowed to determine if the levitate spell affects it. 

Once cast, the spell requires no concentra- 
tion, except when changing height. A levitating 
creature attempting to use a missile weapon 
finds himself increasingly unstable; the first 
attack has an attack roll penalty of -1, the sec- 
ond -2, the third -3, etc., up to a maximum of 
-5. A full round spent stabilizing allows the 
creature to begin again at -1. Lack of leverage 
makes it impossible to cock a heavy crossbow. 

The material component of this spell is 
either a small leather loop or a piece of golden 
wire bent into a cup shape with a long shank on 
one end. 

Notes: Common spell (PHB). 

Lich Armor 
(Necromancy) 

Level: 4 
Range: 0 
Components: V, S 
Casting Time: 4 
Duration: 2 rds./level 
Area of Effect: The caster 
Saving Throw: None 

4 

A development of the spirit armor spell, this 
spell surrounds the wizard with a portion of his 
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own life essence, which appears as a black 
shroud of shadow that mystically flows around 
his body. It guards the caster against both mag- 
ical and nonmagical weapons and attacks, 
without hindering movement or interfering 
with spellcasting. The spell protects the caster 
as well as plate armor (base AC 3), with a +3 
bonus to saving throws against magical attacks, 
and is cumulative with spells and protective 
devices that add to a base AC. 

At the end of the spell, the caster must 
attempt a saving throw vs. spell or temporarily 
lose a portion of the life energy used to create 
the lich armor. Failure inflicts 2d6 points of 
damage. Hit points lost in this fashion can be 
restored only through magical healing. 

Notes: Uncommon for necromancers and 
undead spellcasters; otherwise very rare. Origi- 
nally fiom the RAVENLOFI setting. 

Lich Touch 
At least six different spells have had this name 
or effect. Close versions have been combined 
into single spells; see also improved chill 
touch and improved vampiric touch, which are 
from the RAVENLOFT setting. 

Lich Touch 
(Necromancy) 

Level: 6 
Range: Touch 
Components: V, S, M 
Casting Time: 6 
Duration: 1 rd.Aeve1 
Area of Effect: The caster 
Saving Throw: Special 

By means of this spell the wizard gains both 
the chilling touch attack of a lich and invulner- 
ability to several special attack forms. The 
caster is immune to all types of paralysis and 
fear for the duration of the spell. When the lich 
touch is in operation, the hands of the caster 
glow with an unearthly greenish brilliance. 

The caster can touch individuals and affect 
them as a lich would, inflicting both ldlO 
points of damage and paralyzing the individual 
unless a successhl saving throw vs. paralysis 
is made. The touch damage is always taken, 
even by undead and creatures immune to paral- 
ysis. Those paralyzed by this spell remain so 
for 2d4 hours or until the paralysis is countered 
by a dispel magic, remove pamlysis, or similar 
magic. The lich touch spell cannot be ended 
before its duration expires. The caster affects 

everyone touched, its effects cannot be volun- 
tarily suppressed. 

T is  mshial  components of this spell are a 
scrap of.rotting meat or fish. 

Notes: This standard form of the spell origi- 
nated in the FORGOTTEN REALMS setting. It is 
uncommon for necromancers; otherwise very 
rare. It is known to be in the lich Kyristan’s 
tome, Szudies in Death. 

Lichdom 
Lost knowledge. This achieving this stale 
requires a long. involved, highly dangerous, 
and evil series of magical experiments. No one 
spell creates this state. See appendix section 
for more information. 

Life Bolt 
(Alteratien, Necromancy) 

Level 4 
Range: 10 yds.Aeve1 
Components: t: S 
Casting Time: 6 
Duration: Permanent 
Area of E f k t :  1 undead creature 
SavingThrw: 51 

This spell uses the energy of the caster’s own 
life force offensively against Imdead. The spell 
has no effect on living matures. By holding an 
open palm toward the undead creature andutter- 
ing the incantation, the caster sends a pulse of 
living energy toward the undead (color of the 
energy depends on the caster’s general align- 
meat; lawful is white, cbaotic is red, and neutral 
is blue). Tho caster sacrifices ld4 hit points to 
cast this spell; for each hit point lost, the caster 
causes 1 d6 points of damage to the undead tar- 
get. The undead ckeature is allowed a saving 
throw vs. spell against this attack, with SUCG~BS- 

ful savingthrows limitingthe damage to half. 
Stavros of the Skulls created this spell years 

ago after nearly losing hia life to zombies that 
broke free of his control. He gave this spell to 
the Watchful Order of Magists & Protectors as 
part of his penance for damages to Waterdeep. 
Devotees of Mystra, especially priests and 
mages affiliated with the House of Wonder, are 
eager to learn this spell, as Meleghoat saatseer, 
the Magister of Mystra, holds this up as an 
example of how “Mystra wts us the power to 
protect life through our own sacrifices!” 

Notes: Known to Stavros of the Skulls and 
the Watch-Wizards and Guild of Waterdeep in 
the FORGOTTEN REALMS setting. 
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Life Extension 
Athasian Dragon-King magic; 
psionic component renders the 
spell uncastable by wizards. 

Life Field 
(Alteration, Necromancy) 
Reversible 

Life Force Exchange 
(Necromancy) 
Reversible 

Level: 5 
Range: 0 
Components: V, S 
Casting Time: 2 
Duration: 1 rd./3 levels 
Area of Effect: The caster 
Saving Throw: None 

Stavros of the Skulls’ final spell created for 
the Lords of Waterdeep is his most potent cre- 
ation. By marshaling their own life forces, wiz- 
ards can surround their bodies and handheld 
items or weapons with a shining blue radiance 
known as a life field.  Once summoned, the 
spell remains in effect without concentration, 
allowing the mage to attack or cast further 
spells. If the caster attacks undead with a 
weapon covered in a lifefield, weapon damage 
is doubled in addition to the caster’s level in 
points of damage (that is, a 7th-level mage’s 
quarterstaff wrapped in a lifefield deals 2d6+7 
points of damage to undead). Missile weapons 
act normally since they move beyond the field’s 
range. If undead simply come into contact with 
a lifefield (that is, not one used jointly with an 
attack, or a hand-to-hand attack against some- 
one with an active lifefield), they must make a 
saving throw or take damage equal to the 
caster’s level due to living energy counteract- 
ing their undead state. 

While this spell does not affect living crea- 
tures (damage dealt is normal), further research 
has uncovered the reverse of this spell, death 
field, which is now in use by a number of evil 
mages including Stavros. All the effects visited 
upon undead are now usable on living targets; 
the death field is a shimmering, dark purple 
field of energy. The Watch-Wizards of Water- 
deep have been instructed to arrest anyone seen 
using this version of the spell. 

Notes: Known to Stavros of the Skulls and 
the Watch-Wizards and Guild of Waterdeep in 
the FORGOTTEN REALMS setting; uncommon. 

Level: 9 
Range: 60 yds. 
Components: V, S 
Casting Time: 9 
Duration: Special 
Area of Effect: 2 creatures 
Saving Throw: Neg. 

This spell permanently switches the life 
forces of two creatures (one of which may be 
the caster). Both subjects must be within range 
at the spell is completed, or it fails automati- 
cally. When employed correctly, both creatures 
are surrounded by a radiant green aura and 
must save vs. spell at -6 to avoid the effects 
(obviously, willing subjects may forego the 
saving throw to consciously accept the effect). 

The spell functions properly only if both 
subjects fail their saving throws. If only one 
fails the save, then the one who made the sav- 
ing throw is automatically stunned (reeling and 
unable to take action) for 1 round. Meanwhile, 
the other (the one who failed the save) is 
stunned for ld4 rounds. 

In the event of a successful transfer, both life 
forces retain all of their original mental abili- 
ties and behavioral patterns, although their 
physical abilities are limited (or possibly 
enhanced) by their new forms. For instance, a 
decrepit necromancer uses this spell to 
exchange bodies with a hale young warrior in 
the prime of his health. While the wizard gains 
a young and vigorous body (and all of the ben- 
efits that go with it), the unfortunate youth 
finds himself trapped in the withering shell of 
a dying old man. Creatures unaccustomed to 
being shifted in this way are stunned for a min- 
imum of 1 round after the transfer. 

The effects of this spell are permanent and 
can be reversed only by a full wish or by the 
reverse of the spell. If one of the bodies is slain 
before reversal can take place, the life force 
inhabiting that body departs. That spirit and its 
new body are dead, just as if the spirit was in 
the body that actually belonged to it in the first 
place. The life force originally belonging to the 
slain body is now irreversibly trapped in its 
new form. Short of expending two wishes (one 
to restore the slain body, and the second to 
transfer the life force), the only way to now 
restore the subject to his or her rightful body is 
by cloning the original body and casting the 
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Life Force Transfer 

I 

y3 W I 

reversed form of this spell. 

exchange, undoes the effect of the spell. 

wise very rare. 

The reversed form, revoke life force 

Notes: Uncommon for necromancers; other- 

Life Force Transfer 
(Necromancy) 
(Artificer) 
Reversible 

Level: 8 
Range: 10 ft. 
Components: V, S, M 
Casting Time: Special (8 rds.) 
Duration: Special 
Area of Effect: 1 creature 
Saving Throw: Neg. 

Upon completion of this long and highly- 
versatile incantation, the caster permanently 
transfers a creature’s life force (even his or her 
own) into a specially fabricated item, a magical 
receptacle, or the body of another individual. 
Once the transfer has been completed, the sub- 
ject’s body falls into a cataleptic state, and 
remains in a death-like trance or coma for 2 to 

7 days. Unless the subject’s life force is 
reunited with the body during that time, the 
body dies, and the life force is permanently 
trapped within the physical object or new body. 

While in the physical receptacle, the crea- 
ture can perform any action permitted by the 
new form. In an item such as a ring or a sword, 
the subject can communicate with the user 
when the receptacle is held or worn properly. 
The extent of communication depends on the 
subject’s Intelligence (see table). 

Int Communication 
3-1 1 None 
12-1 3 Semi-Empathy 
14-16 Empathy 
17+ Telepathy 

Individuals of low or average Intelligence 
cannot communicate, and those of above-aver- 
age Intelligence can communicate using a 
primitive form of empathy (usually limited to a 
throb or tingle of varying intensity). At the dis- 
cretion of the DM, the life force might animate 
a specially prepared statue or golem, perhaps 
even enabling the recipient to employ any 
memorized spells. 
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- Life Force Transfer - Necromancer I 

Lifeforce hansjkr is sometimes the final step 
in the manufacture of a powerful magical item 
or minor artifact (usually a sword). In this 
process, a creature’s life force is transferred into 
a magical item (an unwilling subject is allowed 
a saving throw vs. death magic at A), which is 
finally sealed with apermanency spell. 

In such an enchantment, the subject’s body 
is frequently destroyed afterward by the caster, 
forever trapping the life force in the item 
(unless the permanency is first reversed and a 
new body prepared using a clone or wish spell, 
or by similar means). If the item is destroyed 
while the subject’s life force is in it, the crea- 
ture can regain its body by making a system 
shock roll if it lies within 1 mile per level of 
the caster; otherwise, the subject’s life force 
dissipates, and the creature dies. 

Sometimes, a wizard may employ this spell 
as a final measure to protect his or her own 
life. In this version, the entire incantation and 
receptacle are prepared and cast beforehand, 
but only the final syllable of the spell is left 
unfinished. The wizard can pronounce this 
short (casting time 1) syllable at any later time, 
casting his or her life force into the recepta- 
cle-providing that it lies within range. Obvi- 
ously, this strategy only works if the receptacle 
is kept close to the wizard at all times. Further- 
more, the wizard usually must leave behind 
clues or encrypted instructions so that allies 
may later reverse the spell and restore the wiz- 
ard to his or her normal state. While the spell is 
in its unfinished state, the wizard cannot learn 
a new 8th-level spell to replace it. Aside from 
this limitation, however, the caster remains 
unaffected by the pending spell. 

Less scrupulous wizards may use this spell to 
permanently transfer a creature’s life force 
(often their own) into the body of a younger 
individual, thereby extending their own exis- 
tence. The victim is entitled to a saving throw 
vs. death magic with a -4 penalty to resist the 
effects. If failed, the victim’s life force departs, 
and the transferred life force takes permanent 
possession of the victim’s body. If the saving 
throw is successful, the spell fails without any ill 
effects to either the victim or creature (though it 
may be recast at a later date). Thus, an ancient 
necromancer may transfer his or her life force 
into the body of a vigorous younger person, 
thereby gaining all of the victim’s physical 
attributes, manual skills, and extended life span. 

The material component is a massive, blood 
red garnet (worth 5,000 gp or more). The spell 
also requires a scroll inscribed with special 

rare inks and either an expertly-crafted item or 
a living human, demihuman, or humanoid 
(preferably young and healthy) to house the 
subject’s life force. The exact nature of any 
physical receptacle should be decided by the 
DM, but it must be of quality suitable for 
enchantment. The garnet is consumed in the 
casting. This spell cannot be dispelled nor- 
mally (even in its “pending” state). If the 
receptacle was not sealed with a permanency, 
then the subject’s life force can bc driven out 
with dispel evil or similar exorcising magic (in 
the event of a permanent magical receptacle, 
the item’s permanency must be first overcome 
with dispel magic). 

In rare cases, to be adjudicated by the DM, 
the life force of the victim does not depart from 
the body, but coexists in his or her body with 
that of the intruder. Such a life force may be 
able to take control of the survivor-use the 
control rules for the magicjar spell to deter- 
mine this. As before, the intruding life force 
can be ejected only by casting dispel evil or 
similar exorcising magics (or ab11 wish). 0th- 
erwise, at the discretion of the DM, the life 
force of the intruder might merge with that of 
the victim, diluting the recipient’s personality, 
alignment, and possibly sanity, as well. 

The reverse of this spell, revoke life force 
transfer, requires the original scroll (the one 
used in the life force transfer spell to be 
revoked), the construct, and the body of the 
recipient. Providing that the spell is cast before 
the body physically dies (within 2-7 days of 
the original separation), the reversal process 
requires a system shock roll in order to be suc- 
cessful. If failed (or if the body has already 
perished), the newly released life force dissi- 
pates, and the subject dies. 

Notes: Uncommon for necromancers and 
artificers; otherwise very rare. 

Life Force Transfer - Necromancer 
(Necromancy) 

Level: 4 
Range: Touch 
Components: V, S, M 
Casting Time: 4 
Duration: Instantaneous 
Area of Effect: Creature touched 
Saving Throw: None 

This spell allows the caster to transfer some 
of his life-force to another creature. When cast, 
the spell transfers 1 hit point per level of the 
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caster to the target creature, plus an additional 
ld4 hit points. The hit points are added to the 
creature’s current hit point total and deducted 
from the spellcaster’s. Thus, a 7th-level necro- 
mancer can transfer 8 to 11 hit points from 
himself to another creature. 

The caster can transfer only as many hit 
points as he currently has; if he transfer8 more, 
his current hit point total plus ld4 hit points 
are transferred to the target, while that amount 
is subtracted from the caster’s total (and the 
caster begins to die). The creature cannot gain 
more hit points than its full normal totql; extra 
hit points are merely lost. The neoromancer’s 
hit point losses can be regained by normal 
healing or magic. 

After the transfer, is complete, the necro- 
mancer loses four points of Constitution tem- 
porarily; each point can be recovered by six 
turns of rest. If the caster’s Constitution drops 
below 3, unconsciousness results and full Con- 
stitution is not regained for 24 hours. The 
material component of this spell is a glass tube 
filled with the caster’s blood, which disappears 
when the spell is cast. 

Notes: Restricted to necromancers; uncom- 
mon. 

Life Sound@ 
(Chronomanqv) 

Level 2 
Range: Touch 
Components: Y S, M 
Casting T k  2 
Duration: Instantaneous 
Area of Effect: Creature touched 
Saving Throw: None 

When life sounding is cast, the chrono- 
mancer establishes a temporary link to the sub- 
ject’s lifeline. A magical pulse is sent along the 
line in bo& directions, reflecting back when- 
ever it reaches the points of the recipient’s birth 
and death. 

Using the echo principle, the chronomancer 
acquires a general idea of the length of the life- 
line in each direction. If the subject’s age is 
known or can be guessed, it is then a simple 
matter of calculating the ratios to discover with 
fair accuracy how much life the person has I&. 

After 6th level, the chronomancer acquires 
an innate feeling for the spell’s mystical echo 
and can instantiy know the subject’s age, as 
well as how much l i b  it has left, without hav- 
ing to make any calculations. A saving throw is 

not permitted, but physical contact must be 
maintained throughout the casting (the subject 
has to be willing or unable to struggle away). 

The material component necessary for a Zife 
sounding is an unblemished silver weight on a 
1-foot length of silver chain. The weight must 
be replaced with a fresh silver weight after 
every casting. 
Notes: Restricted to chronomancers; com- 

mon. 

Life Steal - Savant 
(Necromancy) 

Level 5 
Range: Touch 
Components: V 
CastingTimc: 1 
Drrmb’.on: Special 
Area of Effect: 1 creature 
Saving Throw: Neg. 

This spell allows the savant to l w h  up to 1 
hit point per level from a living ( h t  is, not a 
construct or undead) human or humanoid a d  
bestow it upon himself or another within a time 
limit of three rounds. The leeched hit points 
can increase the recipient’s hit points beyond 
his normal maximum, and last up to one hour. 
Any damage suffered is first subtnrctcd from 
these additional hit points. 

Net-: Restricted to savants; common. 

Life Tether 
(Chronornmqv) 

Level 3 
Range: Special 
Components: S, M 
CaatingTime: 3 
Duration: 5 rds.Aeve1 
Area of Effect: 1 creature 
Saving Throw: Meg. 

When this spell is cast on an intelligent ma- 
ture, it fastens a magical tether to the creature’s 
lifeline. The c r e m  must be close enough for 
the chronomancer to recognize it by si& and 
it can save vs. spell to avoid the effect. This 
sets the nmge at 6Oyards. Items such as eyks of 
the eagle would extend this range, but the 
psionic power clairvoyance or any type of scry- 
ing device would not. 

If the chronomancer slips to the Demiplane 
of Time, he appears next to the craature’s life- 
line. The tether is seen as a thin white cord 
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linking the two. As with timeslip, a large 
amount of turbulence may displace the caster, 
but he remains tethered to that lifeline. 

If life tether is cast directly on a lifeline, no 
saving throw is permitted. Slipping back to 
reality places the caster within ldlOO x 10 
yards of the creature. A detect temporal anom- 
aly spell leads the chronomancer right to the 
tethered creature. This application is useful in 
discovering to whom a particular lifekine 
belongs. 

The material component is a 1-foot length of 
cord braided with strands of silver. 

Notes: Restricted to chronomancers; com- 
mon. 

Life Water 

L 

Life Water 
(Alteration, Necromancy) 
(Alchemy, Province: Sea) 

Level: 9 
Range: Touch 
Components: V, S, M 
Casting Time: 9 
Duration: Special 
Area of Effect: Up to 1 gallon 
Saving Throw: None 

This spell transforms any liquid into a 
sweet-melling serum that heals wounds and 
cures blindness, disease, poisoning, rotting 
(including “mummy rot”), magical feeblcmind- 
edness, and fungal growth (such as the trans- 
formation of flesh into green slime). Even 
life-threatening wounds are healert, lost limbs 
and organs regenerate instantly when the 
miraculous lue water is applied. A severed 
head cannot be restored, however. 

As wondrous as the serum is, it cannot bring 
a slain creature back to life, nor it can it restore 
a magically transformed creature to its origrnal 
form. 

One gallon of the serum entirely cures one 
man-sized being of all the ailments listed 
above, restoring all lost hit points in the 
process. An typical water skin filled with life 
water can cure one condition, or restore 3d8 
points of physical damage. Immersing even a 
partial body in life water can restore the com- 
plete form, provided the body is not dead. (Any 
leftover body parts are worthless.) 

The serum is a topical treatment. As it is 
used, it is absorbed by the recipient and disap- 
pears. A pod created by this spell can be com- 
pletely absorbed by several healings. 

Any liquid can serve as the material compo- 

nent of this spell-even a liquid devised by 
magical means. Leftover serum reverts to its 
original condition with the next setting of the 

Notes: Restricted to casters from arabian 
settings or those trained by them DM might 
allow research by alchemists or (optional) 
Healer mages. DM might also allow training 
by a suitable mentor, particularly characters 
native to the Anauroch region of the 
FORGOITEN REALMS setting. 

SUll. 

Level: 9 
Range: Touch 
Components: V, S, M 
CastingTime: 1 turn 
Duration: Permanent 
Area of Effeect: 2d4 creatures 
Saving Throw: Neg. 

Using this macab spell, a Wrzard can cause 
two (or more) lifeforms to join togsthar to form 
a new one. The subjects can be of any type, 
plant or animal, but must be alive. After casting 
this spell, a wizard can cast no other spells for 
24 hours. 

The subjects are placed in cages made with 
precious metals, each cage wmtb no less than 
2,500 gp. To cast the spell, the caster must 
touch each subject through the casting time of 
the spell. If two creatures are involved, they 
can be touched with the hands; if a third or 
even fourth creature is involved, teuchhg them 
with the feet is possible. No more than faur 
creatures can be affected by a single applica- 
tion of this spell. During casting, &e wizard 
must concentrate on the desired find form of 
the combination crewre (if the crster does not 
have a specific form in mind, the spell fails). 

At the end of the casting, each subject 
invoIved makes a saving throw vs. spell; if any 
is successful, the spell fails. If the spell fails, 
the caster must make a successful saving throw 
vs. spell, or s u f k  a magical backlash, taking 
on characteristies of the subjects for the next 
2d4 days. The exact natura of the change is left 
to the DM but should not be beneficial to the 
caster. 
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Roll 
01-50 

5 1-60 

61-70 

7 1-80 

81-90 

it 9 1 4 5  

96-99 

00 

If all subjects fail their saving throws, the 
spell is at least partially successful. Roll per- 
centile dice and consult the table for the mult. 

If the spell succeeds in any way except 
death, the DM creates a new monster, with 
input from the player of the spelrcaster who 
performed the lifeblend spell. Guideliw for 
monsters are in the MONSTROUS MANCAL acces- 
sory. In general terms, the mobter should have 
a mixture of charactezistics of its component 
beings. PossiMe examples of this spell include 
mibears, balettes, perytons, and manticares. 
The creature created has a 25% chance of 
being infertile. 

Besides the cages needed, the material bom- 

L i j e M d  Result 
success: Tfie resulting creature 
looks like the caster wauts it to 
look, and has mm-or-less the abil- 
ities desired. 
Bonding: The target c-s are 
not melded together, but are bonded 
at some point on their bodies (Or 
example, a dog and a oat bonded 
might e a r  to be a dog and a cat 
that SBare one set of legs). 
Zmper$ect Melding: The creatures 
are melded together, but not ia the 
desired fashion; they might be 
melded in a centaur-like fasliion, or 
in any other way. 
Pseudo-Lycanthropy: The cre.tsnes 
are blended together, but only OM 

is dominant at any given time. Nri- 
odically, the crestwe changes com- 
pletely from the fonn of one 
subjea creature to the form of 
another. 
Dominance: One creature is clearly 
domiaant in the mix, but has a few 
characteristics of the o k z  crea- 
ture(s) involved in the spek 
Death: The neatwe looh ‘cx&Ftly 
as desired, but has sorn&hg 
wrong internally and cannot live. 
Vengeful: The mature is exactly as 
desired but has a hatred for its 
creator. 
Disaster! At the last moment, one 
of the subjects pulled a m 5  and the 
caster is pulled into the Spdl 
instead, becoming a part of the 
composite creature (no saving 
throw). Roll again on this table to 
find the results. 

ponents for this spell include one candle for 
each component creature; these are placcd 
together and lit at the beginning of the asting, 
so their waxes cau bkad @ether as mdt 
A ruby worth at lem 5,OOO gp must be phrocd 
between the candles, so the blended wax ~ & l l  

cover it; it represents the hem of the cmpa i t e  
beast. The ruby, candles, and cages are all con- 
sumed during casting. 

Notes: Very rare spell. Known to be in the 
tome Kyristan’s Myst&&. 

Lifedrain - Phaerimm 
(Alteration) 

Components: V, S, M 
Casting Time: 1 rd. 
Duration: Special 
Area of Effect: 70-ft. radius sphere 
Saving Throw: None 

Use of this mighty spell is thought tcr have 
created much of the lifelessness at the heart of 
the vast desert dAnauroch. This SPelJ &€&cts 
only water in geographical form (idees, rim, 
oceans), or in meteorological form (rain, 
snow). ft does not affect water conolrrmed m liw 
ing things. 

A lifedrain spell destroys w w r  within Its 
area of effect--anti prevents water fixm e&- 
ing there as well. Water cannot fd l  into, fonn 
within, condense within, or flow inbo the @e- 
i d  area of effect of this spell. (Daring whrcls 
sometimes use this spell to ley bare the bottom 
of a lake or pond, to recwer a lost item, or to 
reach a sunken cbeat or hpdoor.) 

Living creaturca find conditions within the 
area of effict to be very, very dry wcomfod- 
abiy sa; fot each turn that one SpeaBa perform- 
ing any sort oE activity cxccpt simple - that 
creature loses 1 &it point due to dehydration, 
(Tales are told of Phaerinm drying off wet 
slaves and items by conveying them from a 
bath through a lifedrain sphm.) Plants cannot 
grow within a lifedain.field and desert-like 
conditions soon occur. 

Alijkdmin spell cannot b e ~ b y ~  
magic or watea me@: only a limited wish or 

lasts for 1 yearper level of the car%at (but if the 
caster shoulddie, even on awther plane or wod4 
it ends earlier, at the moment of the c8skr’s 
death). Cast.@ a liwmin pennancntfy drains 1 
h i t p o b t ~ t h e t o t a l ~ ~ t h e c a s t e r .  

mom powerhi spell am daamy it. CMhemtm ,it 



The matczial c m p a m t s  ofthio ap& (LPC a 
pitae of bone and a fire of any mart a d  size. 
The bone is phced in tho firanas k i n g  East- *, and both are amamme din afkhby the 
s p s u . ~ & r s a r c u l . o f ~ € f ~ ~  
oathcoruasr. 

~Known~ophaerimm~Casna0n)anda 
fiw lwkwfis ofthc rn- lkwuhfs- 
(very =e). 

Lifeforce Gwrdirrn, Z&'s 
See Zala's lifeforce guardian. 

Lifeproof 
(Necromancy) 
Reversible 

Level: 7 
Range: Touch 
Components: V, S, M 
Casting Tirna: 3 tmno 
Duration: Special 
Area of Effect: 1 creature 
!hVhg=Nt!g. 

TllisqtmlUful incrntatiba LaabBe,dhwrelster 
t o r a f e $ r a m w e r n ~ & k * ~ O f  
the ncipirat'b fife, tmqmtmg . ittfno.ghaolid 
objects i f d b c .  xhc casosr* ttratpm- 
called the "shadow of the heart"--ia p c l o d  
glass contaiaer ofva crytitab Once imide, the 

i 

(Necromancy) 

Lwd: 4 
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Light 
(Alteration) 

individual. When cast, the spell creates a -a- 
tive energy field within the subjectb body. This 
field forces the life force within the individual 
to surge up in defiance, affording the individ- 
ual enhanced physical abilities for the duration 
of the spell. 

For the duration of the spell, the subject is 
treated as if two levels higher for all parpose9. 
Wizards do not automatk&y gain new spells, 
but they cast memorized spells as if two levels 
above their own. Hit points are increased, and 
THACO, saving throws, and all other level 
related abilities and bonuses are appropriately 
improved. 

When the effects ofthe lqessurge wear off, 
the individual suffers damage. A successful 
saving tfsrow vs. death magic reduces this dam- 
age by half. The damage is equal to twice the 
maximum value of the Hit Die used for their 
class. Thus, a fighter, who uses a d10 €or hit 
points, suffers 20 points of damage when the 
spell wears off, 10 points if the saving throw is 
made. 

Notes: Restricted to ghul lords (most com- 
mon in an a r a W  settiag). 

Level: 1 
Range: 60 yds. 
Components: V, M 
Casting Time: 1 
Duration: 1 turn/level 
Area of Effect: 204.  radius globe 
SavingThrow. spccial 

This spell creates a 1UmiBonar glow, apal to 
torchlight, within a fixed radius of the spell's 
oenter. Objects in darkness beyond this 8phcte 
can be seen, at best, as vague and shadowy 
shapes. The spell is c m t d  on a point selected 
by the caster, and he must have a line of sight 
and unobstructed path for the spell when it is 
cast. Light can spring from air, rock, metal, 
woo4 or almost any similar substance. 

The effect is immobile unless it is specifi- 
cally centered on a moveable objwt or mobile 
creature. If this spell is cast upon a creature, 
the applicable magic resistance and saving 
throw rolls must be made. Successful resis- 
tance negates the spell, while a successful sav- 
ing throw indicates that the spell is centered 
immediately behind the creature, rather than 
upon the creature itself. Light taken into an 
area of magical darkness does not function, but 
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Light - P l u m  

if cast directly against magical darkness 
negates it (but only for the duration of the light 
spell, if the darkness effect is continual). 

Light centered on the visual organs of a crea- 
ture blinds it, reducing its attack rolls and saving 
throws by 4 and worsening its Armor Class by 4. 
The caster can end the spell at any time by utter- 
ing a single word. Note that, unlike the 1st-level 
priest spell, this spell is not reversible. 

The material component is a firefly or a 
piece of phosphorescent moss. 

Notes: Common spell (PHB). 

Light - Pluma 
This spell is identical to the 
common light spell, except 
that it is 2nd level. A 

Light Step, Drawmij’s 
See Drawmij’s light step. 

Lightburst, Nystul’s 
See Nystul’s lightburst. 

Lightning Bolt 
(Evocation) 

Level: 3 
Range: 40 yds. + 10 yds./level 
Casting Time: 3 
Components: V, S, M 
Duration: Instantaneous 
Area of Effect: Special 
Saving Throw: H 

Upon casting this spell, the wizard releases a 
powerful stroke of electrical energy that inflicts 
ld6 points of damage per level of the spellcaster 
(maximum damage per level of 10d6) to each 
creature within its area of effect. A successful 
saving throw vs. spell reduces this damage to 
half (round fractions down). The bolt begins at a 
range and height decided by the caster and 
streaks outward in a direct line from the casting 
wizard (for example, if a 40-foot bolt was 
started at 180 feet from the wizard, the far end 
of the bolt would reach 220 feet (1 80 + 40). The 
lightning bolt may set fire to combustibles, sun- 
der wooden doors, splinter up to a half-foot 
thickness of stone, and melt metals with a low 
melting point (lead, gold, copper, silver, bronze). 
Saving throws must be rolled for objects that 
withstand the full force of a stroke (see thefire- 
ball spell). If the damage caused to an interpos- 
ing barrier shatters or breaks through it (i.e., the 
saving throw fails), the bolt continues. A bolt 

can breach 1 inch of wood or half an inch of 
stone per caster level, up to a maximum of 1 
foot of wood or half a foot of stone. 

The lightning bolt’s area of effect is chosen 
by the spellcaster: either a forked bolt 10 feet 
wide and 40 feet long or a single bolt 5 feet 
wide and 80 feet long. If a bolt cannot reach its 
full length, because of an unyielding barrier 
(such as  a stone wall), the lightning bolt 
rebounds from the barrier toward its caster, 
ending only when it reaches its full length. 

For example: An 80-foot-long stroke is 
begun at a range of 40 feet, but it hits a stone 
wall at 50 feet. The bolt travels 10 feet, hits the 
wall, and rebounds for 70 feet back toward its 
creator (who is only 50 feet from the wall, and 
so is caught in his own lightning bolt!). 

The DM might allow reflecting bolts. When 
this type of lightning bolt strikes a solid sur- 
face, the bolt reflects from the surface at an 
angle equal to the angle of incidence (like light 
off a mirror). A creature crossed more than 
once by the bolt must roll a saving throw for 
every time it is crossed, but it still suffers either 
full damage (if one saving throw is missed) or 
half damage (if all saving throws are made). 

The material components of the spell are a 
bit of fur and an amber, crystal, or glass rod. 

Notes: Common spell (PHB). 

Lightning Bug 
(Alteration, Evocation) 

Level: 1 
Range: 15 yds. + 10 yds./level 
Components: V, S 
Casting Time: 1 
Duration: Instantanemus 
Area of Effat: 1 creature or target 
Saving Throw: None 

Another of Gemidan’s spell variants that 
merges magic missile with shocking grasp, this 
spell allows a spellcaster to generate a missile 
of electrical energy and cast it unerringly at a 
target. When it hits the target (or an electrical 
conductor that touches an opponent’s body), 
the lightning bug discharges ld6 points of 
damage, plus 1 point per level of the wizard, to 
a maximum of ld6 + 10 (for example, an 1 lth- 
level mage would generate an electrical missile 
of ld6 + 10 points of damage). 

Notes: Known to the Watch-Wizards and 
Guild of Waterdeep and a few wizards (Gemi- 
dan, Khelben, Laeral) in the FORGOTTEN 
REALMS setting; common. 

516 



Lightning Lash 

Lightning Curtain 
(Evocation) 

Level: 5 
Range: 60 yds. 
Components: V, S, M 
Casting Time: 5 
Duration: Special 
Area of Effect: 20 sq. ft./level 
Saving Throw: Special 

This spell creates a crackling, shimmering, 
vertical plane of electrical force. The lightning 
curtain reacts to nearby metal objects; anyone 
wearing or carrying such an item will be 
“sparked“ by the wall if she approaches to 
within 5 feet of the curtain. A “spark” inflicts 
1 d8 points of damage. 

Those passing through the lightning curtain 
suffer 2d8 points of damage, plus 1 point per 
experience level of the caster. For those wear- 
ing metal armor or carrying at least 4 pounds 
of conductive objects (swords, iron spikes, 
etc.), the damage is 3d8 points, plus 1 point per 
level of the caster. 

No saving throw is allowed for creatures 
passing through the curtain. Touching the Iight- 
ning curtain with a metal object has the same 
effect as walking through it. The wizard who 
creates the lightning curtain is immune to its 
effects. 

The lightning curtain is fairly transparent, 
allowing persons on opposite sides of it to see 
each other. Its glow is sufficient to illuminate 
the area on either side of it up to a distance of 
10 feet. Spells and missiles can be cast through 
the curtain, but missiles must successfully save 
vs. electricity or be destroyed. The lightning 
curtain does not hinder any spells except for 
electrical attacks, which it absorbs. 

The lightning curtain will persist for as long 
as the wizard concentrates upon it, or for 2 
rounds plus 1 round per level if concentration 
is not maintained. 

The material components a piece of amber, a 
bit of fur, and a square of fine velvet. 

Notes: Very rare spell. Known to be in The 
Book of Nu. (Updated from DRAWN Magazine.) 

Lightning Lash 
(Evocation) 

Level: 5 
Range: 60 yds. + 10 yds./level 
Components: V, S, M 
Casting Time: 5 
Duration: Instantaneous 
Area of Effect: Special 
Saving Throw: !4 

A wizard casting this spell unleashes a dis- 
charge of electrical energy that inflicts ld6 
points of damage per level of the caster (to a 
maximum of 6d6). A successful saving throw 
vs. spell reduces this damage to half (round 
fractions down). The discharge appears in a 
shape or arc whose precise location and direc- 
tion is as visualized by the caster (it is instanta- 
neous, so the caster can’t move or “redirect” it 
to strike a moving or unforeseen foe). If solid 
barriers, such as stone walls, prevent the lash 
from fully forming as desired, it rebounds 
%thin itself” (hence its name), affecting only 
the area in which it was directed to form (crea- 
tures in this area must save twice; to suffer only 
half damage, both throws must succeed). 

The lash can set combustible materials 
aflame, sunder wooden doors (blasting away 
one inch of thickness per level of the caster, to 
a maximum of one foot), splinter stone up to 
six inches thick (a half inch per caster level), 
and melt metals with low melting points (such 
as bronze, copper, gold, lead, and silver). Item 
saving throws must be made to determine if 
stone shatters, metal melts, or other objects 
struck by the lash are affected. If a barrier shat- 
ters (its saving throw fails), the lash can con- 
tinue into the area beyond the barrier with full 
effects-if it was cast to do so. 

This spell is often used to melt locks, ruin 
armor, or seal metal doors shut without harm- 
ing nearby valuables. Such precision in casting 
requires practice. 

Netes: Very rare spell, originally from the 
FORGOTTEN REALMS setting. (Updated from 
~ O L W E D R O N  Newszine.) 
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Lightning Reflection 
(Abjuration, Alteration) 

Level: 5 
Range: 0 
Components: V, S, M 
Casting Time: 5 
Duration: 1 turn 
Area of Effect: 1 being 
Saving Throw: None 

This spell protects the caster or a touched 
recipient, and all worn or carried material, 
against all effects of energy discharges. All 
such attacks are reflected straight back at their 
sources for full normal efkct. Magical or nat- 
ural lightning and &ex raw energy discharges 
are protected against. Magic missiles are also 
reflected. Fire is not protected against. 

The material cornpments of the spell are a 
drop of quicksilver and a shard of metal of any 
size. 

Notes: Known to the Seven Sisters and some 
other wizards in the FORWTEN REALMS set- 
ting, rare; virtually unknown elsewhere. 

Lightniw Ring 
(Evocation) 

Level: 8 
Range: 10 ft./level 
Components: V, S, M 
Casting Time: 8 
Duration: 8 rds. (or 1 rd.) 
Area of Effect: Special 
Saving Throw: !4 

This spell surrounds the caster w i h  a bright 
white, crackling, chest-high ring of lightning. 
Tho ring moves with the caster, who can cast 
other spells without harming the rings fimtim- 
ing after the round in which the ring is estab- 
lished. While encircled by the ring, the caster is 
immune to damage from all lightning atsacls. 
%ice per round, the ring can anit a Zigliking 

bolt that streaks straight outward in a dimtion 
chosen by the caster. (The bolt rebounds at an 
angle chosen by the DM if it strikes something 
solid and nonliving.) Such boits cause 8d6 
points of damage to all creatures in h i r  path. 
Creatures who are struck are allowed a saving 
throw vs. spell for half damage. 
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Lightning Shield - 
Alternatively, this spell can be cast to dis- 

charge all at once. The ring forms in one round, 
spinning about the caster (who is protected 
against all lightning damage for that round), 
then rises straight up and fires eight lightning 
bolts at once at up to eight different targets 
chosen by the caster. In doing so, the spell 
exhausts itself. The bolts inflict 8d6 points of 
damage each (save for half damage). 

The material components of this spell are a 
ring of any size, fashioned of glass, and a bit of 
fur from any animal. 

Notes: Known to the Seven Sisters and a few 
other wizards in the FORGOTTEN REALMS set- 
ting, very rare; virtually unknown elsewhere. 

Lightning Rod 
(Alteration) 

Level: 3 
Range: Touch 
Components: V, S,  M 
Casting Time: 7 
Duration: Special 
Area of Effect: 1 metal object 
Saving Throw: None 

This spell forces magical lightning to a spe- 
cific spot determined by the caster. When cast, 
the wizard chooses a metal object to become the 
lightning rod (a sword, a lamppost, or a gold 
piece). The focal point of the spell cannot be 
alive or heavier than 100 pounds. When any 
ranged electrical attack occurs within 50 yards 
of a lightning rod, the energy is redirected and 
absorbed into it, negating the attack and destroy- 
ing the object (if someone is in contact with the 
rod, that person receives the full damage of the 
attack). If the object is not struck by a magical 
electricity within 48 hours, the spell ends. 

This spell was developed by a watch-wizard to 
minimize random property damage when the 
watch (or anyone) battled a mage in the streets. 
This spell was refiied to limit lightning bolts and 
similar energies, as they are a standard attack 
spell. Many watch-wizards cast this spell on 
metal rods, tossing them clear when anticipating 
spell battles. One unscrupulous former mage was 
sentenced to Undermountain for casting this spell 
on a ring and selling the “magical lightning- 
enhancer ring” to a fellow guild member (when 
the wearer cast his lightning bolt, it centered on 
the ring, killing the mage with his own spell). 

Notes: Known to the Watch-Wizards and 
Guild of Waterdeep in the FORGOTTEN REALMS 
setting; common. 

Lightning Rod 
(Abjuration) 

Level: 6 
Range: Special 
Components: V, S, M 
Casting Time: 6 
Duration: 1 turdlevel 
Area of Effect: 304% radius 
Saving Throw: None 

This spell requires a pole at least 6 feet long, 
made entirely of metal. As the spell is com- 
pleted, the rod implants itself firmly into the 
ground or stone floor. Any bolt of lightning- 
natural, magically invoked, druidically sum- 
moned, blue or bronze dragon breath, 
etc.-coming within 30 feet of the rod is 
diverted through the rod and into the ground. 
Unless the intended targets are in the area of 
effect of the electrical attack and between the 
source and the rod, the electricity misses them. 
Short distance discharges (shocking grasp. 
will’o-wisp attack, etc.) are not affected. Once 
planted, the rod cannot be moved without break- 
ing it until the magic expires or is dispelled. The 
spell can be made permanent or be used in con- 
junction with the enchant an item spell, also. 

The material component is a piece of copper 
wire. The rod itself is not destroyed by the spell. 

Notes: Very rare spell. (Updated from 
POLYHEDRON Newszine.) 

Lightning Shield 
(Alteration, Evocation) 

Level: 4 
Range: 0 
Components: t: S, M 
Casting Time: 4 
Duration: 2 rds. + 1 rd./level 
Area of Effect: The caster 
Saving Throw: None 

This spell much like the 4th-level spellfire 
shield, except that it protects against electricity 
(chill) or acid (warm) attacks. The caster must 
memorize the version he wants available. The 
spell creates sparks around the caster’s body. The 
color of the sparks is determined randomly (50% 
for either)-blue or white if chill, blue or black if 
warm. The sparks produce a dim illumination 
equal to half that of a torch. They are harmless if 
touched, but will return certain attacks made 
upon the caster. The shield pavers are: 

A.) Chill Shield: The sparks are cool. Light- 
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Lightning Storm 

ning-based attacks are saved against at a +2 
bonus, with either one-half or no damage 
taken. Acid-based attacks are normal, but if 
successful inflict double damage. 

The material component for this version is a 
small rubber ball. 

B.) Warm Shield: The sparks are warm. 
Acid-based attacks are saved against at a +2 
bonus, with either one-half or no damage being 
taken. Electricity-based attacks are normal, but 
if successful inflict double damage. 

The material component is a scale from a 
black dragon or a small piece of marble. 

Any creature striking the spellcaster with its 
body or a hand-held weapon inflicts nonnal dam- 
age, but the attack suffers the same amount. The 
attacker’s magic resistance, if any is tested upon 
the first successful hit. Successful resistance shat- 
ters the shield; failure means the magic resistance 
does not affect that casting of the spell. 

This spell does not work with apre  shield. If 
both are placed on the same caster, they cancel 
each other in a brilliant flash, leaving the caster 
stunned for ld3 rounds. 

Notes: Very rare. Known to be in the Blue 
Book of Du ’Morde, Vol. II. (Updated from 
DRAGON Magazine.) 

Lightning Storm 
(Evocation) 

Level: 8 
Range: 40 yds. + 10 yds./level 
Components: V, S, M 
Casting Time: 8 
Duration: 1 rd. 
Area of Effect: 70 ft. diameter sphere 
Saving Throw: H 

This spell creates electrical discharges within 
a spherical area. Bolts of lightning leap repeat- 
edly about within this area, regardless of the 
presence or location of metal, water, or other 
conductors. All beings within this area take 
6d12 points of damage (unless immune to elec- 
trical damage), and all items must make a saving 
throw vs. electricity. The magic prevents light- 
ning from traveling along conductive paths out 
of spell range; a man in full armor and a bather 
in a moat, both just outside the spell’s area of 
effect, will be unharmed. The 3rd-level light- 
ning rod spell is negated by the large number of 
bolts the storm generates. The 6th-level light- 
ning rod spell creates a 30-foot safe zone if the 
metal pole survives an item saving throw vs. 
lightning (otherwise it is negated). 

The caster is unharmed by the spell, even if he 
stands in the center of the storm, by this or any 
other electrical attacks or effects during the spell’s 
duxation. The material component include a shard 
of glass, a scrap of fiu, a piece of silver, and a flint. 

Notes: Uncommon for Weather or Storm 
mages; otherwise very rare. Believed to origi- 
nate from the WORLD OF GREYHAWK setting 
(Updated from DRAWN Magazine). 

Lightning Strike 
(Evocation) 

Level: 2 
Range: 10 yds. + 1 yd./level 
Components: V, S, M 
Casting Time: 2 
Duration: Instant. 
Area of Effect: 1 or 2 creatures 
Saving Throw: !4 

This spell causes a small bolt of lightning 1 
inch wide to shoot forth from the caster’s out- 
stretched fingertip, striking the indicated target 
for ld6 points of damage for every two levels of 
the caster (2d6 at 3r4 3d6 at 5th, etc., to a maxi- 
mum of 5d6 at 9th level), with the target crea- 
ture receiving a saving throw vs. spell for half 
damage. The bolt can be forked, striking two 
creatures within 10 feet of each other for the full 
effect. The lightning strike is not powerful 
enough to cause structural damage to a building 
or wooden craft. 

The spell is otherwise the same as the third 
level spell lightning bolt, except that the strike 
will not rebound off solid materials such as 
stone walls. 

Notes: Very rare spell. Known to be in the 
Blue Book of Du ’Morde, Vol. I. (Updated from 
DRAGON Magazine.) 

Lightningcloak 
(Alteration, Evocation) 

Level: 6 
Range: 0 
Components: V, S, M 
Casting Time: 6 
Duration: Maximum 1 turn + 1 rd./level 
Area of Effect: The caster 
Saving Throw: Special 

The lightningcloak spell surrounds the 
caster with a shimmering aura of lightning. Its 
crackling sound is audible at a distance of 5 
feet, and in dark areas the caster is outlined as 
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Liquid Earth 

if by a faeriefire spell. 
The cloak contains damaging electrical poten- 

tial of ld6 per level of the caster. The caster caa 
discharge bolts of lightning at the rate of one bolt 
per round, up to the potential of the lightning- 
cloak For example, a 12th-level wizard can cast 
two 6-dice bolts, four 3-dice Wts, a 9& bolt 
and three 1-die bolts, or any combination that 
adds to 12 dice. The bolts crackte outward te a 

ture. A saving throw vs. spell is allowed against 
each bolt for half damage. Bolts of 3d6 or more 
require saving throws for exposed items if the tar- 
get creaw fails its saving throw. The maximum 
potential for the cloak is 18d6. 

Anyone who touches a lightningcloaked wiz- 
ard is shocked for ld6 points of damage; if a 
metal object (such as a metal weapon) is the 
touching agent, a full 6 points of damage is sus- 
tained. No saving throws are allowed against 
these shocks, but each discharges ld6 of the 
cloak's potential. 

The lightningcloak protects the wizard from 
the effects of electrical attacks. These attacks, 
after any magic resistance and saving throws 
have been resolved, are absorbed without hann 
to the wizard, up to a maximum of 2 points per 
level (for example, 24 points for a 12th leve1 
mage). If the lightningcloak absorbs more than 
its capacity of electrical damage, it discharges 
all of its remaining bolt capacity directly into 
the caster (no saving throw). The caster must 
make a successfbl system shock check or lose 
consciousness for 1 d4 rounds. 

The spell ends when all its bolts have been 
used or if it absorbs more than its maximum 
capacity of electrical damage. Otherwise, cloak 
lasts one turn plus one round for each level of 
the wizard. 

The material components for this spell 
include powdered amber and rose quartz ( 100 
gp total value), and a bit of phosphorous. Also, 
a finely woven cloak of no less than 500 gp 
value must be worn; this can be re-used for 
subsequent castings of the spell. 

Notes: Very rare spell. Known to be in The 
Book of Naz. (Updated from DRAWN Magazme.) 

distance of 40 feet, and each will &ih OIX 

Limited Wish 
(Conjuration/Summoning, Invocation/ 
Evocation) 

Level: 7 
Range: Unlimited 
Components: V 
Casting Time: Special 

Duration: Special 
Area of Effect: Special 
Saving Throw: Special 

The limited wish is a very potent but difficult 
spell. It will fulfill literally, but only p a d d y  OF for 
a limited duration, the utterance of the spellcaster. 
Thus, the actuality of the past, present, or futute 
might be altered (but possibly onty for the wizard 
unless the wording of the spell is most carefully 
stated) in some limited mannet The use of a lim- 
ited wish will not substantially change major reali- 
ties, nor will it bring wealth or experience m l y  

hit points (or aU hit points for a limited duration) 

abilities or damage, increase duration of some 
m a g d  &ecf causc acreatme to be favoxably dis- 
posed to the spellcaster, mimic a spell of 7th level 
or less, and so on (see also the 9th-ievel wish 
spell). Greedy desires usually end in disasw for 
the wisher. Castmgtimc is basedonthe time spent 

decide what they want to say before using the 
spell). Normally, the casting time is one round 
(most of it bemg takenup by decidmg whatto say). 
Castmg this spell agesthe caster one year per 100 
years of regular life span (human-1 year, half- 
linghlf-elf-2, dwarQnomS-4, elf-5). 

byashng.Thespellcan,foll~,restonsomc 

lost by the wizard. It cafire$uce opponent hit * 

preparing the wordlltg for the spell (clew players 

Notes: Common spell (PHB). 

Liqptd Earth 
(Alteration) 

Range: 0 
Components: V, M 

Duration: 1 &* +. 1 hr./levet 
caotlngTiml.5 
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Liquid Orb 
(ConjuratiodSummoning) 
(water) 

Level: 1 
Range: 0 
Components: V, S 
Casting Time: 2 
Duration: 1 turn+ 1 rd./level 
Area of Effect: 1 pintllevel 
Saving Throw: None 

When the spell is cast, an orb of nonflamma- 
ble liquid comes into existence in the caster’s 
palm and is held by the mage through a magi- 
cal increase in the sphere’s surface tension. The 
liquid maintains its spherical shape until 
released by the caster or until the end of the 
spell’s duration. 

The temperature of the sphere is always that 
of the surrounding air (temperatures must be 
above freezing and below boiling) and cannot 
be altered except through normal means. The 
sphere can be thrown, but its accuracy is very 
poor (30-foot range, -2 to hit) and it does no 
damage to nanfiery creatures. The sphere can 
be used to put out fires covering up to four 
square feet per pint. The orb also inflicts ld4 

I .. I 
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points damage per gallon (eight pints) to any 
fire-based creatures (fii elemen* salaman- 
ders, etc.). The caster cannot make a called 
shot (DMG, Chapter 9) with the sphere, and its 
liquids cannot be used to blind opponents. 

This spell can be used to supply the caster 

(nonmagical), clothing dye, fruit juica, cider, 
soup, or any o k  known nonflammeMe liquid 
that causes no damage to normal creatures 
(thus excluding acids and poisons); the DM 
and player may be fairly creative here. The 
spell has an absolute limit of four ga l lonea  
sphere the size of a small beach ball. A liquid 
orb of one gallon or more must be thrown with 
both hands. 

Notes: Uncommon for Water mages; other- 
wise very ram. 

with small amountsoffrcshdrinkingwr5er, ink 

Little Bird 
(Alteration) 
(Mentalism) 

Level: 1 
Range: lOyds. 
Componenkx V, S 
CastingTime: 1 
Duration: 1 turn + lhevel 
Area of Effect 1 object 
SavingThmw: None 

By casting this spell, the caster can direct 
one object to fly through the air under his con- 

the object can turn and stop at will (maneuver- 
ability class A) responding instantly to the 
caster’s mental commands. The aected object 
can weigh no more than 1 lb. per level of the 
caster. 
The little bird spell is generally emplayGd as 

a labonaeving device, because its usea in com- 
bat are limited. A caster attempting to wrest an 
object fiom an enemy, for example, must over- 
come the enemy’s Strength (The enemy can 
hold onto the object by making a sucmasful 
Strength check, with a -2 bonus to the die roll). 
Alternatively, picking up ia laose object and 
hurling it at an enemy requires a successful 
attack roll and inflicts no m ~ c e  than ld3 points 
of damage. Some WlEarde, however, bave been 
known to use this spell as a diversion (for 
instance, ringing a gong next to an enemy’s 
head). 

Notes: Uncommon for mentalists and appor- 
tation specialists; otherwise very rare. 

trol. Although Slow-maVing (m-t rate 6), 



- Locate Object 

Living Link 
(Divination, Necromancy) 

Level: 1 
Range: 90 yds. + 10 yds./level 
Components: V, S 
Casting Time: 2 
Duration: 1 rd./level 
Area of Effect: 1 creature 
Saving Throw: None 

With this spell, a necromancer establishes a 
sensory like between himself and any living 
creature within range. If the caster knows a 
specific creature or person within range, then 
the spell can take effect on that specific crea- 
ture. Otherwise, the living link will be estab- 
lished with any sapient creature within range, 
determined randomly. 

Like the 1st-level spell corpse link, the liv- 
ing link spell allows the caster to gather sen- 
sory information from the vicinity of the target 
creature (sight, sound, smell, taste, or touch). 
For every four levels of experience past the lst, 
the necromancer can collect information from 
an additional sense (up to two senses at 5th 
level, three at 9th, four at 13th, and all five at 
17th level). 

The creature linked by this spell experiences 
nothing to indicate that its senses have teen 
tapped, and it remains in control of its own 
actions, entirely unaware of the magical con- 
nection to the necromancer. In other words, the 
caster cannot force the subject to look at some- 
thing (listen at a keyhole, taste a glass of wine, 
pick up an object, and so on). This spell merely 
enables the caster to directly experience the 
world through another creature’s perceptions. 
For instance, looking through another crea- 
ture’s eyes gives the wizard all of its visual 
capabilities, such as infravision if the creature 
has that ability. 

While the spell is in effect, the living link 
overrides the wizard’s own sensory percep- 
tions. Thus, a wizard seeing through another 
creature’s eyes is unable to see through his 
own. The spell can be ended at will with no 
risk to the caster. 

Notes: Uncommon for necromancers and 
diviners; otherwise very rare. 

Locate Creature 
(Divination) 

Level: 4 
Range: 0 
Components: V, S, M 
Casting Time: 4 
Duration: 1 turdlevel 
Area of Effect: 50 yds./level 
Saving Throw: None 

This spell is similar to the 2nd-level locate 
object spell. Instead of finding an inanimate 
object, however, it allows the wizard to find a 
creature. The wizard casts the spell, slowly turns, 
and is able to sense the direction of the person or 
creature, provided the subject is within the area. 
The wizard learns how far away the creature is 
and in what direction it is moving (if at all). 

This spell can locate a general species of 
creature (a horse or umber hulk, for instance) 
or can be used to find a specific individual. 
The wizard must have physically seen the indi- 
vidual or the type of creature at least once from 
a distance of no more than 10 yards. 

Unlike locate object, this spell is not blocked 
by lead. It is blocked, however, by running 
water (such as a river or stream). Objects can- 
not be found with this spell. 

The material component is a bit of a blood- 
hound’s fur. 

Notes: Uncommon spell (TOM). 

Locate Object 
(Divination) 
Reversible 

Level: 2 
Range: 0 
Components: V, S, M 
Casting Time: 2 
Duration: 1 rd./level 
Area of Effect: 20 yds./level 
Saving Throw: None 

This spell aids in locating a known or familiar 
object. The wizard casts the spell, slowly turns, 
and senses when he is facing in the direction of 
the object to be located, provided the object is 
within range (that is, 60 yards for 3rd-level wiz- 
ards, 80 yards for 4th, 100 yards for 5th, etc.). 
The spell can locate such objects as apparel, 
jewelry, h i t u r e ,  tools, weapons, or even a lad- 
der or stairway. Note that attempting to find a 
specific item, such as jewelry or a crown, 
requires an accurate mental image; if the image 
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- LocatePortal I 

is not close enough to the actual, the spell does 
not work. Desired but unique objects cannot be 
located by this spell unless they are known by 
the caster. The spell is blocked by lead. Crea- 
tures cannot be found by this spell. 

The material component is a forked twig. 
The reversal, obscure object, hides an object 

from location by spell, crystal ball, or similar 
means for eight hours. Creatures cannot be 
affected by this spell. The material component 
is a chameleon skin. 

Notes: Common spell (PHB). 

Locate Portal 
(Divination) 

Level: 2 
Range: Special 
Components: V, S, M 
Casting Time: 1 turn 
Duration: 1 rd. 
Area of Effect: Special 
Saving Throw: None 

This spell can be cast only within 100 yards of 
the surface of a crystal shell. The caster of a locate 
portal spell can find the nearest portal through the 
crystal shell either into or out of the Flow (phlo- 
giston). The spell indicates direction and distance 
(either in miles or in travel time, should the wizard 
know the particulars of his own ship). 

In general, from any point on a crystal shell, 
a portal suitable for a normal-sized ship can be 
found within 2-20 days travel. At the DM’s 
option, there may be more portals available, 
fewer, or none at all. 

The material component of this spell is a 
conch shell. 

Notes: Common for spellcasters from a 
spelljamming culture; otherwise very rare. 

Locate Remains 
(Divination, Necromancy) 

Level: 1 
Range: 0 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: 1 turn + 5 rds./level 
Area of Effect: path, 10 ft. wide x 

Saving Throw: None 
30 ft. + 5 ft./level long 

This spell attunes the caster to the physical 
remains of dead beings in the area of effect. 
Locate remains will thus easily detect the pres- 

ence of unburied corpses or corporeal undead 
(such as skeletons, zombies, or ghasts), but 
will not reveal noncorporeal undead (such as 
ghosts or spectres). The area of effect extends 
in a 10-foot wide path, facing in the caster’s 
current direction. Scanning in a direction 
requires one round, during which time the 
caster remains motionless in concentration. 

Locate remains is mostly unaffected by 
walls or obstacles, though the area of effect is 
decreased (to 10 feet plus 1 foot/level) by more 
than three feet of solid stone, ten feet of wood 
or packed earth, or one inch of metal. 

In the most general applications, the spell 
precisely locates any and all physical remains 
of individuals in the area of effect, regardless 
of sex, species, and undead status. This spell 
does not impart any knowledge regarding the 
identity (or undead nature) of the remains; only 
the current locations of corpses within the area 
of effect are learned. 

If a personal item or small fragment of the 
deceased individual is available at the time of 
casting, the spell can be used to locate the remains 
of that specific individual. In that case, the spell 
does not register the presence of any remains 
except those of the desired individual. 

Both the general and specific versions of the 
spell have no effect if cast on a living creature 
of any type. 

The material component for this spell is 
either a small piece of bone from a human 
cadaver (for the general version) or else an arti- 
cle of clothing, personal possession, or strand 
of hair (for the specific version). This spell is 
popular in regions with strict burial customs. 

Notes: Common for necromancers, witch- 
doctors, and Savage mages; otherwise very rare. 

Lock 
Reversed form, see knock. 

Long Reach, Duhlark’s 

Lorloveim’s Creeping Shadow 

See Duhlark’s long reach. 

(Illusion) 
(Shadow) 

Level: 3 
Range: 0 
Components: V, S, M 
Casting Time: 7 
Duration: 1 rd./level 
Area of Effect: The caster’s shadow 
Saving Throw: None 
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Lose the Path I - 
This spell causes the wizard’s shadow to 

elongate, stretching away from his body at a 
rate of 15 yards per round. It can elongate a 
maximum distance of 10 yards per level of the 
caster. 

The shadow moves as an ordinary shadow, 
along floors and up walls. The caster can 
maneuver in any manner feasible to place the 
shadow where he desires. For example, the 
caster might position his shadow over a high 
window in a tower in order to spy on the tower’s 
occupants. The shadow makes no sound and is 
90% undetectable in all but the most brightly 
lit surroundings. 

While the spell lasts, the illusionist can see, 
hear, and speak through his shadow. The 
shadow cannot physically touch, pick up, or 
attack creatures or objects. It can be struck 
only by spells, magical weapons of +1 or bet- 
ter, or other special attacks (such as a dragon’s 
breath). The shadow has the same Armor Class 
as the caster. Hit points lost by the shadow are 
suffered by the caster. 

To cast the spell, a light source of at least the 
brightness of a candle must be present. The 
caster must also have a small statuette of the 
caster sculpted from a piece of obsidian worth 
at least 1,000 gp. 

Notes: Uncommon or rare spell (TOM). 

Lorloveim’s Shadowy 
Transformation 

(Illusion) 
(Shadow) 

Level: 6 
Range: Touch 
Components: V, S 
Casting Time: 6 
Duration: ld4 rds. + 1 rd./level 
Area of Effect: Special 
Saving Throw: Neg. 

When this spell is cast, the illusionist trans- 
forms one creature or a specified volume of 
nonliving material into shadow, making it 
insubstantial. Thus, a door could be turned to 
shadow and entered. The maximum amount of 
inanimate material that can be transformed is 
one cubic foot per level of the caster. 

Unwilling creatures are allowed a saving 
throw vs. spell to resist the shadowy trunsfor- 
mation. Magical items and the spell effects 
(such as Sigby b forceful hand or a wall of 
stone) cannot be affected. 

A transformed creature and all its gear 

- s  

become insubstantial. The creature can pass 
through small holes, narrow openings, and the 
smallest cracks. The creature cannot fly with- 
out additional magic. 

No form of attack is possible when in 
shadow form except against creatures that exist 
on the Ethereal plane. In this case, all attacks 
are normal; however, the shadowy creature can 
be harmed only by magical weapons of +I  or 
greater or by creatures able to affect those 
struck only by magical weapons. Spells and 
special attacks have normal effects. 

Most undead creatures will ignore a creature 
in shadow form, believing it to be a wraith or 
spectre; however, liches and powerful undead 
may save vs. spell with a -4 penalty to recog- 
nize the spell. A successful dispel magic spell 
forces the creature in shadow form back to nor- 
mal form. 

Notes: Uncommon or rare spell (TOM). 

Lose Face 
Reversed form, see face. 

Lose the Path 
Reversed form, see find the path. 
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Love -Witch 

Love -Witch 
(EnchantmentlCharm) 

Level: 7 
Range: Touch 
Components: V, S 
Casting Time: 7 
Duration: Special 
Area of Effect: 1 male human, demihuman, or 

Saving Throw: Neg. 
humanoid 

With a simple touch of her hand, the caster 
can create in the creature touched an undying 
devotion and infatuation toward her. The sub- 
ject is allowed a saving throw vs. spell to 
negate the effect. 

A male subject failing the saving throw is 
affected as if he had imbibed aphilter of love 
(see Appendix 3 of the DMG). He is charmed 
and regards the caster as his one true beloved, 
willingly following her least suggestion and 
defending her from all harm. 

The love spell is one of the most powerful 
charms known, and the recipient can never free 
himself unless the witch releases him, or a lim- 
ited wish or wish spell is used to break the 
spell. Even the caster’s most hostile and objec- 
tionable orders or actions-including direct 
attacks against the charmed character or suici- 
dal commands-will do no more than tem- 
porarily drive the subject from her presence for 
a period of 1 to 12 hours, after which the sub- 
ject cautiously returns, hoping that the love of 
his life may have forgiven him. 

Notes: Restricted to witches of good or neu- 
tral alignment; uncommon. 

Love Charm 
(EnchantmentlCharm) 
(So@ 

Level: 3 
Range: 120 yds. 
Components: V, S, M 
Casting Time: 1 
Duration: Special 
Area of Effect: 1 person 
Saving Throw: Neg. 

This spell is identical to charm person in all 
respects but two. First, the caster specifies that 
the subject become enthralled with a person of 
the opposite sex. This may be herself or anyone 
else whose name the caster knows. If it is 

someone not present, the spell’s effects are felt 
only when the subject first sees that person. 
Second, to the normal effects of a charm per- 
son (trust and friendship) are coupled a strong 
desire for romance. 

The caster must have in her possession 
something belonging to both the subject and 
the spell’s object in order to cast this spell. 

Notes: Restricted to those of gypsy blood, 
witches of good or neutral alignment, or a spe- 
cialist in this type of magic. Those who have 
access to this spell do not have access to the 
charm person spell and vice versa; uncommon. 

Lower Resistance 
(Abjuration, Alteration) 

Level: 5 
Range: 60 yds. 
Components: V, S, M 
Casting Time: 5 
Duration: 1 turn + 1 rd./level 
Area of Effect: 1 creature 
Saving Throw: None 

Using this spell, a wizard can attempt to 
reduce the magic resistance of a target crea- 
ture. The magic resistance of the subject works 
against the lower resistance spell itself, but at 
only half its normal value. No saving throw is 
permitted in addition to magic resistance. This 
spell has no effect on creatures that have no 
magic resistance. 

A target creaturethat does not resist the effects 
of the spell has its magic resistance reduced by a 
base 16% plus 1% per level of the caster (that is, 
a base 25% reduction at 9th level). 

The material component is a broken iron 
rod. 

Notes: Uncommon spell (TOM). Note that 
the base is substantially reduced from the orig- 
inally published form. 

Lower Water 
(Alteration) 
WiV) 
Reversible 

Level: 6 
Range: 80 yds. 
Components: V, S, M 
CastingTime: 1 turn 
Duration: 5 rds./level 
Area of Effect: 10-ft./level square 
Saving Throw: None 
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Mace, Belsham’s Material Plane, with flotsam from a 
wreck. Characters from the same ship See Belsham’s mace. 

(conjuratiodSummoning) 
(Woter) 

Level: 9 
Range: 120 yds. + 10 yds./level 
Components: V, S, M 
Casting Time: 9 
Duration: ldlO rds. 
Area of Effect: 150-yd. radius 
Saving Throw: Special 

When cast upon the sea (or large lake), the 
maelstrom spell punches a hole right through 
the Prime Material Plane into the Elemental 
Plane of Water. A huge whirlpool appears for 
ldlO rounds, sucking everything close to it 
into the Elemental Plane of Water. At the end 
of that time, the rift between the planes seals 
and the sea returns to normal. 

The whirlpool has a dark center like a bulls- 
eye, surrounded by a ring of swirling water. 
The center has a 50-yard radius. The surround- 
ing ring is another 100 yards wide (giving the 
entire whirlpool a 150-yard radius). All vessels 
within the whirlpool’s center must make a sea- 
worthiness check with a -20% modifier each 
round. Failure indicates that they are sucked 
into the Elemental Plane of Water. Success 
means they simply hold their ground; they have 
no choice but to hang on until the spell elapses 
or until they are sucked through. 

Vessels within the 1 00-yard border around 
the center must also make a seaworthiness 
check each round. Success indicates that they 
can sail under “adverse” conditions. Creatures 
and spells that affect water also may help them 
move from the area. Failure means they are 
dragged 20 yards toward the center. 

An individual in the border area who is not 
aboard a ship is dragged 50 yards per round 
toward the center. 

Allies who control water or use magic may 
help; mere swimming has no effect. An indi- 
vidual in the center of the maelstrom who is 
not aboard a vessel must make a saving throw 
vs. death magic each round to avoid being 
sucked through the whirlpool. Success indi- 
cates the character holds his ground. Failure 
calls for another saving throw. If a second save 
vs. death magic succeeds, the individual is 
merely cast up somewhere else in the Prime 

may be cast up as a group or scattered far ap& 
(DM’s option). Those who fail the second sav- 
ing throw are dragged fully into the Plane of 
Elemental Water. Unless these individuals can 
somehow breathe underwater, or have friends 
among the marids near such an area, their 
prospects are grim: If they don’t drown, they’ll 
probably be enslaved by the marids. 

The material component of this spell is a 
diamond worth at least 10,000 gp. The gem is 
crushed when the spell is cast. 

Notes: Common for Sea mages or those 
from an arabian setting; otherwise very rare. 

Mage ”hnneltt 
(Alteration) 
(Dimension) 

Level: 9 
Range: Special 
Components: y S, M 
Casting Time: 9 
Duration: Special 
Area of Effect: Special 
Saving Throw: Special 

When cast, muge tunnel opcns up a magical 
passageway between the caster and an area 
known to the caster no more than 1,000 miles 
away, through which the caster can freely 
travel. The only restriction on the spell is that 
the destination must be out-of-doors and in a 
location with which the caster is familiar. 

The tunnel can be used to kidnap others. In 
this case, the tunnel is cast to appear next to the 
victim. Anyone within 5 feet of either opening 
must then make a successful surprise roll or be 
immediately drawn into the tunnel, sucked 
through it, and expelled at the other end. Fur- 
thermore, the victim at the opposite end of the 
muge tunnel must roll for surprise with a -2 
penalty, since the appearance of thia spelt is wu- 
ally totally unexpected. The caster himself is not 
affected, need not roll to resist the suction, and 
may enter the tunnel or not at his discretion. 
Szass Tam developed this high-level transporta- 
tion spell, then discovered its use in kidnapping 
or in sending away unwanted visitors. 

The muge tunnel k material component is a 
1-inch length of copper tubing engraved with 
silvered runes. 
Notes: Unique; known to Szass Tam of Thay 

in the FORGOTTEN REALMS setting. 
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Magic Aura, Nystul’s 

Magic Boomerang 

Magic Cloud, Odeen’s 

Magic Defiance Undone 

See Nystul’s magic aura. 

Aka magic disk. 

See Odeen’s magic cloud. 

A MYSTARA setting spell, aka pierce magic 
resistance. 

Magic Disk - Witch 
(Invoeation/Gieation) 
Pome) 

Level: 1 
Range: 20 yds. 
Components: V, S, M 
Casting Time: 1 
Duration: 1 turn 
Area of Effect: 1 creature per rd. 
Saving Throw: None 

This spell conjures a glowing disk of magi- 
cal energy about a foot in diameter. The witch 
can throw the disk at opponents once per 
round. The device confers a +3 bonus to attack 
rolls and can affect creatures struck only by 
magical weapons. The disc can be hurled at an 
opponent fleeing around a corner and it will 
follow, but this reduces the attack bonus to +l. 
A hit inflicts 1 point of damage upon the target 
creature. After each throw, the disk returns to 
the witch’s hand, ready for the next round. 

Instead of throwing the disk multiple times, 
the witch may instead choose to expend all the 
disk’s energy in a single hit. In this event, the 
magic disk inflicts Id6 points of damage, plus 
1 point per level to a maximum of ld6 + 10. 
The witch can specify normal or subdual dam- 
age (the latter is 25% real and 75% temporary). 
If the witch misses, the disk returns and can be 
thrown each round, until a hit is scored or the 
duration runs out. 

The material component is a silver piece. 
Notes: Restricted to witches (and optionally 

force mages); common. An earlier version of 
this spell, differing only in the shape of the 
force, was magic boomemng (which might be 
allowed to Savage mages). 

Magic Ear 
(Alteration) 

Level: 2 
Range: 40 yds. + 10 yds.heve1 
Components: V, S, M 
Casting Time: 2 
Duration: 4 rds. + 1 rd./level 
Area of Effect: 3-ft. radius circle 
Saving Throw: None 

This spell amplifies all sound within the 
area of effect, so any normal sound can be 
heard clearly through as much as 1 ,OOO feet of 
air, 10 feet of wood, or 1 foot of stone. The 
small circle from which sound is amplified can 
be moved within range as long as the spell 
lasts. Very loud sounds (the roar of a lion or 
dragon) and sounds that are already magically 
amplified (the roar of an androsphinx or drag- 
onne, a shout spell, etc.) overload and cancel 
the spell, leaving the recipient stunned for ld4 
rounds unless he makes a successful saving 
throw vs. petrification. Like the 3rd-level clair- 
voyance and similar spells, an invisible magi- 
cal sensor is created at the spell’s center. 

A silence cast directly against the magic ear 
spell negates it. An amulet of proof against 
defection and location or other magical protec- 
tion against detection might defeat the spell, at 
the DM’s option. 

The material component is a feather from a 
giant owl’s head. 

Notes: Very rare spell. (Updated from 
POLYHEDRON Newszine). 

Made Drain - 
(Evocation) 

Level: 8 
Range: 60 yds. 
Components: V, S, M 
Duration: Instantaneous 
Casting Time: 4 
Area of Effect: 1 weapon 
Saving Throw. Special 

This spell permanently drains the enchant- 
ment from one magical weapon. The casting 
wizard must be within 60 yards of the weapon 
and have a clear view of it. 

If the caster holds the weapon, no saving 
throw is neccessary. If the weapon is in the 
possession of another individual or creature, 
the weapon is allowed a saving throw vs. disin- 
tegration modified by the level of the wielder. 
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For example, a sword wwld normally require a 
saving throw of 17 or better to resist the e- 
in the hands of a 6th-level fighter, it would 
need an 1 1 or better. 

The spell’s effect is limited to one type of 
magic of no greater than a +5 bomu. Against a 
sword + I .  +3 vs. lycanthmpes, for txample, 
this spell could negate either the +1 bonus or 
the +3 bonus. A second spell would be rquircd 
to negate both bonuses. 

The material component is a vial that once 
helda magical potion. 

Nates: Common on Cerilia, the BIRTHRIGHT 
setting; unknown elsewhere. This ape11 h c -  
ti on^ only when cast in the CeriIiaa sating. 

M8gic R i d  
(Conjucatlon/Summoning)~ 
W m W m )  

Levsk 1 
Range: 5 ydsJlevel 
Components: y S 
CastirIgTimC: I 
Duration: 3 rds. + 1 d./lcvcl 
Area of Effect Cream 1 fiit 
Saving Throw: Neg. 

This spell conjures a glowing fii of noncor- 
poreal energy that can be used to telekioeti- 
cally pummel the caster’s foes. 
The OaStncanaaatLany mahmwithinthe 

spell range, requiring a successful attack roll to 
hit. A hit inflicts ld4-1 points of damogeper 
caster level (minimum 1 point of damage per 
die) to a maximum of 10d4-10 at 10th level. 
Any creature reduced to 0 hirpointa is hocked 
out for 2d6 rounds, but only 25% ofthe dam- 
age Is actual. 

The magicfist delivers a solid blow that 
might also prove useful for triggering trap#, 
moving small objects, OF performi- other 
unsubtle manipulations within the spell’s 
range. 
The fist is an emnabon ’ of the cslrtcr‘s men- 

tal power. It does not take dsmqe, and physi- 
cal objects pass through it. While the caster is 
manipulating the fist, no retion is possible 
except for movement at no more than half tha 
cuter’s normd movsment sue. 

Nom: Very rare. spell. Known to be in hfs- 
malk h k e t  L i h r y ,  Ell. I .  

Mngic Jar 
(Necromancy) 
(iMenta&m) 

Level: 5 
Range: 10 yds./level 
Components: V,S, M 
Casting Time: 1 rd. 
Duration: Special 
Area of EffeCt: 1 Mcatun 
Saviug Throw: Specid 

The magic jar spell enables the caster to 
shift his l i l f o m  intort special receptacle (a 
g- or large crystal). Prom then the caster 68n 
foroQ#n exchange of lifeforces between &e 
recepcIcle and another creature, thus enablinn 

in the round in which the casting is G& 
allowing no other actions. 

While in the magic jar, the caster can sense 
and attack aay lifeforce within a lO-foot-pr. 
level radius (on the same plane); howem, the 
a n d  creature types and relative physicaI pi- 
tions carmot be dmrmmed ’ .hagroupof%- 
h a ,  the caster can sense a difference of four 
or more levels/Hit Dice and can determine 
whether a lifeforce is positive or negative 
m. 
Fm example, if two 10th-level fighters are 

attacking ahill giant and four ogres, thccppter 
could determine that there arc three stronger 
and four weaker lifeforces within range, a11 
with positiw life energy. The caster could try 
to take owreither a stronger or a weaker crea- 
ture, but he has no control over exactly which 
acatwc is -ked. 
An attempt to tpke over a host body requires 

a full round. It is blocked by a pm&ctkw #urn 
evil spell or similar ward. It is t i u ~ f u l  only 
if the subject fails a saving thmw w. spell with 
a special modifier (sa following). The saving 
throw is modified by mbtra&ng the combined 
Intelligence and Wisdom scores of the targct 
mature from those of thc wizard (htC&XIGC 
and Hit Dice in nonhuman or nonhumanoid 
creatures). This modifier ia added to (or sub- 
tracted from) the die roll. 

the &nrd to take over and control the body of 
aIW&DF“frktUre, while the lifeforce of thc host 
is confined in the receptacle. The speck4 life- 
force receptacle must be within spell range of 
the wizard’s body at the time of spellcas~ing. 
The wizard’s lifefme shifts into the r~cc~tack 
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Amcccssfuf d&pd mugic spell cut OR the 
hort can drive hcrptsr of the irqgtc/m Ipdl 
backintothcrscspgdeandpccvcnt~fms 
meting any a t t a c h  for id4 r o d s  p h  1 
rougdpcilml dthc crrtaeftkdispcl.Tbc 
bre UDCCCUE chanuc is SO%. plus orrainor 5% 
pa level diiiaencz betarwsl ths ustar. A'QLC- 
asaW &&hag& &st against the rsceparcls 
fonocs tkoccUpant'brPk into his r n ~ b o d y .  If 
the wizard who cast the mugk Jan is h e d  
h k  into bisawnbody,&e speU &. 

I f t t D h o 8 t b D d y u ~ t 8 s w t s r ~ t o  
the redeptack, ifwithin range, andthe li- 
ofthe ~ . d q m r ~ ~  (i.e., it isdad). If thc hbsr 
body is slain beyond the tango of the epsll, 
both thehast aud ths castq die. 

Any Lifeforce with nowhere to go is treated 
as rlain unless nc&d by a mire &ad, m r -  
reclion, or similar spelt. 

ff the bodycrfthc caster udsin, Bis lifbfarce 
survives if it is in either the receptacle or the 
host. If the receptacle is destroyed while the 
caster's lifeforce ~et ipics tb6 caetrr is irnrv- 

r 

3 

Elrater 

dwnqt automtttidy know the language or 
spelb of the -e). Thc bastes retains his 

available, the wizard can even use his memo- 
rized spells. Tbe host body retains its own hit 
points and physical abilities and proper(icr. 
The DM decides if any additional modifioa- 
tions are necessary; for example, perhaps 
clumsiness or inefficiency occurs if the caster 
must become used to the new form. The dip- 
ment of the host or receptacle is that cf the 
occupying lifeforce. 

The caster can &if? trsSly from the kart to 
the receptacle if within the l@-foot-par-kvel 
range. Each attempt to shift requires One 
round. The spell ends when the wizard shifts 
from the jar to his own body. 

ocably slain. 
N o w  Common spell (PHB). 

Magic Manager 
(Chronemamy) 

Level: 6 
Range: 0 
Components: V, S, M ' 

Casting Time: 6 
Duration: 1 rdJ2 levels 
h0fEffeet:IhSlXMtW 
savhgThmw:Ncg: ' 

This spell delays thd time n o m l l y  spent 
achround ~ ~ m t h o o f f c c t a  of# 
casting. This allows for multiple spellcutinp, 
but 2 rounds of rest are required after the 
mgk nwragrr's itaration eadr, duriag whidl 
tbe coster oan perfow 110 cclstiag or comb8t 
actions (drinking potions and moving are 
rfkrared). 

The rosndafterthir apcll is east, the c.bcr 
rolls initiative and adds the casting time of 
wbatmwapelfhwishestocsrt.Atthatapcll's 
conclusion, the chponomancer rolls another 
ldl0 (tu aacens &e situation 8nd chooses new 

total r e a b h  30 of B multxple of 30, si new 

This metbod is used for the duntiomofthe 

spetIlrad8d&4Jl& IrcxtcaIltiq time. wkm (bs 

r o l m d b . ~ .  

spell or uhtil the chronomanwr stops carting 
spells. If the clmnomanccr pcnkma an .ction 
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other than casting spells st any time, the action 
takes place in the following mmd, and then the 
count starts over again the round &that. 

For example, assume a chtoMmsncer cluds 3 
spells in a m ,  withcnstiq timcs of 5,4, md 6, 
and rob  initiativoS of 9.1, and 7. ?kro Spcus are 
cast in the f a  mund(tot&of is, then 19). and 
the third spell is cast in the sccand round with 
an initiative of 2 (32 total 30). The chrono- 
mancer then decides to drink a potion. The 
potion is imbibed in round 3, and the chrono- 
mencorcmstartcaatingspalls~inmumd4. 

Only spells of 4th level or Iowa canbe cast 
while using the magic manager, and no spell 
can be cast more than once while the spell is 
still running. Doing so ends the magic man- 
ager’s effect. 

The material components are a humming- 

Notes: Restricted to chconomancers; com- 
bird‘s tongue and some popw sasds. 

mon. 

Magic Mirror 
(Divlnrtion, Enchmtment) 
@rt??e) 

L’evel: 4 
Range: Touch 
Components: V, S, M 
CastingTime: 1 hr. 
Duration: 1 rd.Acve1 
Area of Effect: Special 
Saving Throw: None 

By mcans of this spell, the wizard ch.nges a 
normal mirror into a scrying device similsr to a 
crystal ball. The details of the use of such a 
scrying device are found in the DMO (in 
Appendix 3: Magical Item Descriptioits. under 
the description for the crystal balc). 

The following spells can be cast through a 
magic mirror: comprehend lunguages, read 
magic, tongues, and in$wision. The folloering 
spells have a 5% chance per I m l  of the caster 
of operating correctly: detect magic, detect 
good or evil, and message. The basc chances 
for the subject to detect any crystal ball-like 
spell are listed in the DMG (again, under the 
description for the crystal ball). 

The mirror used must be of finely wrought 
and highly poliebsd silver and coetnot Isssthan 
1,OOO gp. This mirror is not harmsd by casting 
the spell, but the other material coqoaen- 
the cye of a hawk, an eagle, or even a roc, and 
nitric acid, copper, and zinc-am uaed up. 

Notcr: Common spell (PHB). 

Magic Missile 
(E=-) 
P O W  

Level: 1 
Range: 60 yds. + 10 yds./level 
Componaats: y s 
CaStingTime: 1 
haation: Im~tmtanmw 
AM of Effect: 1-5 targeta in a 1 0 4  cube 
savingTbrow:Nonc 

Use of the magic missile spell cnatea up to 
five missiles of magical energy that dart forth 
from the wizard’s fingertip and unerringly 
strike their target. This includes enemy crea- 
tures in a melee. The target cmturu llltlst be 
seen or otherwise detected to be hit, however, 
so near-totd concealment, such as that offend 
by arrow slits, can render the spell ineffective. 
Likewise. the caster must be able to identify 
the targot. He cannot direct a magic bile to 
“Strike the commander of the legion,” unless 
he can single out the commslKbr Erormthe rest 
of the SO&&E. Specific puts ofa creature can- 
not be swad out. Inanimate objsds (locks, 
etc.) camat be damaged by the spell, and any 
attempt to do so wastes the missiles to no 



effect. Against creatures, each missile inflicts 

For every two extra levels of experience. the 

mt 3rd led, three at 5th lwel, four at 7th level, 
a, up to a total of fiie misailen at 9th level. If 
the wizard has multiple missile capability, he 
can haw thsmstrilrc a single targcdcreatm or 
several creatures within a 10-foot cube as 
desired. 

ld4+1 points of damage. 

wizardgainsanIldditbdmissik--bebaa two 

N.ter. Common spell (PHB). 

Magic Mirdls Reflection 
(Abjuration, Alturtk.) 

Level: 2 
Range: Touch 
CoPnpoaents: Y S, M 
Casting Time: 2 
Duration: 2 rds. + 1 rd./level 
Area of Effect: Creature touched 
Saving Thraw: None 

This dweomer weaves an invisible field 
around the body of the recipient that reflects 
nagic missiles entirely back at their ~ourcc, 80 

that the protected creature talres no harm. The 
missiles are reflected for full damage unless 
the source is protected against them. 

The spell can be transferred by the protected 
being to another creature by willing the magic 
to move and speaking the one-word initial 
incantation as the mw recipht iqtouched. The 
incantation is made initial@ by the caster as 
she touches a spell recipient, who probably 
hears it well emugh to repeat it. A being so 
bestowing the rpdl need not be a spellcaster. 
These transfern can be done as afkrr M desired, 
but only once pa round, ~6 oely-%le creature 
is protected at any given tima. Tb6 &J dura- 
tion is not extended or shcntowd by'trsasEers. 

This spell was once known .sfialon&a Z 
kiss because that long-ago sorcmm of Myth 
Drsmror bcrtpmd its protection 8lt compaq- 
ions P the ' band she lad by meam 
of a kies. 

The material component of the spell is a 
drop ofulc cuterg diva. 

N e t w  Rare 01 very mre in the FOROOITEN 
Rrmtdsrtning;virtuUyuaktpvnelscwhcm. 

M a e  Mouth 
(Altf-tion) 

Level: 2 
Rlllge: MJ yds. 
Components: V, S, M 
Casting Time: 2 
Duration: Special 
Area of Effect: 1 abjwt 
Saving Throw: None 

When thin spell is cast, the wizard imbues 
the chosen object with an cnchmtedmouththat 
n t d d m t y ~ ~ s p e a l r s i ~ ~ *  
a specified event occurs. Tbc m e ,  which 
must be of 25 words or less. can be in my lm- 
guage known by the spellcaster, and CUI be 
delivered ovcraperiod of ont turn. Ths mouth 
cannot speak magical spells or use command 
words. It doer, however, mow to the words 
articulated-if it is placed upon a statue. the 
mouth of the statue would actual@ movc md 
appear to speak. Of course, the magic math 
can be placed upon a tree. rock, door. or any 
other object, excluding intelligent m e n h  of 
the animal or vegetable kingdoms. 

The apcll functiolLl when sptcifii d t i o n s  
arc fulfiilcd, according to the tommaod of the 
spellcaster. Some examples am to speak "to he 
f i t  creature that touches you," or ''to the firat 
creature that p a w s  within 30 feet." Com- 
mands can be as general oror dotailcd.as 
desired, although only visual and audible trig- 
gers can be used, such as the following: "Speak 
only when a vencrable female human carrying 
a sack of groat clusters sits c r o s s b e d  within 
1 foot.'' Such visual triggem csn react to a cfuu- 
acter using the disguise ability. Command 
range is 5 yards per level of the wizrrd, l l ~  a 
6th-level wizard can command the na@'c 
mouth to speak at a maximum encolmter muge 
of 30 yards ("Speak when a winged creature 
comes within 30 yards."). Tbc spell hats until 
the speak command 01111 be fulfilled; thus. the 
spell duration is vnriab&. A rrurgic m w h  can- 
not w i s h  invisible cmames, al-, 
level, Hit Dice, or claw, except by external 
garb. If desired, the effect can be keysd to a 
specific wise or spoken word. 

The m a t h 1  component of this spell is a 
small bit ofhoneywmb. 
Notes: Common apoll (PHB). 
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Magic Rwistrrace - Pluma 
(Abjuration) 

Level: 4 
Range: 0 A 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: 1 turn 
Area of Effect: 5 ft./level &us 
Saving Throw: None 

This potent spell combines the effects of a 
minor globe of invulnerability with some 
unique features of its own. The spell cancels 
out all magic effects within the area of effect, 
including spells directed at the caster, the me 
or effects of magical items, and abilities. 

The magic resfstance sp l l  can be broken by 
a successful dispel magic, but it is treated as 
16th level fur purposes of dispelling. 

The material component for the spell is a 
small, clay image of Qotal, which is crumbled 
as the spell is cast. 

Notes: Restricted to practitioners ofpkrma 
magic (the Maztica setting); common. 

Magic Resi8tsnce Undone 
A MPSTARA setting spell, aka pierce magic 
resistance. 

Magic Stnff 
( E n c I u n t m e n V C l )  
(Adf ie )  

Level: 5 
Range: Touch 
Components: V, S, M 
Casting Time: Special 

Area of Effect: The wizard’s staff 
Saving Throw: None 

Duration: special 

This spell allows a wizard‘s staffto stom one 
spell level for every three levels of the caster. 
Thus, a %-level wizard can store three spell 
levels (three 1st-level spells, one 1st and one 
2n4 or one 3rd-level spell). 

Spells that an to be stored in the staff must 
be memorized normally by the wizard. The 
spells are then cast as normal when charging 
the staff; casting requires the spell’s normal 
casting time plus one round. The spelt is wiped 
from memory and material components are 
consumed. All spells to be stored must be cast 
into the staff within 1 turn. All stored spells 
have a casting time of 3. 

Spells remain in the staff until cast or dis- 
pelled, or up to 1 hour per level of the caster. 
After this time, a11 stored spetls fade away. 
(Note that on law magic worlds, M4 M less, the 
stafF wit1 not function, though it will function 
normally if taken to a higher magic world 
before the duration expiras.) 

Only wiwda who know the nagic stqflspell 
can cast spells from another wizard’s magic 
stafl This applies to wizards who have never 
learned or could not normally cast the spells 
stored in the staff. It is common for the staffs 
Owner to implant a command word that must 
be used by anyone wish8 to employ the staff. 

The material component for this spell is a 
staff cut from an ash tree. For each spell level 
the wizard intends to imbue into the staff, it 
must be inlaid with rubies worth at least 1,OOO 
8p. 

Note: Uncommon spell (Tow). 

Magic Tailor, Odeen’s 

Mngicrl Doom, Xnlt’s 

See Odeen’s magic tailor. 

See Xult’.. magical doom. 



Magical Minions 
Athasian Dmgon-King magic; 
psionic c o m p n w  d e r s  the 
spell uncastde by wizards. 

Magical Plague 
Athasian Dmgon-King magic; . 
psionic component d e r s  the 
spell uncasNe by wizards. 4 

Magical Susceptibility 
(Alteration) 

Levek 6 
Ringe: T-h 
camporionts: v, s 
CastingTime: 1 
Duration: Special 
Area of Effect: Creature touched 
Saving Throw: Neg. 

This spell gives the creature a -1 penalty to 
saving throws against one type of special attack 
@aralyzation/poisddeatb magic, rod/wand/ 
staff, bath weapon, etc.). Ifthe mature fails a 
saving throw vs. spcll, roll percentile dice and 
consult the table to find which type of w i n g  
thmw is affected The caster can chmage theper- 
centile roll by +I% pcr experience lwei, exert- 
ing some conl?ol ovcrthe category a & t d  

The penalty is perrmment, although it can be 
negated by means of a limited wish or wish. A 
remove curse cast by a spellcaster of equal or 
higher level is also effective. The creature’s ini- 
tial saving throw against this spell is not 

Multiple castings of this spell cnn affect a 
single saving throw up to -1 per five levele of 
the caster (-2 at 12th level, -3 at 15th, -4 at 
ZOth, and so on). 

Notes: Very rare spell. Known to be in 
Frismal b Pocket Libmy, Yol. ZX 

a c t e d  by any penalty the spell might inflict. 

.d% C.t8pq 
01-20 Padyzatiodpoisoddoath magic 
2140  W d d  
41-60 Pctrifiitiodpolymorph 
61-70 Breath weapon 
71-00 Spell 

Magnetism 
(Al t ewm)  n 

W Level: 3 
Range: 60 vds. 
componmis: v, S, M 
casting Time: 3 
Duration: 3 rds.Aevel 
Area of Effect: 30-13. radius 
Saving Thmc Neg. 

This s@I C B ~  be used in two ways, depend- 
ing on the desires of the wu jen at the moment 
of casting. If cast upon h i l f ,  the spell gives 
the wu jen the ability to draw iron and ateel 
items to his hand upon command. 

The item must be in the area of effect. Roly 
one item can be called per round. If the itom is 
held by another, that charaotsr is allawed a gpy. 
ing throw vs. spell to resist tkc effea. Repeated 
attempts can be made upon the same item, pro- 
vided each attempt is made in a different 
round. 

A wu jen could attempt to snstc~weapans 
from the grasp of othm orchengethe flight of 
m o w s .  Ifthe item summonediw greatermnsa 
than the wu jm, the cff.Et is oppositb-the wu 
jm is drawn to the itan.Attampringt0 magne 
tize a man in metal armor nonnaliy resulta in 
the wu jen being dragged to the item, not 
always a desirable rcsult. The spell is powaful 
emugh to puU the wu jen thmugh the air: it can 
beaneffsctivemathodofcrossingchknmspro. 
vidcd there is a &icient mass of iron on the 
O k  side. 

If cast upon another, that individual is 
allowcd a saving throw vs. spell to avoid the 
effect. Thereafter, all iron and steel items 
within 30 feet ofthe individual are drawn to 
that point. Ibme in the possession of crepturea 
allow thc creature a saving tiuow as explrined 
above. Again, if the massof any item is greater 
than that of the *get point, the direction of 
movement is rarwrsed. In either use, weapons 
drawnby titis Bpall cause no damage since they 
am not wielded or controlled by a conscious 
mind. 

The material componant for &is spell is a 
piece of lodestone. 

> M.pasliamf I 
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The reverse of this spell, demgneffze, can- 
cels the effects of magnetism. The material 
component is a small wooden rod. 

Notes: Common in oriental settings; other- 
wise very rare. 

Magnificent Mansion, 
Mordenkninen’s 

See MordtnLainen’s magnificent mansion. 

Mahlorn’s Mental Exchange 

Mahlorn’s Mental lkansfer 

Mailed Might 

See life force exchge .  

See life force transfer. 

(NullodPhantaam) 
(sib*) 

Level: 3 
Range: Touch 
Components: y S, M 
Casting Time: 3 
Duration: 1 sd.Aml 
Area of Effect: 1 creahuc 
Saving Throw: None 

By means of this spell, a wizard protects 
himself or herself or another touched creature 
with temporary, illusory armor. The armor has 
no weight, nor does it encumber its wearer or 
in any way affect movement or epallcclsting. To 
the wearer, it is invirible and undetectable, 
making no metallic sounds when struck or 
moving, and so on. To others, it appears as 
translucent, ghostly armor, visible in outline 
but nonreflective and soundless. 

It protects the warm as if it were chain mail 
(AC 5) .  Minor illusory displacement makes 
enemy melee. attach leas effsctive. reducing the 
actual damage from each melee attack striking 
the caster by 3 points. The phantom armor also 
confers a +1 saving throw bonus against all 
attacks pmtected against by magical armor. 

Furthennore, the armored creature loaka as 
if it were shadowed by far larger, more power- 
ful armored creatucMl who staud behind it and 
mow with it. Cmaturca of semi- or low Intelli- 
gence (2 to 7) who obsmn this effect may flee 
in fear of the strange and powerful armored 
creature they &e. More intelligent creatures 
are often disconcerted and may respect the 
potential powers of the protected being more 
than they otherwise would. 

While the armor itself cannot be success- 

fully disbelieved, any ability or magic that 
counters illusions (such as true seeing) allows 
its UIQ to ignore the dfecta of this spell. 

The material component of this spell is a 
small fragment of real armor: plate or metal 
mail-weave. 

NO~CB: Rare spell in tbe FOR- REALMS 

to be in a ram tome, Selvar’s Inflable Conjum- 
tionr, hiaglc, and Phantasms. 

Maintain 
(AbJuration, Necrom8ncy) 

setting; virtaally unknown elsewhere. Known 

Level: 6 
Range: Touch 
Components: V, S, M 
Casting Time: 1 turn 
Duration: 1 dayAeve1 
Area of Effect: 1 creature 
Saving Throw: None 

This spell is used on the !&wage Court in the 
RED STEEL setting. The affected creature is 
maintained at his or her cUrient stage of Red 
Curse effect for the duration of the spell. A 
recipient in the Time of Grace remains there 
(accpt for suffering the loss of a single ability 
point); a recipient in the Time of Loss or the 
Time of Change stays at cxactlytbc same point 
as when the spell is cast. The use of a Legacy 
ability by a recipient of maintain immediately 
dispclr the maintoin spell. 
A# mentioned, thisspell doer notpment thc 

loss of the initial point from the appropriate 
ability score, nor does it elimtrotc or heal say 

tors. If the recipient sffected by a successful 
deplete spell (for which the caster need make 
only a normal attack roll, without the -4 
penalty), the maintain spell is immediately 
eliminated, and the full time called for by the 
depJete spell is instantaneously applied to the 
T i e  of Loss and Change. 

Since cinnabryl is difficult to find in some 
places, priests developed a spell to counteract 
some of the effects of the Red Curse. After 
some work, wizards wm able to duplicate the 
spellk effects. 

This spell is used throughout the Savage 
Coast, but most commonly in Robrenn, EUS- 
dtia, Rcnardy, Bellayne, and Herath. In several 
small towns, the village priest or wizard makes 
rounds, casting the spell on all who need it. 
This holds off detrimental effects, and also 
keeps most of the common folk in those small 

datninsntal etkts. It does not work ou Inhcri- 

I 
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towns from using Legacies. 
The spell requires at least aweclr’s worth of 

undeplctcd cinnabryl. This must be touched to 
the recipient’s bead at the end of cas@, but is 
not cwwrmed in the casting. Thc Caster touches 
the target creature while reciting the spell’s 
verbal componmt to activate the spell. 

mon; otherwise virtually unknown. 
Nder: h m d i n t b R e D S ~ s c t t i n g , c ~ m -  

Major Cloak 
mIJ--) 
Level: 9 
Range: 0 
Components: V, S, M 
CaatingTime: 1 
Duration: Special 
Area of Effect: 1 land mass, 5,000 sq. mi. 
Saving Throw: None 

This spell was used by the Irda to cloak the 
island Anaiatha. It causes a land mass that is 
surrounded by water to become invisible to all 
except the specks that normally inhabit it. The 
island cannot be detected by sight or by scry- 
ing. Furthermore, the illusion affects all who 
come within one mile of its coastline, causing 
them to taka a route around the island while 
making them believe that they are taking a 
dmct  route through the “waters” where the 
islnad is actually located 

There is ow drawback to this spell; it does 
not prevent the cloak from radiating intense 
magic, and those who scry the sc.8 for magic 
may be able to detect it. Becaw Wizards of the 
Mischta cannot nach 18th level, they have not 
been able to use this spell to hi& Sciask 

The required material components have not 
ban recorded, and the Irda have not revealed 
them, but it is certain that there am one or more 

Notes: Known in the DRMN~NLANCB setting; 
exotic compoaents requimd. 

very rarc. 

Major Crertion 
@Iu~ion/Phantum) 
(Shadow) 

Level: 5 
Range: 10 yds. 
Components: V, S, M 
CastingTime: 1 turn 
Duration: Special 
Area of Effect Special 
Saving Thraw: None 

LiLo the mkor crenrion spell, the wuajor c a -  
ation s ~ &  enables the WiZprB to pull wisps of 
msterinl from the Dmmiphne of Shdow to we- 
ate an item of nonliving, vegetable naturv- 
soft goods, rope, wood, ete. The wizard can 
also create mineral objocts-stone, crystal, 
metal, etc. The item mated cannot exceed 1 
cubic foot per level of the spellcaster in vol- 
ume. The duration of the created item varies 
with its relative hardness and rarity: 

Vegetable matter 2 hrs./level 
StoncOrCrySt8l 1 brJkVel 
Recious metals 2 trnndlwel 
G W  1 W e v e l  
Mithrol* 2 rdp./levcl 
Adamantit8 1 rd.ileve1 

‘IDcIpdo. *milurae mo(llr 

Attempting to we. any of these 88 matetiel 
components in a spell causes the spell to fail. 
The spellcaster must have at least a tiny piece 
ofmaitcrofthe same type BS thc itmr bc plans 
to crutc--abit oftwiaedhrmp tocIEatc mpe, 
a chip of stone to create a boulder, and so on. 

N O W  Common spell (PHB). 

M8jW DelOUIlin& Nh*s’ 
See Nimodcs’ major delousing. 
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this spell. Apmtedionfnwn evil dfect pmtents 
the caster fimnexacising active control over a 
creature, but it docs not prevent control frsm 
being established 

The wizard forges a atrong telepathic link 
with the subject. L a n m e  and hteNigence rte 
no barrier: As long as the subject is not mind- 
less, the caster can force the cteature to do a8 
he wishes. While the spell must be dast initially 
on a creature within range, the wizard can 
command the creature from any distance, as 
long as both am on the same plane. 

If a creature strongly resists, the wizard may 
have to concentrate (doing nothing else that 
round) to &rce his control. Extreme acts and 
those of self-destruction allow an immediate 
gains a new saving throw with no pmoltv end a 
possible + I  to +4 bonus, depending on the cir- 
cumstances. In any event, the creature also 
receives periodic saving throws in order to 
break free of the spell. These vary with the 
Intelligence score, level, or Hit Dice of the 
individucrf, whichever is most favorable. 

N O M  Uncommon for mantslists; otherwise 
vny rare. (UpdateflfromPom%miu~Nawmine.) 

Major Encbntment, Serrel’s 
See Serrel’s major enchantment. 

Major Mlrsile, SaiIlecC 
See Snilloc’s major missile. 

, 

rriiigence 
I or less 
4 to 6 
7 to 9 
10 to 12 
13 to 14 
I5 to 16 

17 
18 

1 or more 

lst/less than 2 
2ndup to 3+2 
3rd/up to 4+4 
4tWup to 6 

5tWup to 7+2 
6thhp to 8+4 

8tWup to 12 
9tWmore than 12 

7wup to 10 

Between 
Checks 

3 months 
2 months 
1 month 
3 weeks 
2 weeks 
1 week 
3 days 
2 days 
1 dav 

Major Paradox 
(Chroaomancy) 

Level: 9 
Range: 0 
Components: t: S 
Casting Time: ld4 hra. 
Duration: Iustantanaus 
Area 0fEffect: The caster 
S a v i n p m N o n e  

This spell changes an important event in the 
cwter’spast. This is jut likepu&x, butthe 
cvmt CBB be up to one year past. such an evsnt 
could be changing from a Historiatxto a Seer, 
acquiring a pmfsiency in propbcy rathtr tban 
al&my,ordecidingtomxmhancwtpellrs(ba 
thanacaeancwnmgioditcm.Thc~rmwbs 
one the chronomaecer had control of at tbetimc, 
~ ~ l b o u l d a l w a y s b e g i w n u p .  
Thc obange sbouldahwys be &&at but not 

neccssarily umk the w y  the caster hopa br. 
Tlre DM should also feel free to romwe any 
items or relationships he feela would not b e  
bcen foundas a result of the casterg rncdcUhg. 
Aher all, the things that ats changed likely 
were important to the chroaomancer at one 
time. Also, the tarbulcnce bee a 500%- chanmof 
attracting a time dimensional or a Guardian 
from the Demiplaae of Time. 

NotEI: Restricted to ch-; common. 

Nklrdweomer 
(Alteration) 
Revenible 

Level: 3 
Range: 10 yds. 
Casting Time: 3 
components: t: S, M 
Duration: 1 rd.ilevel 
Area of Effect: 1 creatun 
Saving T h m ~  Neg. 
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mat is, any dmrelpcdbyo&nsivenagise 
will be the mini&Um possible, sa vi^@&^^^ 

cs am cnkanced by a +d 

with the +4 boaa. 

small, clear glass or crystd pdsm, which is 
a n s h e d  (with a weapon-blow, or pgainst a 

W e  rev+tk, dweom called 
empmdweomer) permits all magic cast or 
wielded by the recipient mentum to be of maxi- 
mum effiacy (maximum dunam eind effecq 
for one round. If the carter &e5 staving 
thmw VB. apell at tbe end of the fbtrolmd, the 
mclpanerboart~asecondzound. 

WLib the material compwmcq! is same *13 
for drrlodweomer, the cryatal need not be 
smashed; rather, it vanishes when spellcasting 
is complete. 

Both forms of the spell can be cad upon the 
wizard, so that mafadwomer would enable an 
wizard to lessen his powers when compelled to 
work magic against his wishes. 

Netex Very rare in the FORQUITEN REALMS 
sotting (mostly by a apecial wizard type, the 
incantatrix); otherwise virtually unknown. 
(Updated from DRAGONMQ~~Z~C. )  

Mala-Keth’s Flame Fist 
(Evocation) 
@W 

walk rocL. or floor) inw 

Level: 7 
Range: 0 
componnents: y s 
CastingTime: 1 
Duration: 1 rdnevel 
Area of Effect: 1 creahve or object 
SavingThrOw: special 

When this spell is completed, one of the 
caster’s hands (his choice) bUrerrr into light end 
is surrounded by an aura of flame. The caster 
suffers no damage from this effect, and the 
illumination is equal to that of a torch. 

An opponent touched by the wizard (an 
attack roll is required) must a-t a saving 
throw vs. spell. If successful, the touched ma- 
ture suffers l d4+2 points of fire damage and 
the flame remains on the caster’s hand (he can 
make further attacks with it until ths spell 
duration expires). If the saving &row is failsd, 
the flame leaves the caster’s hand ta surround 
the creatore’s body in an aura of d o g  fire. 
ThC superhewd aura burns for 1 md, nflict- 
ing ld4 points of damage per level of the 
Oaster. 

Instead of attacking a creature, the ca te r  
may choose to touch any single objret, which 
is automatically surrounded by the souing IWP 

for 1 round and must make a successful item 

The aura can surround an object up to 5 cubic 
feet in volume per level of the caster. 

Notes: Uncommon spell (TOM). 

Saving thraw VS. f h  M be destmycd. 

Mllcfkc MaM, Stmhst’s 

Malraz’s Dramatic Death 

See Strahd’s malefic meld. 

(IhSiOn/Pb8nhSm) 

Level: 7 
Range: 0 
Components: y S 
CastingTime: 1 
Lhmtion: 3 &./level 
Area of Effect: Special 
Saving Thmw: None 

This spell creates a progwnmed illusioc of 
the cssterdying ahonible death, d e  the true 
c a s h  is cloaked by inrprmed iwisibil& 8s the 
4th-level wizard spdl. The intent is to get the 
wizard’s enemy off his traiz giving him time to 
either eseape or launch a counterattack. A 
series of different demises are available to the 
caster, depending on the command word whis- 
peredJhe words are: 

Air: The w h d  appears to gasp far breath, 
dying of suffocaton. 

Earth: Ths wipprd qpem to turn to stone. 
Fire: The wizard appeus to burst into 

mter: The wizard ILGC~S to flail about in a 

Blade: Wounds appear on the wizard, 8s if 

flames, saeaming and dying hombly. 

pool of liquid and drown. 

frore a melee weapon. 
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Bow: The wizard appears tobe killed from a 
missile wurpon. such as an arrow through the 
hecnt. 

Seizure: A shocked expression appears on 
the wizard's face, then he keels over. 

Shack: Sparks fly about as the wizard ~ocrrm 

to be electrocuted. 
After the death scene ends, a convincing 

looking illusionary corpse is left bshind for the 
duration of the spell. Viewers attempting to 
disbelieve mum spcnd one round ewnhhg the 
scene to have a chance at success. The spell 
also can be cast upon a projected image (see 
the 6th Iml spell pmject image) to truly myn- 
ti@ opponents. 

The somatic component of the spell requires 
the caster to clutch at his chest while whisper- 
ing the command word. 

Notes: Rare or very rare spell. (Updated 
from POLYHEDRON Newszinc.) 

Manor's Mind Mslon 
(Divin.tion) 
rnencouSm) 

Level 7 
Range: 0 
Components: V, S, M 
Casting Time: 1 rd. 
Duration: 2 rd./level 
Area of Effect: 90 fi. radius 
Saving Throw: None 

Manor's mind vision is essentially a more 
powerful version of Manor 's mindsight. It is 
subject to the same restrictions and bonuses in 
terms of movement, combat, and concentra- 
tion, as the mindsight spell, and has the same 
ares. It has thrw main differences: 

The mind vision spell allows the wizard to 
view any area as if it was brightly lit. 
Divinations of 4th level or lese can be cast to 
combine with mind vision at any time. 

*Any illusions created by 4th level spells or 
less will be apparent as such, and the true 
form of any item or object polymorphed or 
altered by a 4th level spell or less (or an 
equivalent, such as a potion ofpotymorph 
self; or a wand of illusion) can be easily deter- 
mined. Invisible object$ and creatures can be 
seen. 
The caster's enhanced perceptions operate in 
his n o d  field of vision without concentra- 
tion to a distsnce of 90 feet. 

The basic parameters of the spell follow: 
Everything in the area of effect is perceived 
simultaaeously; the wizard need not look up 
or down to scc objects out of his n o d  field 
of vision while concentrating. 
Using the ability granted by the spell in order 
to see outside the caster's normal field of 
vision requires concentration. A caster con- 
centrating on "seeing" cannot move, cast 
spells, or engage in any strenuous activities 
while doing so. If the caster's collcbnbllltion is 
broken, the spell is not ruined and the caster 
can resume viewing after the interruption is 
resolved. 
No actual sensory organs are needed for the 
mind vision spell-the caster being blinded or 
blindfolded does not hinder its use The mind 
vision spell can be used in conjunction with 
darksense. inficlvision. ultmvision, and other 
sight-enhancing spells of& levcl or less; the 
enhanced perceptions have the m a  of effect 
of the mind vision spell. 
The m i d  vision spell can be combined with 
other divinations of 4th level or less: derect 
invisible, detect evil, detect magic, etc. The 
area of effect of the enhanced perceptions is 
the area of the mind vision spell. 

J 
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Ths materid compmmt ofthe spell is two 
eyes fimn abeing originating on aplrne other 
than the Prime Material plane, immersed in a 
mixture of a potion of ESP and a potion of 
gasem form. These am dcstmycd as the spell 
in cast+ 
’ Notes: Uncommon for diviners, otherwire 
ran or vepy nrs. Knmm to be inlionorb Mm- 
ualqf8ight. (updnt0dfranD-w.) 

Manor’s Miadaight 
(Mtb.1 - 
Level: 5 
RMge: 0 
Compaesnts: Y 6, M 
CastingTime: 6 
hnatim5 rdsflerel 
Area of Effect 20 8. + 5 A./level 
ssvingThmw:Nom 

By means of this spell, a wizard gains the 
ability to concantmte end ywov everything in 
the soell’s area of effect. This haDwM reaard- 

&le, detect mil, de&? mcrgic. ate. The area of 
effectl of& enhanced pcmpthw *&e area 
of the mindsight spell. 

The spell requires the presuved eye of a 
blink dog, which is reusable. 
Notes: Uncommon for diviners; othcrmiCe 

ran o r w y  rare. KmMpto be inManerr$Mam- 
ual of Sight. (Updated h D m  -) 

Manshoods Xorn Tal- 
( C 0 4 ~ ~ u m m o ~  
6-w 

*! 

Components: Y S, M 
CmtingTime 5 
Duration: 1 turn+ 1 rd/level 
ArcaofEf%ct spec*l 
S.vingThmw:NOXK. 

atcs an invisible half-moon arc in froat of the 
caster, set from 10 feet to 70 feet distant. Ttm 
arc is 12 feet M a t  its center, andthe tiDs of 

This SpC& As0 hIOWU M SiDlry hU&, 

less bf intervening objects, b u i h  subjGt to 
existing lighting. EvarJrthing in the area of 

its curviag “horn” am 20 fect.apart. To h- 
tion at all, the spell must be cast on a solid, - -  

effect is pcrceivsd simuiaueoisly; w i z ~  
need not look up or down to see objects out of 
his normal field of vision while conCentratiag. 

Using the ability granted by the spell 
requins concentration. A casta conccntmtm ’ B  
on “saing” cannot move. castsplls, or engage 
in any strenuous activities wbile doing BO. If 
the caster’s concentration ia broken, &e spell is 
not ruined and the caster can F C B U ~ O  viewing 
after the intermption is reeolvcd. 

Noacteat wnsoryorgrns am nesdrdforthe 
mimbight epell-the castst being blinded or 
blindfolded Qta not hin&z its use. The ntind- 
sight spell can be used in conjunction with 
darkssnsc, infmvision, uhmv&h, and Otaer 
aght-enhancing rpelh of 4th lswl or ~CM; thc 
snburedpsrcepbonr . have thscrrerofeffect of 
the mimhi&t HI. 
Thc spa1 lua limit.tioes. It allows no spe- 

chl benefit with xwpcct to illuaiona, nor distin- 
guishes between magical and nonmagical 
items, noralluws discway of alignment The 
caster cannot see traps, trickm, pito, mabical 
symbols, or other invisible or ma&al$ con- 
cealed item or objects unlellr rble to detect 
such items normally. 

However, the mlndrfght rpoll can be com- 
bined with other divinations of 4th level or 
less, provided these arc cwt f i i  detect invis- 

I 
’ 
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level surface, such 88 a tloor, clearing, or 
flat roof (the surface can be covered by water 
no more than a foot dsep). If solid, nonliving, 
objects (such as walls, furniture, or stalag- 
mites) am in theareaofcastin& or ifthe spacc 
is too small to permit the Wf-moon to fully 
form, the spell does not t a b  effect and is 
wasted. 

Any living being exoept the caster who 
entcrs any part of the crescent-ahaped arca Of 
effect is instantly attacked by 2d4 stony tal& 
arms. These nonliving, unintelligent magical 
constructs resemble the upper limbs of living 
xorn. They erupt from the ground and grasp Y 
any targets for Id2 points of crushing damap 
each (THACO 6); a successful hit means tho 
clawed arm holds its victim fast, inflicting ad 
further damage on it. (The talons rise only 
where M intruder steps, not all acmm tk W- 
moon, so the a r ~  of effect can be. determined 
ollly by trial and error.) 

~ t b e y ’ v e g r a b b s d v i d i m B , t h e ~ *  
ply hold on until the spell expires. Trapped 
individuals cannot move beyond the strctch of 
their limbs. They suffer -2 penalties to d l  
attack, damage, and saving throw rolls, and 
lose all hxt&y-mlatdArmor C l w  bonuoes. 

The talons do no more damage, but a trapped 
individual can try to tear free of all of them 
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once per round. A single successll open doors 
roll is required; each failed attempt inflicts 1 
point of damage upon the victim. Once free of 
the talons, the individual can leave the area 
unhindered. 

The talons are AC 0, and each must be dealt 
55 points damage to shatter it. Spclls that a f k t  
stone can be used against the talons (stone to 
flesh and rock to mud both affect the talons for 
ld4+2 rounds, lowering their effcCtinra AC to 7, 
and making them suffer double damage from 
all attacks), and apasswall spell destroys dl 
talons in a pathway equal in extent to its usual 
area of effect (even talons that have not mani- 
fested). Spells such as move earth, which phys- 
ically affect terrain, do not work against the 
talons. Dispel mu@ spells shorten the duration 
of talons by one round per spell, but have no 
apparent immediate effect-they do not caw 
talons to open, pause, or fade away. A dispel 
magic cast in an area does not prevent this spell 
from functioning if no talons have yet rdani- 
fested, but does shorten the spell duration as 
noted. 

The material component of this spell is a 
piece of xorn flesh, bone, talon, or hide. 

Nota :  Known to Manshoon, a powerful 
wizard in the FOR- REALMS setting. 

Made,  Alustriel’s 

Mantle, Ilyyknr’s 

Manyjaws 

See Alustriei’s mantle. 

See Ilyykur’s asntle. 

Qmtcrtlon) 
Pome) 

Level 3 
Range: 10 f&./level 
Components: y S, M 
Costing Time: 3 
Duration: 6 rds. 
Area of Effect: Special 
Saving Throw: !4 

This spell brings into being one pair of 
clashing jaws per level of the caster, up to a 
total of IO jaws, floating in midair. These arc 
actually strings of disembodied teeth, without 
gums, lips, or gullets. These jaws attack one 
creature per round, and fly about at a move- 
ment rate of 15 (MC A) in awordimcc with the 
caster’s silent aci of will. If other spollcpsting 
is undertaken by the caster, the jaws either 

b g  stationary or, if afready attacking a crea- 
ture, continue until the caaer nsumssaontrol 
wcrthem. 

The jaws are constructs of force and can 
penetrate any nonmagical armor. The jaws 
automatically hit their target each round. Each 
jaw bites for ld4 points of damage per mind. 
Magical armor of any sort (not bracers or 
rings) provides some p o t d o n  from tb jaws. 
Their damage is reduced by 1 point per jaw for 
each magical plas of the amor worn (leather 
armor +2 reduces the damage by 2 poi& per 
jaw). A target creature that makes auuceedd 
saving throw vs. spell takes half damage from 
each jaw, with a minimum of 1 point of dam- 
age being inflicted per jaw. 

The material component of this spcll is at 
least two teeth. The teeth can be of any size, 
can be from any sort of cmahus%, and are COIL- 
sumed by the spell. 

N O W  Very rare in the F o ~ ~ a r r e ~  REALMS 
setting; virtually unknown elsewhere. 

Mip, Mdrarn’s 

MUCh 

See Muima’smep. 

Levsl: 1 
Range: Touch 
CastiqTime: 1 
Coapnents: y S, M 
Duration: 1 h r . h k  
Area of Effect: Special 
Saving Throw: None 

Castiugthis s p e l l a l l o w s a n ~ p e r -  
son to walltat his normal unencumberedmovo- 
ment rate. Because the movement is powered 
by tbt spell, the person d e m  no mom phyai- 
cal fatigue than he would sitting in a chair ku 
the same length of time. This .@.I must be cast 
on a subject able to walk; a subject must be 
able to lift his burden in the first place. The 
spell is dieaipted w b n  thcsubjsa stops walk- 
ing fot more than one round or picks up more 
than his maximum encumbrance. More than 
one person can be affected; the duration is 
divided ewnly among thore touchsd when the 
spell is cast. 

The material component of this spell is a 
pinch of pcpper. 

Nota: Connuon for apportation specialists, 
uncommon for transmaters; otherwise rare. 
(Updated from DRAWN Magazine). 
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Maaioms SMdd, Drawmij’s 
See Drawmij’s mervelous shi+i!: rq: kr i 

3 .*we 
Mask rd asl 

Reversed form, see aura. 

Mask of Death 
(Necromancy) 

Level: 4 
Range: Touch 
Components: V, S, M 
CastingTime: 1 rd. 
Duration: 1 hr.ileve1 
Arca of Effect: 1 crdature 
Saving Throw: None 

By casting this mpll, a wiwd can change a 
corpoc’s foatumto make it nppar*be m- 
om? else. The e m  must posscaa an accufete 
portrait of the individual to be dnplioatcd, or 
must have a dear mental image of the person 
basdonpenonalexpcricsce. 

If rmiwmtehdis cast anthe body, it canbe 
animated to become a zombie that looks 
sxsctty like the copied parson. The double isa 
mindkss automaton, hawever, having all the 
chsrsctcriaticr Bfa normal zombie. 

Thiaspell can be carit on .mature. that IIOB 
already become a zombie. A wizard who doca 
Wt control the d e  must s l a a d d y  tolldl 
the zombie in combat (a -hl attoclr dl 
is rquircd). 

The material componsnt o f t  
dropofdopplcgangcr’s blood 

I: Unwmmon apcU .(Z 

Level: 2 
Range: Touch 
Components:V,S * 
Duration: 2 turnsflnnl d wu..-L-rtau* 

casting Time: 4 w 
Area of Effect: 1 creature 
Saving Throw: Neg. 

This spell is cast on blooded &amctCE, to 
hidehe derivation and strmgth of tkeii Mood- 
lines from others. Bloodlines, k m s c  oftwr 
divine nature, arc sommhat rtsiatant to bemg 
hidden; the subject therefore must roll a saving 

t&mv MC spell cvon if he wmts the e l i . c S  
work Tbs bloodliwb rcangthadd~ a m W w  
tv the roll . ~ l  follows: tainted, -2; minor, -B: 
aujor, +2; Iport, +4. 

If the subject fails the saving throw,i&e 
bloodlins is romplasty mpsked, nothing short 
of a k i t e d  wish wiil m a l  its dsrivarioa or 

ject’s saving tiaaraiucw&, obvi- charac- 
teristics of the bImdlrn& (nmh M a bloodmsrL 

but a Anow bloodline daivclrion a know blood- 

8acl@faRtbe dllr4tionofr& spcu Ifthe sub- 

or o h ?  lcoondlly cherrrcteristic) arc rmsked, 

Th q 8 C t  of the rpellcancda the eabEw 
lWSneagth@lWilIsuccwdnormouy. ’ X U  

he uses any blood ability during the spdh 
dutation.This meanrttLat.TomcchurctQI*rill 

at below their normal abil- 

The DM may wish to hasasc the 
their saving throws or disallow the 
pel1 altogether unless it is c u t i n  

n with another powerffJ illuri(l&or 
Polymorplr spell. 
Notes: Common on CeriliP, the 

setting;ulllmowneterrheae. 

. b - M p ~ k -  I 
@nslon/Phmta:m) 

hrrahcm: 2 or 3 nts 
ArwofB&ot:ThC 

I eye; and one with more thantwo eyes will 
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show themall, cvcn if trying to collceal the fact 
with eyepatches or shutting eyes during this 
spell). This Meet cannot foil m ~ e  meing or any 
magic that penetrates illusions, and in any w e  
lasts only for 2 or 3 rounds (even roll - 2 
rounds, odd = 3 rounds; the oaster ham no con- 
trol over duration). The spell docs not conceal 
hair hue or cut, general akin coloration, ear 
shapes, and so on, and is therefore seldom able 
to conoeal the race of the oaster. 

The apell’s neme comes from its use at rev- 
els, to conceal the caster’s identity when 
unmasked-but it is more often used when 
flcemg a crime BCCIW, or while p-g a 
crime. 

Notes: Restricted to dmw, uncom!non. 

M8qUemde a Athasian Dnagon-King nugic; 
pstonic component renders the 
spell tlncaa& by wizards. 

MRS8 
(Alterstion) n 

Level: 5 
Range: 60 y&: W 
Co&mcnk V, S, M 
CPetingTime. 1 rd. 
Duration: 5 rds. + 1 rdJteVe1 
Area of Effect: One item, 1 cubic ft.Aeve1 

Saving Throw: Neg. 
within a I8 R cubic rrea 

By means of this spell, the wu jen is able to 
control the wight of an item if it is witbin the 
size range of tbe area of effect. He canrendnthe 
object soheavy as tote immovableor as light as 
a feather. Throughout the duntion ofthespcUhc 
can alter the wight of th itemat will, iaawdng 
it one round anddcawingitthsnart Themass 
of the item can be increased or decreased up to 
5%per level. At loth level, the wu jcn could 
ckingcthemsrur ofan h b y  50%. Thc changfi 

the item rffeasd by& the c h q e  in weight, 
pllithamora, multiple itema anbe aflkckdifall 

double the normal damage) and still fired 
a l t h o u g h t b s i r ~ p c ~ v a t H e s v y i ~ c a u  
be carried with e m .  although the bulk of the 
itemmaypment it fmn being d e d d y .  
Thus, a huge bouklerrcedasd extremely li&t 
WOVM still be difficvlt to canyba.ausn of its8izc. 

The material components for this spell are 

inmasclhaenoodvnwdfectonthe pIopsrties of 

are within the mne lo-foot square lvea Missiles 
~bc ia r r ca&dup toda rMt th t i t~ (c r s r ing  

the feather of a hummingbird rud a bit of the 
toenail of an elephmt. 

Notes: Common in oriental settings; other- 
wise very rare. 

@IlufodPhamta#m> 
Wadow) 

Level: 9 
Range: 5 yds.ileve1 
Componcntx V, S 
Casting T i e :  9 
Duration: 3 turna 
Ana of Effect: 20 x 40 xlO-R 

Mass Blindness 

SavingThrOw: special 

This spell strikw blind or deaf, or both, all 
CImtUfw up to4 Hit Dice with wssviug thmw. 
Thom of prater level OK Hit Dice, but bss tb 
the ca&w save vs. spell a t 4  to avoid the eftkt. 
cnatmce whose l m L o r  Hit Dicc am equal to 
or gnaterthanthe cmtcrb rrerereive anamal 
savingthmw..The~candwigMtcoaespe- 
cific grwp to be excluded from the ciffilo’a 
powsr; for example, the spell d d  blind all but 
humms, all but Wizards, all but royal @- 
men, and so. The cirrlc itself mmaias in piam 
for3Wanna,aodacatraesWh,entarhkarea 
of dxt durin$ this tims an also stmek by the 
epsllb c f k t a  Magicat items tht enhance light 
OrheaIingarerendsledinert. 

Af€cctcd creatures and magical item rcatain 
affeotnl u d  the spell ends or they blunder out 
of the area of effect. The effect canmat be 
ended by a dispel magic spell. but diapel 
enchantment, limited wish, or wish can end the 
spell, and an rntindgic s h d l  suppresses its 
effects (remember that spells cast while deaf- 
ened are 200/0 l i l y  to fail). The caster can end 
the effect at will. 

Notes: Uncommon for illusionists, nscro- 
mancka, a& d@&w mages; very rare for 
Others. 

Mass Charm 
(Enchmtment/Chum) 
(son& 

L m l :  8 
Range: 5 yds.Aeve1 
Componeats: v 
Casting Time: 8 
hntion: special 
A m  ofEffect: 30-R cube 
Saving Throw Neg. 

I 
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A mass cham spell e t s  eithez pcnvms or 
‘monstasjwt as a champemon or h w n -  
ster spell. The mass charm spell, however, 
af€e@p numbex of creatures whose combined 
lev& of  experience or Hit Dice does not 
exceed twice the level of experience of the 
spellcaster. All affected creatures must be 
within the spell range and within a 30-foot 
cube. Note that the creatnm’ Baving throws arc 
llaaffeabdbyttbewpbcrsffec (see the Area of Effect: 30-8. cube 
charm p s o n  and charm mons lis), but Saving Thtow. Special 
all targetcreatures on naject 
-2 on their saving thr;ows he+ of the effi- 
ciency and power of this s &. The Wisdom 

Mass Dombatb 
@achaatmmt&harin) 
fMemtaI&# 

Level: 9 
Range: 60 yds. 
Components: l! S 
&t& Time: 9 
Durstiw: Special 

This powerful dominat+spell a 
ao&gdless creature. The spell controlg up to 

an ellolRed i savins throw v8. 
spell, bd et a -4 penal&, ’Language or species 

bonus against chann spals L apply. of cre&hqpe€ casterkv6#. 
N W  Common spell (PHB). 

Mam Contagion 
Plecmm-9 

Level: 5 
Rauge: 30 yds. 
thmponent~ v. s 
Casting Time: 5 
Ehuation: spaaal Hhibcs&wi&goneofthesceffects. 
A m  of Effect: 10-8. radius 
saVlllgThr0w:iiFeg. 

t t -king an empath& link or 
-lev61 dominatiqn, the caster b s  his 

combat, and speilcaeting crpa 
s with the major domindion spell, 

ames  gain ptn&ic savipg 
throws based BP % most favorabii of h-1- 

genec, Hit Dice, or le+d to shake off the spcllb 
effects. In addition, en-mely dirtastefthnr 
sctf-dwtructive wdm immediaely grant a 
mw mving thmw at t % bonus to break 
the water’s conid .  

Onccestablisba$ anaina in pkce 
no matter how far npgt the caster and sqbjcct 
are, but o&rs canuekbe tMlsmithd tb sub- 
jects on &dif fe ra t  plane. The carter can 
release W d u a l  creatpes from mass &miM- 

c Doraicrtiipe many creatures at once c m  be 

This spe11 wracks the subjects with disease 
and weakness. Upato one creature per cas* 
level om be affected, but all must be witbin a 
10-foot radiw. creatures afnictcd with mass 
confagion mUa make a succes& saving tluow 
vn. spell or be immediately stricken w;th 
painful symptoms, iacluding boils, blotches, 
lesions, and shaking fits. Strength, Dexterity, 
and Charisma pyt reduced by 2 points, and all 
attack rolls have a-2 penalty. 

The cffsct per&& until the micted creature 
receivis L cure disease spell or spends Id3 
wetks 3aatlplae bed restlo recover from the 
contagion. Those ignoring thtoenditic& for tion w&h command 
mons than a day or two lsrty Ire mbjeetto wcmc 
nfflictions (and possibly Wth) nt &e DMa dis- 
cretion. 

ting; otherwise my me. 
Nates: Uncommon h the RAVENLOFT 

~ r c & l c t i o n t o  
his C d t u t i m  score (75 * Q = 4.16; r o w  
up to 5). The spell ends wben the castsr is 

very rare. (Updited from POLJH~@RON 
Newszinc.) f 

J 
548 

L 



Time Betrpeen 
InteWgence LeveMID Chedrr 

3orless ldleasthan2 3months 
4 t o 6  Znd/upto3+2 Z m o n b  
7 t o 9  3dupto4+4 lmonth 

loto 12 4Wupt06 3w~eks  
13to14 5th/upto7+2 2 w k s  
lSto16 6Wupto8+4 lweek 

17 7Wup to 10 3 days 
18 8Wup to 12 2 days 

19ormore 9th/morethau 12 1 day 

Mass Fanaticism 
Athasian Dmgon-King magic: 
psionic component wnders the 
spell mastable by wizards. 

(Ill118ion/Ph8nts8m) 

Level: 7 
Ranee: 10 vds./level 

d k  
Mass InvidbUftv 

or 10 f m  backward. Horizontal leaps forward 
or backward have only a slight arc about two 
feet per 10 feet of distance traveled. The mass 
jump spell d w  not ensure safety in Ian- or 
grasping at the end of tba leap. 

The mass jump spell is used a6 part of a 
boarding action. For example, it allows SeVarI 
pirates to arrive on the deck of an attaakdahip 
before the two ships are fully grappled, th- 
offering some chance of surprise. on the h e r  
Sea on Toril, this tactic is common enough to 
not be totally surprising to experienced sailors. 

The material component of this spell is a 
grasshopper’s hind leg, to be broken by the 
caster when the spell is cast. 

Notes: Uncommon for the pirates of the 
Inner Sea in the FORGOTTEN REALMS settiag; 
otherwise very rare. 

Mass Mounts 
(Conjuration) 

Co&onenk V, S, M Level: 5 
Range: 10 yds./level 
Components: V, S, M 
Duration: 1 hr.Aeve1 
CastingTime: 1 turn 
Area of ERwt Creates 1 mount/level 
Saving Throw: None 

Casting Time: 7 
Duration: Special 
Area of Effect: 60 x 60 yds. 
Saving Throw: None 

This is a more extensive adaptation of the 
invisibility spell for battlefield use. It can hide 
creatures in a 6@yard x 6O-yarderea: up to 400 
man-sized creatures, 30 to 40 giants, or six to 
eight large dragons. The effect is mobile with the 
unit and is broken when the unit Ittacks. Individ- 
usls leaving the unit become vieiie. The wizard 

The material c y t s  of the mass fnvisi- 
bility ope11 are an e p k h  and e bit of gum a m  
bic, the former encased in the Mer. 

Not-: colmnon spdl (PHB). 

This enshtment ,  similar to the ls+leve~ 
wizard spell mount. allows the caster to e- 
jure a number of mounts. The mounts obey the 
Wizard (or riders designated by him) willingly 
and to the best bf thcir abilities. wbm the spell 

bIy pitching any riders and equipment to the 
ground. 

h e  mount Is eonjured for each 
castsr’s-expo+ce; for exampk. a 
wizaz4cmall13horsestosa~edor13 

canendthisspelluposconrmand. w i r e s ,  h-m, the mounts dissppcar, poui- 

(mr8thet) 

Lev&. 2 
Range: 0 WizSrdBtheiwise 
Componente: V, S, M 
Casting Time: 2 juredmounttt4onot 
Duratim ld3 rds. + 1 rd./level The w i w d  can I 
Area of E k t :  10-ft. radius 
Saving Throw: None 

’ will be of varying hatural colors unless thr 

black riding horses for ni 

gained by this spell (subject to wional avail- 
ability), choosing from tks list below. Nan- 
CeriliSa mount static mln the M O M ~ O W S  
Mmu,u tome. 
The material componspt$ regadlesr of what 

typc of mount the w b & w  to coejurs, lire 
ahorseaha and a tuff of fur. 

This spell confers the abilityki leap once per 
round for the duration of the cpell on all cree 
tures that are within the area OP effect. Leopr 
can be up to 30 feet forwerd of shai&upwekg 
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Notes: Common on Cerilia, the BIRTHRIGHT 
setting; unknown elsewhere. 

C O J ~  FUJI Speed 
Mount 
worg (wolf) 100 Ibs. 
pany 160 lbs. 
Light War Horse 170 lbs. 
Riding Horse 180 Ibs. 
HippOcamPUS ‘ 200 Ibs. 
Medium War Horse 220 lbs. 
Varsk (Cerilian Lizard) 240 lbs. 
Mule 250 Ibs. 
Draft Horse 260 Ibs. 

Mnss Polymorph 
(Altcntion) 

Level: 8 
Range: 120 yds. 
Components: Y S, M 
Casting Time: 8 
Duration: Permanent 

Saving Throw: Neg. 
Ana of Effect: 60-ft. cube 

This mighty spell allows the. caster to simul- 
taneously polymorph a large number of crea- 

ture~ up to 4 large individuals, 12 man-sized 
individuals, or 24 small creatures can be 
affected if they are in the area of effect. Huge 
and gargantuan creatures canaot be affcctcd. A 
mixed group can be affected, for example, a 
caster could affect one ogre (counts as three 
men), fonr hobgoMins (one man each), and six 
kobolds (two counting as one man) with a sin- 
gle casting of the spell. 

Creatures that fail their saving throws are 
affected just as if struck by apolymoqzh 0 t h  
spell. The creatures receive a system shock roll 
in order to survive the transformation (80% 
plus 1% per HD if no Constitution score is 
avaiibk). “he polymorphed creotuns gain the 
form and physical abilities (physical attacks, 
Armor Class, and movement but not special 
attacks or magical abilities) of their new shape. 
The subjects must make a special Intelligence 
check to see if they retain their own minds and 
personas; see polymorph other for details. 

The caster can transform the creatures into 
one of no more than three different forms when 
the spell is cast. In other words, while the 
caster might affect creatures of a dam differ- 
ent types, all the creahues must be transformed 
into individuals of one, two, or three species. 
In the example given above, the caster could 
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turn the ogre into a fat piglet, most of the hob- 
goblins into rats, and one hobgoblin and the 
kobolds into chickens with a single casting of 
the spell. 

The material component is the caterpillar 
cocoon of a rare butterfly or moth. 

Notes: Uncommon for witches and trans- 
muters; otherwise rare. 

Mass Suggestion 
(Enchantment/Charm) 
(Mentalism, Song) 

Level: 6 
Range: 30 yds. 
Components: V, M 
Casting Time: 6 
Duration: 4 turns + 4 turndlevel 
Area of Effect: 1 creature/level 
Saving Throw: Neg. 

The mass suggestion spell enables the wiz- 
ard to influence the actions of one or more cho- 
sen creatures in the same way as the suggestion 
spell. Up to one creature per experience level 
of the caster can be influenced, provided that 
all subject creatures are within the 30-yard 
range. Undead are not subject to this spell. The 
suggestion must be reasonably worded and 
understood by the creatures, and must be the 
same for all hearing it. Creatures successfully 
saving vs. spell are unaffected. Saving throws 
against the spell suffer a penalty of -1, and if a 
single creature is to be affected, its saving 
throw suffers a -4 penalty. Note that a very rea- 
sonable mass suggestion can cause the saving 
throw to be made with an additional penalty 
(such as -1, -2, etc.), at the discretion of your 
DM. A mass suggestion can continue in effect 
for a considerable duration, at the DM’s discre- 
tion. Conditions that will trigger a special 
action can also be specified; if the condition is 
not met before the spell expires, the action will 
not be performed. 

The material components of this spell are a 
snake’s tongue and either a bit of honeycomb 
or a drop of sweet oil. 

Notes: Common spell (PHB). 

Mass Teleport 
(Alteration) 
(Dimension) 

Level: 7 
Range: Touch 
Components: Y S 
Casting Time: 1 rd. 
Duration: Instantaneous 
Area of Effect: Up to 12 people 
Saving Throw: None 

By casting this spell, the caster instantly 
transports himself and up to 11 companions to 
another location. Distance is not a factor, but 
interplanar transport is not possible. Accuracy 
depends on the caster’s familiarity with the tar- 
get location (see table). Only one roll is made 
for the entire group being teleported, with 
“familiarity” being that of the caster. 

While casting this spell, the caster stands in 
the center of a circle formed by his compan- 
ions, who must hold hands for the entire. round. 
Breaking this circle before the end of the round 
disrupts the spell. 

Notes: Uncommon for apportation special- 
ists; otherwise very rare. 

Probability of Teleportlng: 

Deatiaationis: €Ugh Target Low 
Veryfamiliar 01-02 03-99 00 

Seencasually 01-08 09-96 97-00 

On 

Studiedcarefully 01-04 05-98 99-00 

Viewed once 01-16 17-92 93-00 
Never seen 01-32 33-84 85-00 

Mass Teleport Without Error 
(Alteration) 
(Dimension) 

Level: 8 
Range: Touch 
Components: Y S 
CastingTime: 1 turn 
Duration: Instantaneous 
Area of Effect: Up to 12 people 
Saving Throw: None 

This spell is similar to the mass teleport 
spell. The caster transports himself and up to 
11 companions to any known location in his 
home plane with no chance of error. 

Like teleport without error. travel to other 
planes is possible, but only to locations that the 
caster has previously studied carefully. No m t -  
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ter how careful this perusal was, there is a 
chance for mishap when traveling to another 
plane. Accordingly, the caster must roll for 
accuracy. Again, breaking the circle before the 
end of the turn disrupts the spell. 

Notes: Uncommon for apportation special- 
ists; otherwise very rare. 

Probability of Teleportlng: 

Destinationis: mgh Target LOW 
Veryfamiliar 01-02 03-99 00 
Studiedcarefully 01-04 05-98 seoo 
Seencasually 01-08 09-96 97-00 

On 

Viewed once 01-16 17-92 9200 
Never seen 01-32 33-84 85-00 

Massmorph 
(Alteration) 

Level: 4 

Components: V, S, M 
Casting Time: 4 
Duration: Special 
Ana of Effect: 10 ft. cube/level 
Saving Throw: None 

Range: 10 yds./level 

When this spell is cast upon willing crea- 
tures of man-size or smaller, up to 10 such 
creatures per level of the caster can be magi- 
cally altered to appear as trees of any sort. 
Thus, a company of creatures can be made to 
appear as a copse, grove, or orchard. Further- 
more, these massmorphed creatures can be 
passed through and even touched by other ma- 
tures without revealing their true nature. Note, 
however, that blows to the creature-trees cause 
damage, and blood can be seen. 

Creatures to be massmorphed must be within 
the spell’s area of effect; unwilling creatures 
are not affected. Affected creatures remain 
unmoving but aware, subject to normal sleep 
requirements, and able to see, hear, and feel for 
as long as the spell is in effect. The spell per- 
sists until the caster commands it to cease or 
until a dispel magic spell is cast up011 the ma- 
tures. Creatures left in this state for extended 
periods an subject to insects, weather, disease, 
fire, and other MW hszards. 

The material component of this spell is a 
handful of bark chips from the type of tree the 
creatures arc to become. 

Notes: Common spell (PHB). 

Master of Arms, Tenser’s 

Master Undead 

See Tenser% master of arms. 

(Nemm-cy) 

Levcl: 9 
Range: 10 yds.fleve1 
Components: y S, M 
Casting Time: 9 
Duration: 5 rds.Aeve1 

Saving Throw: Neg. 
Ana of Effect: 50-B. o ~ b e  

This powetful spell allows the caster to con- 
trol the actions of any type of undead cmatures 
as if they were intelligent creatures under the 
effect of a charm person spell. Undead so con- 
trolled can perform precise tasks for the caster. 

The caster can affect one undead within the 
area of effect per level. In cases of mixed 
undead, the weakest are affected first, then 
those with more Hit Dice. All undead affected 
must be within a cubic area 50 feet on a side. 
Undead with more than 3 Hit Dice are pennit- 
ted a saving throw vs. spell to avoid the spell. 
Licher and undead with 10 or more Hit Dice 
have a bonus of +4 to this saving throw. 

Undead creatures controlled by this 5 p l I  
are mastered for the spell duration, then are 
restored to their own (often nominal) control. 
The mter does not need to know any common 
language with the undead to effect the controL 
The undead beings can be ordered to perfonn 
self-destructive actions-and the caster can 
even attack them-without the spell being 
broken. 

The material component of this spell is a 
crushed diamond worth at least 500 gp, which 
is consumed in casting. 

Notcr: Very rare spell, originating in the 
FORGOTTEN REALMS setting. Known to be in 
the Book of Daimos. 
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1s Spell Compenoium 
___irlze TL - 

The Ultimate Collection! 
The Wizard's Spell Compendium is a four-volume 
serles desdblng every wIzard spell for the AD&Da 
game. Spells have been collected from rule books, 
campaign semngs, supplements, adventures, and 
magazines dating back to 1975. Early enMes have 
xen updated to be immediately usable, making 
this the pbyer's arA nM'= 4efhittVe source for 
rvizard spells. 




